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TERMINOLOGIA

« CUTSCENE (prestrihova scéna) alebo IN-GAME CINEMATIC (film v hre) je obrazovd sekvencia vo video-hre, ktord
nie je interaktivna a nardsa hratelnost.

« CINEMATIC oznacuje pred-renderované video na rozdiel od cutscény, ktord befzi real-time v game engine.

« TEASER a TRAILER je publikovany pred vydanim hry / filmu.

TEASER:

s casovo kratky
«  mdlo prezrddza
« moZe byf vytvoreny pred dokoncenim filmu / hry

TRAILER:

« Casovo dlhsi

« dialoégy, pribeh, postavy

« vytvoreny po dokoncenifilmu / hry
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SNATCHER

HISTORIA

Teasery a frailery sa robili od pociatku ako marketing — reklamy a plagdaty

ZACIATOK CUTSCEN V HRACH:
+  Pac-Man (1980)

* Snatcher (1988)

* Prince of Persia (1989)

* Final Fantasy VIl (1997)

*  Metal Gear Solid (1998)

PAC-MAN




N

GAME ENGINE vs RENDER ENGINE

TEASER, TRAILER, CINEMATIC - game engine & render engine

CUTSCENE - iba game engine & (profesiondlna filmova kvalita)

GAME ENGINES

« Unreal Engine — Rocket League, BioShock Infinite, Borderlands, Sea of Thieves
« Unity - Among Us, Cuphead, Fall Guys: Ultimate Knockout, Subnautica

* CryEngine - Far Cry, Crysis, Kingdom Come: Deliverance, Star Citizen

+ RAGE - Red Dead Redemption, Grand Theft Auto | Fox Engine - Metal Gear Solid | Frostbite - Battlefield

RENDER ENGINES

+ Cycles - Spring, Agent 327, Next Gen

* RenderMan - Sonic the Hedgehog 2, Onward, Toy Story

* Arnold - Blade Runner 2049, Pacific Rim, The Mandalorian
+ V-Ray - Iron Man, Ant-Man, Deadpool
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AKO SU HRY A FILMY PODOBNE VO VFX?

« Zachytdvanie redinych elementov (zvuk, textura, ohen, dym), ktoré budul neskor v hre pouzité.
* Motion capture suit pre zachytenie pohybu herca.
* Matte painting. (obloha, backdrop — cinematics, trailers, teasers)

«  Prdca s kamerou:

staticka + strih

dynamickd + strih g
dynamickd + jednozaberovka = »
plus ine Stylizacie...

TCG 15:10:19:04

EXT-LK

«  Optimalizécia assetov a scény. “

« Dokladna priprava a rozpocet. , ’)

MOTION CAPTURE FOR THE LAST OF US (2013)




VIZUALNE EFEKTY V HRACH

« globalillumination

Direct llumination from a single directional light source Diffuse Inter-Reflection, Light Bleeding, Ambient Occlusion and other Gl effects

Direct Lighting Only Direct + Indirect Lighting

) DREAMWORKS 47 SIGGRAPH » DREAMWORKS
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VIZUALNE EFEKTY V HRACH

« screen space reflection, odlesky objektivu, tiene (Stencil Shadows = 3D model na 2D siluetu premietanu na
prostredi)

e | R —— |

3. Screen Space Reflections
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VIZUALNE EFEKTY V HRACH (SIMULACIE & PARTIKLE)

BAKNUTE SIMULACIE

» destrukcia = origindiny nezniCeny model - prebehne baknuta simuldcia - zniceny model
» pred-renderovany dym a ohen ako video / sekvencia na 2D plane

REAL-TIME SIMULACIE
» niektoré hry, ak sa na to urcené napr. zanrovo (simuldcie)
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Teardown Gameplay Trailer GTA V - BAKED SIMULATION

PO jantar hoje
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VIZUALNE EFEKTY V HRACH (SIMULACIE & PARTIKLE)

VYVOJ EXPLOZIE V HRACH:
1. pred-renderované sprity s alpha kandlom na 2D plane
sprites na partikloch

sprites na partikloch s osvetlenim prostredia

Sprite Sheet Explosion Animation

sprites, svetlo + animovany mesh s materidlom (scale, position, rotation)

CUEE T

sprites, svetlo, anim. mesh + vertex animation tool (vektormi animovany mesh / displacement mapy)
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TYPY VIZUALNYCH EFEKTOV \ N
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CHARAKTER: efekty zamerané na ¢loveka alebo postavy

PROSTREDIE: elementdrne efekty a efekty, ktoré s orientované
na prirodu (voda, ohen, blesk)

VYBUCHY: explézie, dym a oher

POLOIKY: efekty prepojené s konkrétnym objektom
(zvyrazneny objekt pre interakciu)

MAGIA: magické a trblietavé efekty

PORTAL: efekty portdlu na teleportovanie hra&a z jednej
oblasti do druhej

VOIIDLA: efekty vozidiel pre zlepienie pocitu z jazdy (stopa
pneumatik, svetelnd stopa)

IBRANE: efekty spojené so zbranovym systémom a spolu
s Utokmi

ROINE: efekty, ktoré nezapadajl do Ziadnej z uvedenych
kategorii




POSTPRODUKCIA

GAME ENGINE

* lensflares

« LUTs

+ bloom

* motion blur

« camera shake

« overlays & filters

RENDER ENGINE
» color correction & grading

« compositing
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ADOVANCED SETTINGS

TEXTURE DETAIL
WORLD DETAIL

HIGH QUALITY SHADERS
AMBIENT OCCLUSION
DEPTH OF FIELD
BLOOM

LIGHT SHAFTS

LENS FLARES
DYNAMIC SHADOWS
MOTION BLUR
WEATHER EFFECTS

« mikro-detaily - animdcia, materidly, svetlo

High Quality &8
High Quality &8

o IR SRS I IR I OE

QUALITY

Graphics Quality
Texture Filtering
Shadows
Geometry and Vegetation
Environment
Water
Terrain
Volumetric Fog
HD Textures

Anti-Aliasing

MOTION

EXTENDED FEATURES

Motion Blur

Camera Shakes

Poisoned and Drunk Effects

e
DXR Reflections

DXR Shadows

FidelityFX CAS
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THE END

ZDROJE:

https://en.wikipedia.org/wiki/Game engine

https://en.wikipedia.org/wiki/List of game engines

https://youtu.be/vH7IFf [VVw

https://starloopstudios.com/what-software-is-used-to-create-vix-for-games/

https://learn.coregames.com/lessons/intro-to-visual-effects/

https://bagogames.com/what-is-vix-in-gaming-all-you-must-know/

https://colinbarrebrisebois.com/2015/11/06/finding-next-gen-part-i-the-need-

for-robust-and-fast-global-illumination-in-games/

https://the dominic_garcia.artstation.com/projects/8L2dQ
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https://colinbarrebrisebois.com/2015/11/06/finding-next-gen-part-i-the-need-for-robust-and-fast-global-illumination-in-games/
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