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Discoveries

Maya

e Art styles had expanded

e Lots of expression and fidelity

e Show off bold silhouettes

e Must be compatible with many of our current tools
Modeling, Animation, Rigging, Implementation

Autodesk:

Sl ]
% £
3 % ‘
=

Selection Set

ActingGestures
AliCtris
AM_TroubleShoot
Anim_Transfer
Brows

Dialogue
DressTails
Exported
Eyelids
EyesBrowsPupils
Face

Falling

Feather

Feet

Flipbook Head
Flying

Gesture
HeadDress
HeadFace
HeadHair
HooklLader
Jessiefly
LadderClimb
LipSync_Neutral
MouthExpressions
Outfit

Posable

REArm

Scalable
Scratch

Walk
WalkAnims

' No Allfrans

‘ ‘0ses.

¥ Curve Poser

~ 0
Current ¥iay

» Mirror

¥ Curve Tools

Add Key Value:

Remove Offsets

>
\»—.~".

2 ,3'1"3‘;
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Poses Anms

AM_Troubleshoot
BackDefault

BentOver
BkBreathe_Flipped
Bk_Breathe

Bk _Breathe AM
Bk_ClimbUp
Bk_FacingWalk_Fwd
Bk_LadderClimb

Bk _ShowKnife
Bk_Walk

Bk_walk Fwd_Framel
Crouched

Disgusted

FinalScene
FntBreathe_Flipped
Fnt_Breathe
Fnt_HoldKnife
Fnt_Listening LookDown
Fnt_LookdownHexpal
Fnt_Relaxed Breathe
Fnt Retnievelnventory
Fnt_ShowKnife
Fnt_ZeroG_Helmet_Reach
Fr_Breathe AM
HeadTurnedDefaut
Hiding

HoldLadder_AM
Hoseloop

InTrain

« <o

¥ Pose Info
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Discoveries

e 2D Planes

e Use Alpha Channels for Soft Edges

e Run Time Joint Driven System

e "Flipbook™ Animation

e Keyable Textured Planes
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Modeling a Character

e Image Plane of Exploded
View

e Simple Flat Geometry for
Each Element

e Planar Map Geometry and
Assigned Texture
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Animation Types

e Fully Animated Cutscenes and Vignettes

o Scripted Cutscenes

Built using “canned” animation

e Stance Animation



GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

Cutscenes and Vignettes




GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM




GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM




GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

g 3

N |

RATIONS ONLY



GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

g 3

N |

RATIONS ONLY









]
.




]
.




GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

) Layout Pass
Cutscenes and Vignettes

00:00:00:05
5




GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

) Layout Pass
Cutscenes and Vignettes

00:00:00:05
5




GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

: Blocking Pass
Cutscenes and Vignettes

00:00:01:08
K1




GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

: Blocking Pass
Cutscenes and Vignettes

00:00:01:08
K1




GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

. Polish Pass
Cutscenes and Vignettes

00:00:00:19



GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

. Polish Pass
Cutscenes and Vignettes

00:00:00:19



GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

) Pre-Authored Talk Animation
ST g1 Yo MOV L1 g1T]  Pre-Authored Gesture Animation

40 Erames Point Back 90 Frames

Shrug
Nod Positive RN EULS



GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

) Pre-Authored Talk Animation
ST g1 Yo MOV L1 g1T]  Pre-Authored Gesture Animation

40 Erames Point Back 90 Frames

Shrug
Nod Positive RN EULS



GAME DEVELOPERS CONFERENCE® 2015 MARCH 2-6, 2015 GDCONF.COM

) Pre-Authored Talk Animation
STl glo) Cle MOIN LYo 1] Pre-Authored Gesture Animation

40 Erames Point Back 90 Frames
130 Frames =hrug
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Scripted Cutscenes

J ‘

wCutscene Editor - (not connected) - TramPreenerDT1-9 [read-only] - [TramPreenerDT1-9 [read-onl

o5 File Dialog Window Tools

f 10f 20f 30f 40f 50f 60f 70f 80f 90f 100f 110f 120f 130f 140f 150f 160f 170f 180f 190f
camera I i i Switching Camera to: Cam TwoShot 5 E 5 E 5
Girl

He wasn't before he joined this CULT! Play Anim: Characters/PreenerTram/Animations/Fnt_Gesture_Shrug.anim

Play Anim: Characters/PreenerTram/Animations/Fnt_|dle_PreenFeathers.anim

Oh whoops. Did | say that too loud?
: : 3 | : 3 3 3 } } I l " . s 3 " s 3

: : ) ) ) . 1 1 )
: : : : : 1 ] 1 1
: : : 1 1 1 1
: : : 1 1 1 1
: : : 1 1 1 1
: : : 1 1 1 1
: . ] 1 . 1 1

]
]
|

Play Anim: Cha

TramPreener
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Hey, is there any way off this cloud?

Hey, what kind of bird lays those golden eggs?
Hey, nice cloudshoes.
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Don't you mind that your Dad took the "A" out of your name?
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Animation Toolbox

Utls FKIK Melee v2pFile

Selection Set

AllCtrls

Brows

Exported

Gulp
LipSync_Neutral
MouthExpressions
Outfits

Scratch

Poses Anims

AH

BP

CH
ClosedMouth
Consonants
EE

EH

FV

IH

LL

MM

NN

OH

00

RR

SS

TH

WwW

¥ Pose Info

No AllTrans Pose Blending:

‘ Poses: PreenerGus

» Curve Poser
> Mirror

> Curve Tools

¥ Character:
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Animation Toolbox B -

Utls FKIK Melee v2pFile

& PreenerGus.vZp

L KR S K Bk S R B AH=AE, AH, AA, AW, AY
E:election Set | : ses ANIMS | . | BP=b r p
Brows. cH=CH, 3, 5H, ZH

Exported —
Gulp ClosedMouth EE—Y[ IY
LipSync_Neutral Consonants

MouthExpressions EE EH=EY, EH

Outfits EH

Scratch FV FV=tf y V

IH

LL IH=IH, n

MM

NN L L — l

OH
1L MM=m

RR
%51 NN:nr tr dr g, NG
e OH=0OW, O0Y, AO
O0=UW

RR=r, ER

S5=k, z, s

TH=TH, DH

UH=UH

¥ Pose Info

No AllTrans ‘ Pose Blending: Cl osSe d.Houth=x

‘ Poses: PreenerGus ¥ Character:

» Curve Poser
> Mirror

> Curve Tools
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C dat — L - -
S0urce: ® Line Code

Line Code:

Character:
PreenerGus

Brow Pose:

¥ Settings

Max Phonemes:

Max Change Per Frame:

Smooth:
Snap:
Ignore Text:

Cleanup Threshold:

Pose Weight:

1

0.4

v

Emotion:

Generate Lip Sync...

Override

¥ FE

MARCH 2-8, 2015 GDCONF.COM

| -

& PreenerGus.vZp

AH=AFK, AH, AL, AW, AY
BP=b, p

CH=CH, 3, SH, ZH
EE=y, 1Y

EH=EY, EH

FV=f, v

IH=IH, h

LL=1

MM=m

NN=n, t, d, g, NG
OH=0W, 0OY, A0
OC=UW

RR=r, ER

S5=k, z, s

TH=TH, DH

UH=UH
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S0urce: ® Line Code Wav File Batch Line Codes Cutscene

Line Code:

Character: Emotion:
PreenerGus Qverride
Brow Pose:

PL

Settings
Max Phonemes:
Max Change Per Frame:
Smooth:
Snap:
Ignore Text:

Cleanup Threshold: 0.020

Pose Weight: 1.00

Generate Lip Sync...
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S0urce: ® Line Code

Line Code:
Character:

PreenerGus

Brow Pose:

¥ Settings

Max Phonemes:

Max Change Per Frame:

Smooth:
Snap:
Ignore Text:

Cleanup Threshold:

Pose Weight:

0.020

1.00

Wav File Batch Line Codes

Emotion:

Generate Lip Sync...

Cutscene

Qverride

PL
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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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B Graph Editor

ves Keys Tangents List Show Help

&)

S  Girl:AllfransA_Ctrl
Translate X

)

YYYSY S S EEA

] T:“ kLA
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Ml
il

YYYSY Sy BT

Edit

Select Curves Keys Tangents List Show Help

----- =

L& = ($3=

\n\ﬁ

Girl:AllTransA_Ctrl
Translate X
Translate Y

Flip Rig

Global S«

e X S X e Xy
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iy Graph Editor

Edit View Select Curves Keys Tangents List
% e R EC

[+ X Girl:AllTransA_Ctrl -

Show

Help
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No ZDepth Buffer

Oliver Franzke
http://www.p1xelcoder.com



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

o Mold pipeline to current tool set

e Huge performance advantages using joint deformation
e Easy Ramp-up for 3D animators

e Joint driven deformation allowed desired fidelity

e 15 frames per second blended well with flipbooks

o Scripted Cutscenes will save thousands of animation hours
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o Additional flip books required a painter and rigger to implement

e Using transparent objects required us to lose Zbuffer
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Shay Memory Totals

f‘f

Rig + All Animation

10.7MB = 122218 Frames
170KB = Rig
25.3MB = Textures(DXT5)

Total Memory 36 MB

2D Sprite Sheet Estimation

Frames = 61109 (anims @ 15fps
Sprite size = 256 x 512 (DXT5)

Total Memory 7.4GB



Questions?

Raymond Crook
CROOKRL@gmail.com
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