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HOW THE SYSTEM WORKS
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How the System Works

THE 2D GAME
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Holodeck
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How the System Works

SHOT PLANNING & CREATION
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>> Data Parsing Issues

Overall the parsing system worked, but not to the full extent we
intended.

Map emotional graph to:

Lighting styles

Camera angles

Action selection.

Read the overall game progress and take into context.
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Inciting Incident
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Rising Action
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Climax

Fleet Damage
Special Actions
Kill Ratio
Special Defense
Damage Ratio

Special Weapon ol

Arctign 2

Transition 2
Transition 1

Transition 3
Inciting Incddent
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How the System Works

CINEMATIC GAME ENGINE
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Direct X 11 Packaging

-

Tool Suite Initialization

HEXANE"

GAME ENGINE
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TheCIoud --
e

* Cloud Operation Windows Azure
“ Cloud Configuration

* Cloud File Serving
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Art Content

Ships
VFX

Environments

Post Effects
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Rendering & Encoding

Audio Mixing
Pre/Post Roll
Encoding & Delivery
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HOW THE SYSTEM MANAGED
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Check In & Build
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Email / Physical Notification

Traditional Blame Thrower
Physical Indication
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Automated Scripts \ Smoke Tests

Battle Script Creation
TTY, Debug Capture & Packaging
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HFS — Http File Server

R HFS = HTTP File Server 2.2 Build 155
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P P/ Python Backend

Siput =
/I Bl r-'-al:rme Server Root
Soarverfioot = it /i1 1210112 113/ Audiboneriiovies ;

Jf Load Wideo Information & History File
svideolnfo = parse_ini_string(fie_gst_contents{SserverRoot. Testinfo.ini"), Trus);

Data Acquisition a———

{
sautput = "<d shvile=" color: red: font-size: 2009 =<center =Unable to Fmnd Server < foenter > <

Build Iteration & Display ..o,

shistoryInfo = parse_ini_string(fls_gst_contents{Sserverfoot. ShistoryInfofia), True):
Jif Cobect Infonmaton

gactvel L= Svideslnfo[ACTIVE][CL];

sactvePlavist= shistoryinfolSactveCL][VIDED);

shuddstats = Svdenlnfo BLELDT[STATUST;

sbulcProgress = Svideoinfo[BUILD ] [PROGRESST;

EhidCl = Svideoinfo[BUILDILCLT;

efai¥ideo = SsarverRoot. SvideoInfo[ERRORS [FALLBACKVIDED;

ShistoryDate = $videalnfo[HISTORY][HISTORYDATE];

shadlogFie = SoerverRoot. shistoryDate., L™, SouldCL. " Faded.log™;

Efadlog ="
[/f Data mana Fal Logs

sfaill ogFisHande = "IJ::-:PI:S‘&LDQFSE. r") or exib{ Linable to open fiel");

(Eaad Lires and get the total bne oo
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Video Cataloging / Player

Galactic Reign Video Anditioner Page

Build Playlist

At CL: THB00G

Review &
Presentation .%’ -1
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Statistics Scripts

“ Animation Usage Stats
“ Sound FX Stats
“ VFX Stats
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HOW THE GAME IS ANIMATED

SIS



How the Game is Animated

MAYA TOOLS
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ANIMATIONS

WWW.SLANTSIXGAMES.COM [ @SLANTSIXGAMES SLNTSIGIMES



I S RS SRS S RS R T T T —  —

) WWW.SLANTSIXGAMES.COM @SLANTSIXGAMES



> Animation Issues

Animations needed to frame up ‘Ship 1’ at all times
Hindered camera selection

Better Al in camera system would have helped to determine
population needed in fleet size and in frame.
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How the Game is Animated

EDITING WITH PLAYHOUSE
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Removing Data Stomping

& Maya 2012 <.
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bA8 PLAYHOUSE

%
0
¢
& Playhouse <
) WWW.SLANTSIXGAMES.COM @SLANTSIXGAMES

SNSUGES



ot R e T Wtk i td T &8
= - = meen e B o lryien = o il

B _i; 'I'-ll-_ II-H-I- H'-l'h-

s S LY.L Rty | -  Prawvwer e b Shew Vi |

g Coipiios Propartes (o 'Umas Bae ey Pagpely [odor wg Cereaiss Fanel

£1 simaci_clave 21

=150
g )il

WWW.SLANTSIXGAMES.COM @SLANTSIXGAMES SLNTSGInES



Creating a Procedural Edi
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>> Casting System Issues

System was only designed initially to handle 1 fleet vs. another at
any time.

Issues started to arise when there were multiple fleets attacking
one another in the game

Continuity was an ongoing issue with background ships in
placement and in action.
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