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“ART OF IMPLEMENTATION” 



GEOMOD 
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[without math] 
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Velocity 
Mass 

Energy (mass, velocity) 
Shard Dimension (surface) 
Load to Yield Ratio (stress) 

Area of Effect (collapse) 

SIZE PARAMETERS 
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SYNCHRESIS 
Synchronization + Synthesis 

 

Coined by Michel Chion, “Audio Vision” 

 

[aka “wiggle room”] 

Perfect sound sync is not necessary for the mind  to 
perceive the sound as causally related to the event on 

screen. 



“Somehow, it seems that our minds can keep 
track of […] the footsteps of two people, but with 
three or more people our minds just give up […] 
the mind says ‘Yes, I see a group of people 
walking down a corridor and what I hear sounds 
like a group of people walking down a corridor.’” 
 
-Walter Murch, on editing footsteps for THX 1138  
 
From the article “Dense Clarity, Clear Density” 
http://transom.org/?page_id=7006 
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hodde_gdc2012_synchresis.mp4 



ILLUSIONS, MICHAEL 
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Cache Hit Rate ~80% 
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PREFETCH TO CACHE! 
[ftw] 
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COMPLICATIONS 





PIGGYBACKING 
SYSTEMS 

NECESSITATES 
HYPERVIGILANCE 



THANK YOU 
howdy@stephenhodde.com 


