Mobile Art & Development
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"~/ PREDSTAVENiI

Projekty
lllusion Softworks
Hidden & Dangerous: Fight for Freedom (3d artist)

e Hidden & Dangerous 2 (3d level artist)
e Hidden & Dangerous 2: Sabre Squadron (Lead artist)
e Moscow Rhapsody (Lead artist)

Vatra

e Rush’™n Attack (Art Director) - Konami
e Silent Hill : Downpour (Art Director) - Konami
e D-Arms (Art Director) - Konami

Madfinger Games
Dead Trigger (Senior Level Artist)

e Dead Trigger 2 (Senior Level Artist )
e Unkilled (Senior Level Artist )

e Shadowgun Legends (Art Director)
Hobby:

Hry, Kresba, piano, deskovky, 2d grafika,...
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MADFINGER GAMES

e 200M+ stazeni

e 8 let, 11 tituld prevazné akcnich her
e Vice nez 20 hernich ocenéni, véetné Apple
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~ / MOBILNIi TRH - STORES

App Store - Apple
500+ Apps/den
2.2 milionG aplikaci (Leden 2017)

B Google Play
Google Play Store

1300+ Apps/day
3 miliony aplikaci (Leden 2017)

Celkovy pocet mobilnich developert se priblizi v roce 2020 k 14 milionim.
Apps Downloads 2016 - 149 miliard, 2017 - 197 miliard , 2021 - 352 miliard
Lidé prdmérné pouzivaji 12 aplikaci za den / 30 mésicné

10% pouzivanych aplikaci jsou hry (20% Social, 18% music, 10% News,...)
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Design
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o Art !
e Hardware N

e App ‘()Gome/\/\o ker UNREAL
e Ovladani 4. Studio TECHNOLOGY
e Analytika

e Technologicka zavislost
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PIPELINES

Standarty
Velikosti
Nazvy
Software
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"~/ TIMELINES

Definovani Milestones
Priority

Planovani

Backlog

Shadowgun Legends
Open Tasks by R elease

Open Bugs by R elease

Open

L






"~/ DT2 - OVERVIEW

e Development

o Art
o  Prepinani textur
o Den anoc







~/ UNKILLED

e Development

o Art
e Textury
o Photo

o Tiles
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~/ SHADOWGUN LEGENDS

. A CAMPAIGN COMPLETED:

o Planety LE
e SIDE QUESTS COMPLETED:
m Valecna e/eg
. Prizkumna MISSIONS AVAILABLE:
|

o Vybaveni

o PVP

m NOT DISCOVERED
%= The Dead Workers




"/ SHADOWGUN LEGENDS

e Special
o Velikost
o  Limity

o Efekty




"/ LEVEL DEVELOPMENT

Napady
Mood
Sketch
Pass 1
Pass 2
Final




"~/ LEVEL DEV - NAPADY |

e Brainstorming Art/Design
o Otevrenost
o  Ne-hodnoceni

e Draft

!

Tipy: . e
1. Jakakoli kresba je lepsi nez jen slova pro ujasnéni
sméru a napadu.

2. Spéch na zacatku = jesté vice spéchu na konci.



LEVEL DEV - MOOD

Definice prostoru/tvary
Photo reference

Barvy

Efekty

Tip:

1. Vybérem rdznych barevnych variant level(i omezite
repetetivnost i pri pouziti podobnych assetd.

2. Seskupenim vsech napadi do jednoho screenu vice
naberete atmosféru.

e Example how to use color mood colections



~/ LEVEL DEV - SKETCH

Funkénost - Gameplay
Velikost
Snap
Layout 8
RlGznorodost prostoru
o Dynamické objekty
o Zména materiall
o Zmeéna moodu

Tipy:
1. Velikost postavy v levelu je skvélé méritko.
2. Snap je vas dobry pritel.



~/ LEVEL DEV - SKETCH

e Spawns
e Hrubé nasviceni
e Optimalizace

Tipy:
1. Svétlo je dilezity ukazatel sméru pro hrace.
2. Pouzitim stinG dokaZete rozbit jednoduchost scény.



~/ LEVEL DEV - PASS 1

e Rozdéleni levelu na casti
e  Modularni systém a varianty
e Textury, materialy

e

Tip:
1.Kvalitni modularni systém je zaklad,
usSetri vam spoustu casu pri ladéni a uprav.



~ / LEVEL DEV - TEXTURY DT2

Photo
Velké rozliseni
Varianty




LEVEL DEV - TEXTURY SGL

Photo

Baked
Generic

World Machine




LEVEL DEV - PASS 1 -

e Gameplay
e Detailni objekty
o  Rozmisténi
o  Mnozstvi
Nasviceni
o Dilezitost
o RozliSeni
m Detail mapa/mesh
m  Komprese
o Probes
m  Rozmisténi
m  Anchor

Tipy:

1.Rozmisténi objektl do skupin nez jednotliveé.
2.Pokazdé, kdyz posunete staticky mesh znovu se vytvari
lightmap atlas. Soustred’te se napred na svétla.




"~/ LEVEL DEV - PASS 2

e Zjednodusené kolize
e Semantické materialy
e Blackbox

Tipy:
1.Pomocné kolize pro hrace.
2.Physics zjednoduseni.




v
~ / LEVEL DEV - FINAL

e Finalni optimalizace
o  Visual
o  Gameplay
o Pameét




"~/ “MOBILNi” EFEKTY...

Shadows
Particles

Caustics
Reflections
Refraction

Bloom

Flares

Dynamické svétla
Postprocess




~/ MOB. EFEKTY - SHADOWS

e Shadows
o Baked
m Scene
m  Probs (Custom)
o Real time
o Low verze
o Vertex
e Limity




"~/ MOB. EFEKTY - PARTICLES

e Particles OUND 1
o  Standartni
o Rozsirené
o GPU
o Trails

e Shaders
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MOB. EFEKTY - CAUSTICS

e Caustics
o Real time ???
o Baked




MOB. EFEKTY - REFLECTIONS

Reflections
o Realtime
o LightSource Reflections
o  Cubemap
e Rozliseni
e Limits

/7
.
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"/ MOB. EFEKTY - REFRACTION

e Particles
e Skills




"/ MOB. EFEKTY - BLOOM

o Level
e Characters
e Particles




"~/ MOB. EFEKTY - FLARES

e Pouziti
e Performance
e Kolize




"~/ MOB. EFEKTY - POSTPROCESS,..

e Postprocess

o Colors
o Dirty textures
o Drops

e Dynamické svétla
e DOF




"~/ MARKETING

e Screenshoty
o Citelné siluety

o Dynamika obrazu
o Dynamika kamery
o Barvy
o Vinetace
o Kompozice

e Video

e Socialni média

Tip:
1. Mirror screenshotu vam ukaze nedostatky.
2. B/W ukaze dynamiku.




MOB. SHADERS

Overview
o Prednaska Jan Zeleny
o Slozitost vs rychlost
DT2
Unkilled
SGL
Ostatni
o Asset store
o 2D - Shadero
o Unity 2018.1 - Shader Graph

Tip: Spravné shadery urychly vyvoj i pameét’
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~ / LIMITY A OPTIMALIZACE

Polygony
Drawcalls

o  Limity
Debug
Lightmapa
Material
Mesh
Occlusion
Pameét’
Prihlednost

O
O
(@)
O

Tip:

1.Testovani na mobilnim zarizeni hned od zacatku ukaze
limity i smér.

2.Investujte cas na debug, ¢im driv tim lépe.
3.Pomocnym objektem zvysite presnost occlusion.
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~/ MGF - LEVEL ART TEST rpose of the 122, orce for the LSl an your Work 2, publ
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Tipy: e ‘“:x' n by used t°
1. Poméry predmétl (i okna, dvere, sud) souhlasi
s realitou.
2. Modelovat jen to co je potreba.
3. Textury sladéné v jednom stylu.
4. Kombinovani barev a palety vyuziti na vice mistech.
5. Dostatecna pozornost pro nasviceni herni ¢asti.
6. Zajimavé kompozice prostredi a hloubka scény.
7. Vyuzit potencial efektu - Flares.
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GAMES
See the concept p
90 the feedbacy. efore I w

Bi i
os:' ;:::::Ie In Little Ching
~©r our test .
e Scen
out:ef :a::syfcmna Ma:kteat'“
- o '
ssgl_as of loca) g'::’ ,smarked *

d gan

unloagj 9 of Req

froloading large s ,
M the trycy, €N crate

sudden'
Y our
detective :......"f.'.?' Suspenden



__/ TOP6
@ Nadseni
|g©| Plan " R L
i SE e aNE.;:A’éf“f?Fﬁ;u; h
o VRS
@ Fokus =

}. Team komunikace
()

f Pohyb




Diky za pozornost ! :-)

Radek MAREK

Art Director
Madfinger games
rmarek@madfingergames.com

aMADFINGER
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