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WHAT WE WANT

NPC TO BEHAVE AS CLOSE AS A REAL LIFE CHARACTER

WITH A FULL DAY OF INTERACTIONS
WITHOUT TRANSITIONS OR GLITCHES
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POST-PRODUCTION

20 UNIQUE NPC
500+ UNIQUE STATIONS
2000+ PARAMETERS
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QUESTIONS

My contact info:
Pierre-Luc Vachon
pierre-luc.vachon@ubisoft.com
pierre-luc.vachon@outlook.com



THE END

Come and see us at the UBISOFT booth
if you have questions or want to buy me
a beer. Yes I am easy like that.




