The Importance of Nothing

Negative Space in Level Design

Jim Brown
W @EntropicDev
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Facing Worlds
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Why UT's Facing Worlds is one of the best
multiplayer maps ever

W Tweet | 31 I3 Like REOE g4

PC GAMER

WHY UT’s Facing Worlds is one of the best

E‘i | i
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Sure, Evan's adoration of Counter-Strike's cs_office is an excellent examination, but | noticed a distinct
lack of giant Earth backdrops and soothing ambient techno. No longer: in this week's video, I'm here to
explain why Unreal Tournament's beloved Facing Worlds map is one of the best multiplayer maps

Tags: Featured FPS Epic Games, Multiplayer, Unreal
Tournament, Why
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Face 3 - UT 2003
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Face Classic - UT 2004
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Facing Worlds - UT3
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Negative Space and Facing Worlds




Negative Space and Facing Worlds
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Design:

de-sign [dih — zahyn]

noun — an outline, plan, or a draft

verb — to plan, to project, or to intend
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Call of Duty

Halo
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League of Legends
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Why “Nothing” Works
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Call of Duty - Favela

Words and numbers are processed sequentially...



B = 3:31/11:23 =

http://www.youtube.com/watch?v=ITuyMEPQso0






Facing Worlds Favela



Shrinking
Squinting

Blurring




Facing Worlds Favela



Figure Ground Reversal Figure Ground Ambiguity
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Games by Map Daily (All Time)
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Total Games by Map
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Pharaoh's Curse
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Negative Space failures in UT2003:

- Disruptive distributibn of detail

- Lack of Figure Ground contrast
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Babylon and Beyond




Babylon and Beyond |




59 Total Navigation Points
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STUDY 3 EYE-TRACKING PROCESS MEASURES IM INITIAL CHOICE SET
VIEWING, CHOICE, AND MATCHING
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13 different players on s:,cré” |




192 TotaIA.Na'viga_tion Points

Face — UT2004
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Negative Space faiIurés_-in' UT2004-:

- Poor use of scale meant a loss of contrast

- Sensory overload with audio/visual detail
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And Finally, We Have Nothing




And Finally, We Have Nothing







Unreal Tournament:
- 130 polys

Unreal Tournament 2003/4:
- 60,000 polys (280 x increase)

Unreal Tournament 3: s 13
- 610,000 polys (4,700 x increase) 4







144 Total Navigation Points

Face — UT3



vhat they did with it for UT3

UT3 PS3 Patch Request Thread
UT3 PS3 Mod Downloads Here--Awesome Maps FREE for PS3

& Edit Post * Reply 3 Reply With Quote

ad there are pics from all the new m and let me tell you what: THEY ALL LOOK FREAKING AWESOME!!!!
The CTF-FACE remake ar str e of this map ever!!

Epic knows how to make maps & no doubt.

& Edit Post * Reply 3 Reply With Quote @,
#11




Negative Space faiures in UT3:
success!

- Focused Front Ground delineatic
- Organized presentation of detail_ 35
- Balance of light/color/shapes

- Appropriate scale of visual and a
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Facing Forward




Facing Forward
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Facing Worlds - UT3
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Thank You!

Jim Brown
W @EntropicDev




