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Movement

eResponsive
eNewtonian physics
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Movement

eCharacter vs Vehicle
eResponsive + smooth
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Movement
eBouncing ball

eCompression
eConstant gravity

% = .

() OMEGA

401 4 00:01

AFANASEVA
KSENIIA

Monday, 17 March, 14



H—— " s e TS
GAME DEVELOPERS CONFERENCE® 2014 MARCH 17-21, 2014 GDCONF.COM

gu
<
)
Q
)
)
-

[ 3
)OO NO ha
.. \ ' l" :
! \ ‘ ‘ . . . | Y
\ = | :
V l ' ¥ i : ) i 4 ‘\ 1
i ' | | (i | l T :
Y | \ . b nl | \ LA T R \
Y/ ' AR , ) A : 3 \ \ \
¢ /' \ . X y - = ‘ ‘. ' , | 3
: i | T ' ; I‘ "', ,E o ! ' . ( |l \ 1\ " \
, Jo A LT WA A S | ' RN )
. / - - ' i 4 \ \ 3 ) S 7 1 ' f .' ’ | 'I
|, ‘ i # ’ \ i, V) \ ' | A | y ~ ! \
Sl { : . :J,i' o\ s .“:'I : ‘ ) . ‘ ‘ \ ‘\ ; \
, { / / AN i » L AT Rl AT | L v / | - u.\ : \ ‘ | | ‘ . 1] | l‘
Loy L \ 2/} . I -k “: Vo . " R T | Mol l L) e T2 NY N i A \ : ' ) A

y 1 :
Monday, 17 March, 14



B =
GAME DEVELOPERS CONFERENCE® 2014 MARCH 17-21, 2014 GDCONF.COM

Movement

eIdle pose
eRotate towards velocity

Monday, 17 March, 14




GAME DEVELOPERS CONFERENCE"® 2014 MARCH 17-21, 2014 GDCONF.COM

Movement

eAcceleration tilt
eRotate around COM
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ePass/Reach
eStride wheel
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Movement

eMultiple speeds
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Movement

eSynchronized blend
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Movement

eLinear interpolation
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Movement

eBicubic interpolation
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Movement

eStand/crouch
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Movement

eStand/crouch linear
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Movement

eStand/crouch spring
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Movement

Jump landing
eJust use crouch spring
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Movement

oFlip linear
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eAnticipation
eAngular momentum
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13 keyframes
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Refinement

eInverse kinematics
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Refinement,

eInverse kinematics
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Refinement

eSecondary physics
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REPAI

Ragdolls

«BoX physics
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Ragdolls

eInstant ragdoll
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agdolls

¥ eDelayed ragdoll
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Ragdolls

ePose matching
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Ragdolls

“ eAnimation matching i
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Ragdolls

eAnimation tree matching
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First-person

eKeyframes
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First-person

eSpring interpolation
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First-person
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eRecoil spring
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First-person

eSmall actions
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SOTC

o2-part spring pendulum
e]K + rotation
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Rain World

oTilts
"Snake” movement
eLimb IK
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Gang Beasts 3
*Always active ragdoll [N FEE———————

eInvisible support
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Future

eAnimation and code must work together

eSimple overlapping systems
eKeyframes focus on performance
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Thanks for watching!

Email: david@wolfire.com
Twitter: @Wolfire
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eAwkward physics genre
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Topics

eMovement
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eMovement
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eMovement
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Ragdolls

eRigid body physics sim
eBoXx collision with scene

Monday, 17 March, 14



GAME DEVELOPERS CONFERENCE"® 2014 MARCH 17-21, 2014 GDCONF.COM

Ragdolls

eTo0l to assist animation
Not replace it
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Movement

eHybrid
ePhysics-driven
-Can cancel transitions
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Movement

eAnalog, 3D
eTilt into turns

oTilt to match ground
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" eProgress since 1996 .

eRendering
eMocap i -
I eBlending and layering

eAppeal? Consistency? :
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— eCharacter as Vehicle
" eAcceleration tilt
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Ragdolls

eInstant ragdoll
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First-person

eFlashlight
\What needs to be lit?
eHow many hands?
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First-person

eDeath is important
eRandom variation
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