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This was an in-game cinema, created in pre-Gemini version of Unreal 3, during pre-production of Blacksite Area 51.  The overall idea is based on the cinema at the end of Area 51 on the PS2.  The actual scene was about 3 miles across and based on topographic data and views of the real Area 51. 
The frame rate was fine up to and after the full-screen green shockwave effect.  The green shockwave itself caused a major slowdown in that version of the engine.  This was apparently caused by Unreal’s “depth peeling” for distortion and lit alpha materials.  Frame rate was only a problem when the shockwave was fullscreen.
As described in the 3d section of this website, the shader for the clouds rendered fine in this scene, but would most likely be too heavy on texture fetching for the amount of textures in a full size level in a first person shooter.  As it was, it was easy enough to walk a character through this scene at or above framerate on the Xbox 360.
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