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● 2D Planes

● Run Time Joint Driven System

● “Flipbook” Animation

● Use Alpha Channels for Soft Edges

● Keyable Textured Planes

Discoveries
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● Image Plane of Exploded 
View

Modeling a Character

● Planar Map Geometry and 
Assigned Texture

● Simple Flat Geometry for 
Each Element
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Rigging a Character
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20-60 Joints
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Animation Types

● Fully Animated Cutscenes and Vignettes  

● Scripted Cutscenes
Built using “canned” animation

● Stance Animation
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Anna Kipnis
Dialog Systems in Double Fine Games

Friday 1:30-2:30
Room 3020, West Hall
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Perspective Scaling 
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No ZDepth Buffer

Oliver Franzke
http://www.p1xelcoder.com
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What we learned from the hybrid approach

● Huge performance advantages using joint deformation

● Easy Ramp-up for 3D animators

● Mold pipeline to current tool set

● Joint driven deformation allowed desired fidelity

● 15 frames per second blended well with flipbooks 

● Scripted Cutscenes will save thousands of animation hours



● Additional flip books required a painter and rigger to implement



● Additional flip books required a painter and rigger to implement

● Using transparent objects required us to lose Zbuffer
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Rig + All Animation
10.7MB = 122218 Frames
170KB = Rig
25.3MB = Textures(DXT5)

2D Sprite Sheet Estimation
Frames = 61109 (anims @ 15fps
Sprite size = 256 x 512 (DXT5)

Total Memory 36MB

Total Memory 7.4GB

Shay Memory Totals



Questions?
Raymond Crook
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