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MAY CONTAIN CONTENT

INAPPROPRIATE FOR CHILDREN

Visit www.esrb.org
for rating information

This video is intended for promotional purposes only, and may not be sold, rented or reproduced by any party.
Any unauthorized use of this video is prohibited by applicable law.

The game or games shown in this video may not be available for all platforms nor in all countries.
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UFC LIGHTING AND CROWD

Warm lit crowd falling into shadow.

Sharp focus not appealing. ) -2
Crowd fall off into shadow & DOF works here. Cage acts as a separation layer. Great separation when foreground crowd is not in view.

The black shorts are the darkest value in the scene. A good thing.

Out of focus cool light sources in bkgrd read well avoiding pure blacks

Foreground blurred out cage adds a nice abstract depth to image

Pockets of light (many colored) from spot lights break up crowd & bkgrd.
NOTE- that this lighting effect only occurs between rounds and before & after fights

Leveraging this treatment“slightly”might break up bkgrd and add interest. But do not over apply. Treatment on left is authentic.
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Strawweight
Flyweight
Bantamweight
Featherweight
Lightweight
Welterweight
Middleweight
L-Heavyweight

B Weight in pounds

Heavyweight
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blend_target_gameplay_channel_map_cont... ‘5 - 1|

Fighting.Player.BlendTargetGameplayMapContainer (B =SS
4 BlendTargetGameplayMaps

0 blend target head player damage map

blend target head player flex map
blend target head player texture damage map
blend target shorts wrinkles map
blend target head player neck map
blend target lefteye player texture damage ...
blend target righteye player texture damage ...
blend target body player flex texture map
blend target body player damage texture map
blend target head player exertion map
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blend target head player mouthguard map
blend target body breathing map
blend target head player texture blood map
blend target shorts blood map
blend target tankbra blood map
blend target tops blood map
blend target gloves left blood map
blend target gloves right blood map
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