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THIS PRESENTATION

 Why?

 How?

 Outcome

 What we learned



WHY?
01.



A NEED
01. WHY?

 Find problematic assets

 Not enough sanity checking

 A lot of entities ( 500 000 )



01. WHY?

 Change asset inside our editor.

 Author asset inside our editor.

 Editor components.



HOW?
02.



DATABASE VIEWER



HOW WE APPROACHED IT
02. HOW?

World

Layers

Entities

Components



02. HOW?

 Simple solution, fast too implement

 Iterating through all the Worlds/Layers/Entities/Components 

 Querying properties

 Stored as SQL Statements



SQL STATEMENTS,   YAY!
02. HOW?



02. HOW?

 Several files

 2Gb text-file

 Now we had databases for all levels. 

 Now the fun begins!



SQL MAGIC
02. HOW?

 “Give me all meshes that has no lods and the triangle count 

is larger than 2000 and autohide distance is greater than 50 

meters”

"SELECT DISTINCT depotPath, triangleCount, author, 

autoHideDistance  FROM MeshComponents WHERE 

lodCount < '1' AND triangleCount >=2000 AND 

autoHideDistance >= 50"



SQL MAGIC
02. HOW?

 “Give me the position and radius of all the lights that casts 

shadows”

SELECT posx, posy, radius FROM Lights WHERE 

shadowCasting = false



SQL MAGIC
02. HOW?

 “Give me vertex count and boundingbox area of mesh 

components”

SELECT bbminx, bbminy, bbminz, bbmaxx, bbmaxy, bbmaxz, 

vertCount FROM meshcomponents



A DATABASE VIEWER



02. HOW?

 Show properties and locations 

 Vertex density maps

 High foliage count maps

 Save images 

 Connected with our editor

 Gdata (Google API) for Google Docs



Vertex Density Map High foliage count map





OUTCOME!
03.



AMAZING FINDINGS
03. OUTCOME

 A shadow-casting light that was 4000 meter in diameter. 



03. OUTCOME

 Animated bows under ground auto-hide distance over 900m. 



03. OUTCOME

 Test assets still placed in the level (couple of weeks before final). 



03. OUTCOME

 Ship that was 250 000 vertices.

 Over 200 meshes of 2000 triangles and no lods.

 105 000 grass entities in an area of 32 sqm.



RESULT
03. OUTCOME

 Focus our attention

 Strike teams

 Accuracy



LESSONS LEARNED!
04.



WHAT WENT WRONG
04. LESSON LEARNED

 Huge text file

 Trying to add everything to the database

 No real time update to the database

 Not enough functionality exposed Google Data API 



WHAT WENT RIGHT
04. LESSON LEARNED

 Useful for different departments

 Found things we didn’t know existed

 Fast and accurate data

 Visualizing data on a map
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