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Maklng your artwork look good

Cheap tricks for instant profit
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Don’t bother
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Simple stuff

Light
Texture

Color
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Level lighting

o | Wonderwhat S mlssmg
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Character lighting

e Justdon't




Character lighting

e Keep itsimple
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What do you want to say?
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Simon says

e Fit characterinto environment
¢ (Or make it stand out
e Attract the eye

¢ Define moo(d)



How movie people do it?

o Key light
o Fill light
e Rimlight

e ...norandom lights, please!
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Demo time
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Outdoors
 Sun
e Sky

e Sky bouncing off the ground

® Sun bouncing
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Indoors

* Jedione light must use

e Think!






un
Bake bient Occlusion




mmite

/.\¥
@8

Textures
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Texture too large

Not too bad for performance
But your game is larger
Load time is slower

Uses more video memory

Wii, iPhone etc. sensitive to this
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Texture too small

e \Will see blurred out pixels

* The only downside :)
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Texture size

e |What size should | use?
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Texture size

e |What size should | use?

e \What if Unity could show this?



T Itegé\Q
Texture size

e \What size should | use?
e \What if Unity could show this?

e \Well... it can!






Colors
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Color histogram

e Take screenshot
® See histogram

® (olorcorrect
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Color histogram

® Histogram

X| Curves

«| Adjust Color Curves

—) Background-2 (Picture 7.png)

Presets:

5 Channel: | Value + | | Reset Channel

Curve type: | . Smooth

W Preview

Cancel
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e dark colors
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" 7\‘ Adjust Color Curves

Background-2 (Picture 7.png)

Presets:

" "'w}“« Channel: | Value = Reset Channel

Il Curve type: ], « Smooth

W Preview

Cancel



® Adjust to improve contrast

R
ok, \‘ Adjust Color Curves
) Background-4 (Picture 7.png)

Presets:

+ | | Reset Channel

Curve type: | .’ Smooth

W Preview




ngle color channels as well

' 3 \‘ k ‘-’-r"ﬁ? Sy

e O X Curves
x| Adjust Color Curves
| Background-4 (Picture 7.png)
Presets:

’.‘;f ; _
Bl Channel: ([ Blue | = || Reset Channel



mm Itegé\Q
Color correction

e Apply the same color curves to grayscale ramp

®* (olor Correction image effect in Unity

e Profit!



Directional Back light > ﬁ“OVCamera
Directional Sun light —
First Person Controller Prefab > [ ¥ GuiLayer

Graphics v [ ¥ Flare Layer
Main Camera
HeronColliders [ \, | | Mouse Look (Script)

<

HE!‘O'W;‘H}TJD > S W Audio Listener
2ronPrefab
b | ) ™ Underwater Effects (Script)
BunkerCombined - 5
_coastRocksCombined <) ¥ Audio Source
_FencesCombined ) Glow Effect Island (Script)
_RocksCombined
Maximize on Play | | Gizmos | | Stats Boat_Untied
& | ) ¥ Color Correction Effect (Script) Q)
Script [} ColorCorrectionEffer
Shader Hidden/Crayscale Er
Texture Ramp ramp tropikai v
Ramp Offset R
Ramp Offset G
Performance Ramp Offset B
£ Project 5 Settings...

BB n

Blur Effect Island (Script)

|cz) ImageEffectBase
|cz] ImageEffects
|cz] MotionBlur
s’ MotionBlur
|c] NoiseEffect
NoiseEffectGrain
NoiseEffectScratch
'] NoiseEffectShaderRGB
|s'| NoiseEffectShaderYUV
I ramp invert
ramp rytas
ramp tropikai
ramp vakaras
ramp vakaras2
|cz] SepiaToneEffect
|s'| SepiaToneEffect
[cz) TwirlEffect
s7] TwirlEffect
-] VortexEffect
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Questions?

e Answers!



