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Common misconceptions about stylized VFX




Common mlsconceptlons about styllzed VEX
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Gommon misconceptions about stylized VEX
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Common misconceptions about stylized VFX
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Common misconceptions about stylized VFX
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Shader 1

Scrolling Texture Along UVs




Shader 1: Scrolling Texture along UVs
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Shader 1: Scrolling Texture along UVs
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Shader 1: Scrolling Texture along UVs
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Shader 1: Scrolling Texture along UVs
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http://www.youtube.com/watch?v=1em1L43O51I

Shader 1: Scrollmg Texture along UVs
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Shader 1: Scrolling Texture along UVs
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Shader 1: Scrolling Texture along UVs
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Shader 1: Scrolling Texture along UVs
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Shader 1: Scrolling Texture along UVs
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Shader 1: Scrolling Texture along UVs




Shader 1: Scrolling Texture along UVs
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Shader 2
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Shader 2: Alpha Erosion

® GOC’ GAMZ DEVZLOPERS CONFER=NCE | July 19-23, 2021 | #GDC21 v '




Shader 2: Alpha Erosion
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Shader 2: Alpha Erosion
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Shader 2: Alpha Erosion






http://www.youtube.com/watch?v=e2iC9OxhARE

Shader 2: Alpha Erosion
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Shader 3

UV Distortion
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Shader 3: UV Distortion




Shader 3: UV Distortion
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Shader 3: UV Distortion
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Shader 3: UV Distortion
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Shader 3: UV Distortion
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Shader 4

Vertex Offset




Shader 4: Vertex Offset




Shader 4: Vertex Offset
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http://www.youtube.com/watch?v=-0Vep_d-MNo

Shader 4: Vertex Offset
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Shader 4: Vertex Offset




Shader 4: Vertex Offset
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Shader 4: Vertex Offset
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Shader 4: Vertex Offset
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Neat trick 1: Masks
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Neat trick 1: Masks
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Neat trick 2: LUTs & Gradient Mapping

Gradient Mapping Gradient Mapping
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Neat trick 2: LUTs & Gradient Mapping
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Neat trick 2: LUTs & Gradient Mapping
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Neat trick 2: LUTs & Gradient Mapplng
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Neat trick 2: LUTs & Gradient Mapping
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Neat trick 4: Lerp
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Neat trick 5: Dynamic Parameters
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Neat trick 5: Dynamic Parameters
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End of Part 1

®. GOC" GAMz DEVZLOPERS CONFERENCE | July 19-23, 2021 | #GDC21 g ‘




SUPPLEMENTAL RESOURCE

Project files: 1 LinkinChat 1
Simon’s b].Og‘ https://simonschreibt.de/gat/stylized-vfx-in-rime/

Shannon S b].Og Ettps///realtlmevfx .com/t/shannon-mcsheehan-lol-fx-knowledge-s
are

TOblaS blog; https://tobiasnoller.com/articles/ue4-gradient-mapping-vfx/

REAL-TIME VFX

FOI"I.lm: https://realtimevix.com
DlSCOI‘d: https://discord.ga/edrcPnn
FacebOOk GI‘OU + https://www.facebook.com/groups/realtimevfx
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https://realtimevfx.com/t/vfx-basics-mesh-soulercoasters/1987
https://discord.gg/edrcPnn
https://www.facebook.com/groups/realtimevfx/
https://simonschreibt.de/gat/stylized-vfx-in-rime/
https://realtimevfx.com/t/shannon-mcsheehan-lol-fx-knowledge-share/
https://realtimevfx.com/t/shannon-mcsheehan-lol-fx-knowledge-share/
https://simonschreibt.de/gat/stylized-vfx-in-rime/
https://simonschreibt.de/gat/stylized-vfx-in-rime/

Questions?

“ veerfx3d@gmail.com
. twitter.com/veerFX

in linkedin.com/in/veerfx3d

:\ artstation.com/vsharma
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