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Like a Mace to the Face \

Leaving the Battlefield to go it alone

Andreas Glad
VFEX Artist, Partikel
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“"[Battlefield 1] is actually the most beautiful thing I've ever seen.”
— Terry Crews (father of five)

"The most beautiful thing you’ve ever seen? You said you have a son!”
— Conan O’Brien
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- Terry Crews
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Who is the dude on stage?
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MATURE 17+

ESRB

Blood
Strong Language

Violence




Why you should stay at this talk!

e Creating The Great War in 2ms
e Making game VFX content with Houdini
e AAA vs Freelance; Are there differences?
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Battlefield 1: The Reveal

52M+ Views
2M+ Likes
Most viewed gametrailer 2016
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The dawn of all out war




The dawn of all out war

e 60 FPS = 2ms VFX budget
e« Changing weather
e 64 players (with explosives!)




How the..?]

e Frostbite 3

e NOo normalmaps on particles
e Mostly texture sequences

e Very few particleshaders




Optimize your stuff!

e Handcrafted LODs

e Instancelimiting

e Let the good ones live

e Use the cheap stuff for backdrops
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Pyrotechnics

McManus: Field gunl Gol Go!
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Smoke ‘em
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GlowSleeves
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Terrainsnapping
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Through Mud and Blood

UBM
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king game effect®with Hodc

mention the -/)
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But Mr. Speaker, why do you use Houdini?
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Houdini Trick 1:

oVolume to mesh workflows
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47374 points 2723 points
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BATTEBRIELD
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Wilson: Of course I'm bloody with you!
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Houdini Trick 2:

oVVolume looping
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B FireGround-015
] FireGround-015
2 FireGround-015

UBM
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Ilﬁll Load_SmokeCache
— (SmokepillarExample.WDBSmoke.$F.bgeo.sc)

D [—

II@II Untouched Sequence IIII Offset Sequence

_—I_'__
Ilml Mix_well and serve

UBM
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Feedback attack!

“Oh, and we need this for the exec demo tonight.”
-Hypothetical Art Director
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Bonus trick:

«Get on the cloud!

P

GRIDMARKETS

www.GridMarkets.com
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Houdini Trick 3: Weglin

N




Houdini Trick 3: Wedging

L LN
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Houdini Trick 3: Wedging
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Houdini Trick 3: Wedging

UNREAL

ENGINE
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PO Gl W ¢ nob
® wedgevolumeslicer Volumesiicer
Transform = SlceSettings Render Preview
Guide Size 7.5
Show GuidePlanes
Depth 1
Number Of Slices 1
Active Slice 1
Zoom

Resolution

v o ol@S@® x w9

N
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Transform | SliceSettings ~Render |~ Preview
Guide Size 7.5

Show GuidePlanes
Depth  8.44

Resolution

JEl o o8 ® = ® ¢
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it
4 = =~ ob [ volumeSiicer @ SliceRopNet

#% Wedge SliceWedge
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Houdini Trick 4:

ePreviz all the things!
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Arimaticn Editor A - Composite View = Matjon FX try Spreadshest x4

obj

Original

W v Diplacement = Take List

W & 5 ob

@ | Ty Geometry Displacement
Pivot 0

Uniform Scale 1

Look Ax

Path Object

Ripple Height 0
Noise Amplitude 0
= Material Palette

. 00

ENElE e &

@Displanemem
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m v | [BMakeHDA  x MateralPaitt=
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= Animation £ditor [Jfll Renderview ¢ % Motion FX View

. obj g Make HDA

n [ VertAnim TextureBaker % Tskelist  x  Parameter Spread|
& € @ |hobi [y MakeH
& [ ‘vsuhnemork VertAnim_TextureBaker
r- Input #1 Label  Sub-Network Input #1
Mesh Preview Position 1
Texture Preview Posi... -1.5
Preview Baked Motion
PreviewTexture
Interpolate Mesh Previe
Frame Skip

Texture Resolution
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Sometimes good enough Is good enough
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Is good enough, good enough?
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Spend time where It adds
the most value to the player
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AAA vs Freelancing

e Are there any differences?
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AAA, What's it like?




The giant scale of t
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The Team/Family
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The Blame Game

o It's always [msert other department]s
fault” — T
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Going freelance:




You are the boss!

eYOUu have all the freedom in the world
«Build your own schedule
oI'm Awesome!

eEverything is your fault!
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I'm a fraud

"They are going to find out! I don’t know who they are or
what they are going to find out, but they are going to find
out and it’s all going to be over.” —Randy Blythe




Market yourself

eBelieve in your yourself and/or work

eLearn to take feedback ?@%
% \
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It's all about the money
_ . _raincome g,
«How to get it? sookemra G B
eWhere did it go? . . financial
ansaction
«The cat ate my taxes st recording gghmegt lecger
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Freelancing is possible!

eWe are here, we are here, we are here!
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Where do we go from here?

e [00 Many secrets
o*INncredible pun*




More unified tools!

ePopcornkFX
eFacedownFX Slate




More education

e If you know how to do something, teach
someone else!

o If you want to know how to do
something, ask!
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More collaboration

eNetwork!
ol alk!
eRealtimevfx.com

REAL TIME VFX
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Want to more =

geFX"Booth ¢

me?
e to mesh workflows
Wednesday 3 PM

Thursday 3 PM
Friday 10:30 AM

ornFX Booth — Q&A
Thursday 12:30 PM

| wurl.com/GDCVFx

artikel.co



