KAERF IR T ® .
Speaker Kevin BY '
Art Director & iDreamsky

B ARZEBERXSPE

SHANGHAI INTERNATIONAL CONVENTION CENTER
SHANGHAI,CHINA-OCTOBER 25-27,2015




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

SB—HEb IR F i RIIR R FHIE

*]1.Shader
*2.Mesh
*3.Animation
4.Lightmap



October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

1.Shader
1.1Normal Map (VEZNEE])
*1.2Specular Mapping(i5 )tk )
*1.3Cube Map (I35 5L ED
1.4 H HftShader




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

1.1Normal Map (VEZRNEED

EEMEERAILEK T — M FERT AR HNIEE EWEI R
FY R L E B, BOR A AR IR AT B Y A, R SE Y A R
v gL LR R Ay B, AT AL AR

eV ERFELZH, TYNFHE
FRAFUEN AR — R LHICHE, R AEHE-FEHNAE
A HEA AT ZRELAERTT. ZURERE, WRRA]
B — -k _E TR R R RID R R R, SR A X R R
LA B LRRT
TCRIX Bk R AR B AR AR L MG . AT AR 2 4 Tk
EBR? #fllmE, —FEbE— " =Z%meE, —PMZFHEEHX V. x (R)
130 ' Ak, TRAMNEBET —MRBES AT %, Ballx34a
ELEAKEINMENEFE, IHFNIEREK —KITNEET,
X = vk S BRI R T




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

J

1.1Normal Map (VEZRNEE])D

Object—Space Fy 1t &

A ZHEE, EmEN., RNEZHAFTEER FHDN
normal fitangent& A, R E2RITEE L, £RE
W dE ® B 2, T E E £ R Tangent—Space Normal
Map#yiE, B T € W tangenta= UV H @R, F &
B BB AF B Normal Map 89 3% E KUV Map & % 42
Y

B. EUVE ALY WA AL, T LHWRT ()
B, AU mAFENERE., X2 F HO0bject-Space
Normal Map TR 2 F — 2 R THELELR, FEi
EARFRERFERINNELTUTFEZ T #, M
Tangent—Space Normal Map ¥ #7% & 18 & WK Z UVEY
TEmfMm-ANER, TRHRELZAB RN HT 9 21
RE LT L&A L.




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

1.1Normal Map (VEZRNEE])D
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*1.21.3Cube Map (&5 s 5 )
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1.4 HAJFX-Shader
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1.4 H Tt X-Shader

Unity3D 5| 22 AT LA il & — S EE ST R, LT e B . TR E . T eEta 55X E R,
BATTLLE O X S B B, SRACALF AT shader, 7 —S8iR 2R AO1H5 77 30, M AE I 3% A AN Fi-Ad FH SEi T %,
PR IB AT RO

AT UnityCG.cgine S, 7T LK 2115 /E Object Space 4T 677 Al vH 5 1 pR £ -

// Computes object space light direction
inline float3 ObjSpacelLightDir( in float4 v )
{
float3 objSpacelLightPos = mul(_World20bject, _WorldSpacelLightPos0).xyz;
#ifndef USING_LIGHT _MULTI_COMPILE
return objSpacelightPos.xyz - v.xyz * _WorldSpaceLightPos0.w;

#else
#ifndef USING_DIRECTIONAL_LIGHT
return objSpacelightPos.xyz - v.xyz;
#else
return objSpacelLightPos.xyz;
#endif

#endif
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1.4 HAJFX-Shader

RN BATTE A shader P —AMTE, KIDOETT BN TE IS — MU TTHORBE., XA AT BLE B RS RO 5% i B
—AERTERCR OrF. Bl -

XFight_Character_V2F vert_XFight_Character(appdata_full v,float4 WPos)
{
XFight_Character_V2F o;
0.pos = mul(UNITY_MATRIX_MVP,v.vertex);
o.uv = v.texcoord.xy;
o.normal = normalize(v.normal);
float3 objSpacelLightPos = mul(_World20bject,WPos).xyz;
float3 objCamPos = ObjSpaceViewDir(v.vertex);
o.lightDir = normalize(-objSpacelightPos.xyz);
o.cameraDir = normalize(objCamPos);
o.lightColor = ShadeVertexLights(v.vertex,v.normal);
_ZOffsetOfRasterization *= 0.0001;
0.pos.z += _ZOffsetOfRasterization;
return o;
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1.4 HAJFX-Shader

r rtex/SelfLight_Bump_SpecMap
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1.4 H Tt X-Shader
Maya 5 Unity3D Shader &Il —3X

5 Hunity3D 5 BT KTk, A — A a2 anfelfi 51 2 i 5 2T & Rishaderk 3l 5 3D 3 AR B il 1
BAt (AL )72 Maya) KIshader RILSLIN G —,  FF H A ] LRGN G2 7] U7 4 Mayalt i i 2 8%
B Unity, ANTEZELEUNity F AT 21K gl
BATEMaya EIF & T FILEUnity 2 81: 1/cgfx shader.

float4 normal map(
v2f IN,

uniform sampler2D LeXman,
uniform sampleriD reliefmap,
uniform sampler2D gpecmap) : COLOR
{
float? py=IN.Lxcoord:
float4 normal=tex2D(reliefmap.uv):
normal.yyz-=0.5;
‘/normal *= 2;
transform normal to world space
normal.yyz=normalize (normal.x*IN.tangent-normal.y*IN.binormal+normal.z*IN.normal) ;

r terms

A/ compute diffuse and specular term.
float grp=saturate(dot(l,IN.normal.yiz)):

float diff=saturate(dot(l,normal.ziyz));

float gpeg=saturate(dot(normalize(1-v),normal.yyz)) * specMap.x:

// compute final gglor
Floatd fipaleelor:
finalonlor.i=ambient * golor. o + (golex.oop * diffuse. o * diff) + specular. .o * nowlspeg,shine);
finalgeles-y=1.0;

return finaloolor:
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*1.4 5 fffX-Shader
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3. Animation

3.1 Animation Design
3.2 Animation Rigging
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Animation Design
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Animation Design
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Animation Design
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Animation Design

Er A e ER AR, MTESRNERIF, —HESRARIS TREAENER, B—
KFEXZFRINARRSFHRANME. XPTLFEREMNE, MXMEHERASEMZITERTZRLR, AR
WikFER, ST AERAARBRNIE. MZENRINRE T HEIMERNERA, XEMEZEHRS
ENAAEE, FHH2BEAUNNERK. LR EREREHERNRE T IMERI.

FERR ES & 127 ML

-l ik e

HEZE (F) nvzhujue®hit_standing_dowm ZhHHE 001-012
hE3zd (d) nvzhujue@hit_standing_middle ZhHE 001-012
#hHZEE nvzhujue®@hit_standing_side ZhHE 001-012
aWsEE nvzhujue®hit_standing_straizht TEHE 001-012
Bh i nvzhujue®lock_standing TEHE 001-012
BT nvzhujue@die =g 001-028
Fzzd () nvzhujue@knock_back_up EEE 001-007
FeshME () nvzhujue®fall_down_up g 001-008
Thzd () nvzhujue@knock_back_bottom =ZHE 001-007
EIbH4E () nvzhujue®fall_down_bottom =ZHE 001-008
ThEE (KK nvzhujue@knock_back_repel ZHE 001-008
403 nvzhujue®broken ZEHE 001-012
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Animation Design
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Animation Rigging
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Animation Rigging
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Animation Rigging

S5t T AT DA T AS Bl G0 T B B e B, R M3/, BT 3R i — T sl
FE-AME, mEERFTR. AR T SIS Enurbs curvels IR, 7 HE)m I
RN S




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn
Animation Rigging
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Animation Rigging
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Animation Rigging
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4.Lightmap
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«4.2Lightmap ) fi 5. ik
4 YNSRI FILigthmap (EPZIRZA) -



October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

4. 1Ligthmap ) = SCFIRUR

EREATE 7L 59 it

LRATFTERE AN EMHER, REETARZ . . 25, K. BB AZ.

2 T VFHAFAERVE i (A IR 2k, B AR R, 17 26380
3B AR, £ LB .

AIR BEAE OB A G, FIRCEAEERIR RS, B 80 €T 223 k.




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn
4. 1Ligthmap 3 SRR 5
JCEEAR B RS, MiLightMapi) £ 24/ a2, WK 7 Sad sk 6 HI1E S

BN -
‘ < = 1' \

S

\\“&_h - ;55
o

() S e




October 25-27, 2015 www.GDCChina.com www.GDCChina.cn
4.2Lightmap P 5. ik

JEEA SRS, MiLightMap i = ZAE I sieilid, W7 2dskdis b 1B I1E 2 .

FEUnity3DH,  FATTE H LightMapping T R4 37 se b AT AT ek, X FE I oAb 2 4B A A KT R0CR
ZHOE T X S H R B B — ks B b, AN S SR AT et n] LS B IR B RCR, — > T PR B
T4, S AN A AR B AR RCR, 8 5 B sE A S

Unity5. X 4<% H K /& PowerVR Ray Tracing#lEnlighten$i &, FrLlLighting Window TR B (12 %
Z AR K

AT FHLIEAR = R A A i & AR /N DR IR R/INGE, FERRATTI I AR, AT b b AT
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T HEHBERATELN B — T EUNity3DH i H LightMap i /5 H R AR B3 75 F0 75 7%



October 25-27, 2015 www.GDCChina.com www.GDCChina.cn

4.2Lightmap i 5. ik

Lightmap Static: 2RSS PR B A&
2. Scalein Lightmap BAE IR/ S EZMARR R IR G K,
ANERER-A TR R- ALk e

=

RAME RIS 18], SRR TRl . X

3. Preserve UVs: WRYkEA E3dHIERAE BREIFUV, 41X BOA81A %,
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4.2Lightmap i 5. ik

1.Skybox: 2 EHERZ AR IR

2.Ambient Source: M IEIE.

3.Ambient Intensity: REEREE, WHtENSE IR EE

4Reflection Source: JAHE, XZUnityd X BIEA K. kA SE
s U H%I#;’@sz~/\zﬁ LightmapSnapshot ) 3244

5.Realtime Resolution: SZEf73#E%, XANPIKFT = ARG H & W)

ENEEATTY ﬁiﬁﬁfﬂﬁtﬁ

6.Baked Resolutionf)SHE AL, AR RIILARIIRE T

7|nd|rectlnten5|ty 325, X Munityd x BRI ZHA L&, A
DA 5 R 2 A A G ) I S 5

8.Bounce Boost: S ifsmEE, [F]— HAL R PN OO I RO

FHECFR UL, IXAME I K & By R 8]

9.Default Parameters: ERIAZEL, XHETUHAEEEH RIS

— BB LAE UL R B i B AR A

10.Atlas Size:#ER5 KR A/, LLRETAXRRA R GEE I Ak R %, 31

AT

T Lighting

Ohbject Scene

Environment Lighting
Skybox Mone (Material)
sun Mone (Light)
Ambient Source Skybox
Ambient Colar
Ambient Intensity

Ieflection Source Custom

Maone (Cubemap)
Precomputed Realtime GI

v Baked GI
Baked Resolution

Indirect Resolution 2
Ambient Occlusion
Final Gather

General GI
Directional Mode Mon Directiona

arameters | Default

Lightmaps
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4.2Lightmap i 5. ik
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4.2Lightmap i 5. ik
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