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OUTLINE 
 Goals with BF4 

 Art 
 Storytelling 

 Infrastructure 

 Believability 

 Tech 
 Destruction 

 Levolution 

 Weather 

 Levels 
 Finding the Fun 

 
 

 

 

 

 

 

 



CHALLENGES 
 14th Battlefield 

 

 Flooded FPS market 

 

 Changing Audience 

 

 New Console Generation 

 

 

 

 

 

 

 

 BF1942 (PC) 

 BF: Vietnam (PC) 

 BF2 (PC) 

 BF2: MC (Xbox, PS2, Xbox 360) 

 BF2142 (PC) 

 BF: BC (Xbox 360, PS3) 

 BF: Heroes (PC) 

 BF1943 (Xbox 360, PS3) 

 BF: BC2 (Xbox 360, PS3, PC) 

 BF: Online (PC, Korea only, remake of bf2 in 2142 engine, 100 players) 

 BF Play4Free (PC, remake of BF2) 

 BF3 (PC, Xbox 360, PS3) 

 BF4 (Xbox 360, PS3, PC, Xbox one, PS4) 

 

 

 

 

 

 



GOALS 
 More Destruction 

 

 Listen to our Players 

 

 Quality and Innovation 

 

 

 

 

 

 

 

 

 



GOALS 
 Smarter Destruction 

 

 Listen to our Players – Core and New 

 

 Quality or Innovation – Became a balance 

 

 

 

 

 

 

 

 

 



• SP 
– Dramatic 

•  Art 

•  Storytelling 

ENVIRONMENTAL STORYTELLING 



ENVIRONMENTAL STORYTELLING 



ENVIRONMENTAL STORYTELLING 



BELIEVABLE INFRASTRUCTURE 



BELIEVABLE SPACES 



BELIEVABLE SPACES 



 Lots of new updates from Frostbite 3 
 Mandated Flexible Content Creation 

 

 Improvement in key areas: 
 Destruction 

 Dynamic Map Elements (levolution) 

 Wind and Water System 
 

 

 

 

 

 

 

DYNAMIC TECH 



DYNAMIC TECH 
 Rebuilding Content  

 

 

 

 

 

 

 



DESTRUCTION! 
 Crystal clear visual language 



TYPES OF DESTRUCTION 
 Micro Destruction 



TYPES OF DESTRUCTION 
 Macro Destruction 



TYPES OF DESTRUCTION 
 Building Destruction 



TYPES OF DESTRUCTION 
 Cinematic Destruction 



LEVOLUTION 
 Approach 

 Inform 

 Crank it to 11 

 Add a Bang 



LEVOLUTION 

 



LEVOLUTION 



WATER AND WEATHER 
 Breath of life 

 Emitter system (particles) 

 Vegetation Entities (trees) 

 Terrain Mesh Scattering (Grass) 



WATER AND WEATHER 
 Flexible Content 



PRINCIPLES 
 Start with big brushstrokes 

 what will affect the most pixels? 

 Most bang for your buck (time) 

 Contrast of detail and space 

   

 

 

 

 

 Lay good groundwork – Visual Target 

   

 

 

 



PITCH 
 



CONCEPT 
 



PROTOTYPE 
 



5 DAY SPRINT 



BEFORE AND AFTER 



PRODUCTION 



• Click to edit Master text styles 
– Second level 

• Third level 

– Fourth level 

» Fifth level 

THANK YOU! - THE BF4 MP TEAM 
 And thank you from the rest of the BF4 dev team! 



QUESTIONS? 

 

 Or feel free to email me: Linnea.Harrison@dice.se 


