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Three CHARACTERISTICS of
~ PERCEPTION Models
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CONSISTENT FEEDBACK
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Four Perception and
Awareness mocdels

Aromcrancy's
SPLINTERCELL.
BLACHKLIST.



- four PERCEPTION models
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four PERCEPTION models
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- four PERCEPTION mocdels

J% Visual

J% Environmental
e Auditory
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e® Soc1ial and
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VISUAL PERCEPTION




- VISION N GAMES
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- VISION N LIFE
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Movement
Changes in Brightness

Movement
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VISION N BLACKLIST
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- DETECTION FEEDBACK: HUD
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TUNING was a NIGHTMARE

eo Tweaked by Design

ee Inconsistent playtest feedback

AromcLancy's

SPULINTER~CELL.



- ISSUES witH VISION TUNING

J% Special case cover code

Solution: More special case code ®

ee Detected too easily«at a distance
Solution: Switched to Coffin-shaped boxes

ee TOO easy overall e L
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ENVIRONMENTAL AWNARENESS
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ENVIRONMENTAL ANARENESS

es Layout

e® Environmental Objects
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WHY IS AWNARENESS oF LAYOUT
IMPORTANT?

Qur encounters can start anywhere

NPCs are already spawned

What about NP(Cs that
can’t engage the player?




LAYOUT AND CONNECTIVITY: TEAS
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ENVIRONMENTAL OBJECTS

eo “Did I leave that door open?™
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- AUDITORY PERCEPTION

eeo Every auditory event has a distance and pridrity
es If an NPC is in range he hears it

o

oo U

sed the TEAS to calculate distance
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AUDITORY PERCEPTION ISSUES

e You can't see who hears you

e» You don't directly control the sounds you make
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AUDITORY PERCEPTION SOLUTION

J% NPCs off screen don't hear as well

ea (D stopped complaining!
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- BETTER FEEDBACK: BARKS

eo “I think I heard footsteps™

J% “I think I heard someone over there"

® .
oo "I think someone®s over there™
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SOCIAL anD CONTEXTUAL ANARENESS

es Who am I talking to?

eo What's happening around me?
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CONVERSATION

CONTEXTUAL ANARENESS
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CONTEXTUAL ANARENESS: UNREACHABLE




QUESTIONS? .
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COMMON SOCIAL AND CONTEXTUAL ISSUES

eo Disappearing NPC problem
oo T

he dead body problem




CONTEXTUAL ANARENESS: UNREACHABLE

I’LL MAKE SURE SADIQ SENDS
o FLOWERS TO YOUR FAMILY.
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SOCIAL AWNARENESS: CONUVERSATIONS
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