MEDIA MOLECULE – WINGING IT

· 1-2 weeks: 

· Average time spent on exploring concepts

· Lots of verbal discussion and feedback

· Some features that weren’t used in final took months to realize they weren’t needed

· Wanted to stress physicality (i.e. to paint a room, the avatar would actually physically move around with a roller and paint the room)

· Had good QA/colleagues test features and be honest with feedback

· Poppet:

· Tried to reduce button count looked at current UI in other things for reference (i.e. PS media X bar)

· Settled on displaying a lot of info on the screen

· Constantly collated/updated latest design info

· Used visuals to describe exact game mechanics/ very descriptive mechanics documents (looks like an instruction manual)

· Sackboy Concept:

· Originally wanted a whole cast of characters

· Stressed silhouette

· MM’s goal is to drive process of depth away from minority to give to majority

· “You don’t need big building blocks, you give little ones.” (i.e. switches – level prop yields multiple possibilities) 

· Iteration and constantly doing and trying stuff

MODULAR RIGGING – David Hunt (Bungie)

(demo videos + slides:)

 http://downloads.bungie.net/presentations/ModularProceduralRigging.zip

· Maya + melscript + python

· Semantic Traversal: search animation scene using human terminology

· “I am a character” (attribution)

· “Here are my arms” (node connections)

Explicit Traversal: search scene using technical termin

· Pole vectors go here, etc.

Meta data: info about info

· Halo 3 rig = 20 000 nodes

· Dozens of files build one rig

· 1000's of copies of rig in scenes

· Desired:

· Change parent spaces

· Snap IK/FK

· Polygonal CTRL objects

· Gameplay prototype start before production greenlight

· Playtest + iteration = fun

· Scene traversal

· Add upgrades to rigs already animated

· Tools for effectiveness

· Solution: collection of metadata

· Halo 3 weapon Rig system

· Import weapon

· Constrain to R hand

· Switch mech. L hand

· Asset centric

· Keep script logic separate from content data

· Future proof

· Keep simple

*Build a metadata node network using Semantic Traversal

DAG: Directed acyclic graph

Modular

· Utility Scripts                   --->  Rig Comp           ---> Rig Template Scripts

· Scene traversal                   - FK/IK


- One + per character

· Import/export                     - Stretchy

· Created a script help tool

· Rig template script: rig generated automatically

Cinematic Animation Tools 

· Shots are metaNodes

· Nonlinear editing tool 

· UI

· Shifts keyframes on all obj./chars when changing timing of scenes in cinematic

Faceplanes

· Fluid naturalistic interpolations for face bones

· Bone faceplane moves along plane

· NURBS planes --> deform joints, use Set Driven Key poses

· Face toolbox UI: universal parametric controls

X Rig Live – Rig Update Tool

· Alternative to File Referencing

· Checks for updates

Skeleton to Rig Retargeting

· Skeleton Pose tool – similar to pose tool in Motionbuilder

· Save copies of skeleton poses to pose folder

· Import skeleton, aligns rig, delete skeleton after

· Open source Animation – Tools Based Rigging 

· Example: Rick Lico

· Uses locators/constraints on the fly, deletes/creates as he goes

· Work in worldspace

· Creates ik chains on arms and legs as needed, bakes keyframes, delete

· Allows you to animate both up and down the hierarchy 

· Inverse Forward Kinematics 

SOLID GAME DESIGN: HIDEO KOJIMA KEYNOTE

(video presentation:)

http://www.gametrailers.com/game/kojima-productions/11050

Revolutionary creation: making impossible possible

Discuss what's possible vs. impossible

Possible: done before/ experienced


Impossible merely assumption can't be done/ preconceived notions be discarded

Different possibilities to clear wall using Snake's stereotype vs. Mario's stereotype

· Can change camera and maybe you can go around around

· Can parachute over wall

· Can crawl under wall

· Can blast through wall

Barriers of impossibility in games: 



         __________

Game design
      /
|
   |

Game design is the ladder after the software 


________/__ _|Obstacle|

and hardware ground is made


| Software tech|
   |

Hardware/tech = foundation, rises as tech improves

____________________________________________________________________

Metal Gear 1:

1985: MSX2 – global standard PC 

Mission: to create a combat game for MSX2

Hardware tech: BG + sprites

· Sprite limitations: could only show 8 sprites horizontally; the 9th sprite would cause one of the current visible sprites to disappear.

· To “fix” the problem, developers would rotate which sprite would disappear off the screen when a 9th sprite comes into play

· To solve sprite issue, Kojima thought of ways to avoid using bullets since they counted as sprites

· Idea 1: Snake causes enemy to drop guns

· Idea 2: Snake runs away from enemies who chase him w/o guns

· Idea 3: Snake hides --> infilitrates base --> stealth genre is born

New Mission: to create a stealth game for MSX2


Metal Gear: 

· Player sneaks past w/o being sighted by enemy

· MSX2 doesn't scroll (1 screen displays at a time)

· Played like a puzzle game

· If spotted by enemies they will chase you and kill you

· Released only in UK and Japan; the U.S. NES version is 'crap' 

Game design: Infiltration

· enemies ranged sight

· Dynamic enemy AI

· Exclamation point ! Signified a spotting; a way to avoid using VO (another hardware limitation)

Metal Gear 2: 

Mission: Create stealth game on next game platform to surpass previous

BUT 

there was no advancement in hardware, therefore

New Mission: Create deeper stealth game using same hardware

· Changed enemy sight to a fan

· Enemies moving outside the screen since there's no scroll, heightens chance of running into enemy; adds radar

· When player spotted in alert, implemented invasion phase where enemy still looks for player; during this phase player must be silent in both sound and sight (new feature)

· Released in UK and Japan; U.S. NES version, Snake's Revenge, is 'crap'

Game design: Infiltration into an area

· vision + hearing on enemies

· radar

· 3 alert modes

Metal Gear Solid: 

Mission: Create 3D stealth game using MSX2 (which really was impossible)

BUT 

In 1994, the release of PSX changed everything

New Mission: Create 3d stealth game using PSX

· 3D playing field

· air ducts

· binoculars

· VO in 6 languages

· Cinematic camera

Game Design: Infiltration in 3D world

· 3D stealth action

· Dynamic changes in perspective controlled by player

· realtime cutscenes/ voice 

Metal Gear Solid 2:

Mission: Create a more realistic stealth game on PSX

BUT, 

realistic is the holy grail and the PSX was not up for the task

In 2000, a new gaming platform called the PS2 was released. Even though it was better tech than the PSX, it still cannot achieve full blown realism.

New Mission: Create a more immersive stealth game on PS2

· Added facial animation

· textures improved

· environment affects stealth

· used mocap/ 60fps

· realized audience didn't like cutscenes

· atmosphere/water fog screen camera

· new moves/ can hide enemies in locker

· environment stressed

· location body hits

· first person view

Game design: Infiltration in an atmospheric setting

· 60 fps / various movements

· location based damage detection

· ability to shoot in first person

Metal Gear Solid 3: 

Mission: Create a stealth game that surpasses previous on next game platform

BUT, there was no hardware advancement, so they had to make better engine instead

New Mission: Create stealth game that surpasses previous using a new engine on the same game platform

Break out of 
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Artificial gave low polygon usage

Natural had so many possibilities

· Created 3D engine for natural environment

· Infiltration starts in jungle instead of automatically in building

· Camoflauge

· Element of survival/ capture food / cure system

· Shortened cutscenes after hearing gamers opinions from MGS2

Game design: Infiltration in a natural world

· Add camoflauge

· Food capture

· Stamina gauge

Metal Gear Solid 4: 

In 2005, Kojima heard of a rumored system that supposedly did anything you wanted

Mission: Use the 'rumored' amazing power of the monster gaming platform to create the ultimate stealth game.

BUT, he had to be a bit realistic

New Mission: Use the actual power of the PS3 to create a new infiltration experience

· Infiltrating warzone (red vs. yellow)

· player can attack both or form alliances

· monstrous cutscenes

Game design: Infiltration into a situtation

· Dynamic battlefield allaince

· Octo-camo/ disguise/ hero level

NARUTO: ART PIPELINE AND CINEMATIC (Hiroshi Matsuyama)

Project concept 

· Simultaneous launch?

· Researched popular genres (sports/wars/movies)

· Japan's strengths; popular genres of Japan = manga/anime

Starting Jan. 2006

1/06: 10 R+D – 1 design, few artists, 2 programmers (6 months)

7/06: 10 Prototype team (6 months)

1/07: 24 Base team (6 months)

7/07: 38 Main dev. Team (6 months)

1/08: 65 High volume production (9 months)

· Define main concept in early stage of R + D

· Assign team members best suited for each phase of development

Artwork and Workflow: (Art Director: Seiji Shomoda)

Characters:

· give soft impression, avoid sharp CG

· give clean anime look

· colorful lively colors

High poly: 


Med. Poly:

16000



8000

2400 in face


1000 in face

Shading: normal lines – overcomp. Shading


Hi model --> toon shading


Normal line data to smooth --> Hi model

· Polygons around eyes flattened out

· Emphasized nose/chin contour

Toon Shader

· Soft light toon shader (use Photoshop soft light algorithm) + CC2 Legacy multiple toon (from previous projects) = New shader – multiple shader pixel with high chroma and soft light shader with low chroma, which artist can toggle to achieve desired look

· Direct 9 shader in Max

· Outlines: 

· Process enlarged polygons of legacy models (outlines drawn within) + Post-process to enlarge model's drawn silhouette (outlines not drawn within) = combined and tailored by artist

Animation: 

· Biped/ 3dsMax

· Total: 52 bones



22 free bones (hands/feet)



67 face bones



30~80 extension bones (tails, hair, etc.)



170- 220 bones on 30 characters

Anime style: 

· Used bendy joints (bone chains within legs and arms to break joints and exaggerate line of action)

· Whip like effect ignores joint structure

· Scale bones to exaggerate fists close to camera; forced perspective

· Anime blur – quick movement using skinned triangles with bone animation

· Spring controller

Facial: 

· Bones for eyes and mouth

· 3 big bones in head to curve head for punch reactions, exaggeration

· extensive eye/mouth control since that's important in anime

· separate 3d models for wrinkles and highlights

· expressions saved into Pose Data Library

· Max script used to call Pose Data

· Proprietary bone selector tools

Environments: 

· Hand drawn touch

· Rely on silhouette, no over detail

· Looks good from any vantage point

· Spherical stage: 51 500 tri/ 62 500 verts; draw cull 60-100; 500m sphere with 60m stage

· Texture:

· Albedo 30mb – level

· 2048 x 2048 – 4 

· 1024 x 1024 – 2

· 1024 x 512 – 4

· 512 x 512 – 8

· 512 x 256 – 10

· 256 x 256 – 24

Shaders: 


Ground + height (like parallax) + normal + shadow


Environment map + alpha channel (HDR??)

· Instead of multiple, drawn all at once

· 3dsMax, Painter, Photoshop, OPTPIX iMageStudio 6, Cintiqs

Effects:

· Layered design

· Simplified textures, focus on movements

· Z sort instead of Z buffer

 Depth shadow
|


Opaque chars. + BG
|

Outline

|

Translucent

|

Redirection buffer
|




v

8 textures, loop --> applied to model

billboard + trail/trajectory + light (point)

i.e. Fireball = billboard fireball applied to sphere + fire trail + point light

Cinematics: 

· Ultimate moves + FX

· Interactive boss sequences

· Event cutscenes

Pipeline:


| Script (Name, matches game design/direction)


| Director's check


| Visuals (storyboards/script/scheduling)


| Director's check


| Approved by Studio Pierrot (anime)


| Provisional image setup (animatic)


| Director's check (cut length, edit)


| Imagery fix (add facial, motion, FX, BGM, VO, SE)


| Director's check


| Shueisha (final publisher check, edit)


| 


--> Make fixes

· Constant Director check!

3DsMax: 



Settings on PS3:

· Motion



- particles

· Characters



- filter, light parameters

· Layout

· Camera

· Lighting

· FX

Corporate environment:

· over 120 staff on 5 titles all on 1 floor

· no partitions for communication

· manga room/ reference library/ lots of anime

· Create appropriate environment for each division

· plenty of resource material (manga, DVD, etc.)

· concept decision and technique selection made in every early stage of development

· 6 month R+D, every month show progress report to Namco/Bandai

· create detailed document to explain various creation processes for diff. elements in the game. 

· A good way to create reference bible for those on the project

CINEMATIC GAME DESIGN: ACTION (Richard Rouse III and Marty Stoltz)

Slides (also has slides from previous GDC presentations, definitely worth checking out): paranoidproductions.com


martystoltz.com

Technique 1: Starting a fight (movie: Conan)

· Entrance

· Action – actual combat

· Special event

· Fighting finish

Gaming application: Half Life 2

· New enemy highly visible, unreachable

· Immediate understanding of how character behaves

Technique 2:  Pacing a shootout (movie: Untouchables)

· Stylized slo mo

· Direction action chaotic/precise

Gaming application: Stranglehold

- Slo mo and limited movement forces players into a shoot out mini-game 

Technique 3: Suspense charge-up (movie: Unforgiven)

· build to moment audience is expecting

· setup

Gaming application: Call of Duty 4

- Ending of game, player gets limited control, and scripted events lead to unique presentation of boss showdown

Technique 4: Car chase camera (movie: Bourne Supremacy)

· outside setup, inside shots, show impact reactions inside car

Gaming application: Wheelman

Technique 5: Foot Chase tension (movie: 28 Weeks Later)

· open shots/ far shots showing pursued and pursuer

· close shots of either

Gaming application: Cthulu

- scripted sequences where pursuer just enters rooms as players leave it to give a feeling of chase

Technique 6: Getting a sense of height (movie: Saboteur)

· how to add suspense with continuous danger

Gaming application: Assasin's Creed

- Leap of Faith move

Technique 7: Unexpected Location (movie: Enter the Dragon)

· fight ends up in a harem of sorts

Gaming application: Duke Nukem 3D

Technique 8: Confusing Environments (movie: The Lady from Shanghai)

· shots in a fun house, mirrors everywhere

Gaming application: Max Payne

- Location in a fun house, no actual threats, but it causes player to hesitate walking around in it

Technique 9: Intimate Death Scene (movie: Dead Zone)

Gaming application: Bioshock

- Reaping or saving the little sisters

