





GIANT SQUID













3 YERR DEVEIOPMENT

10 DEVELOPERS AT PEAK TEAM
SIZE

NO DEDICATED ANIMATOR



TECHNICAL ART CHALLENGES

HUGE AMOUNTS OF INTERACTIVE FISH
HUGE AMOUNTS OF INTERACTIVE KELP
TERRAIN CAPABLE OF SUPPORTING RAPID ITERATION
DIRECTABLE VOLUMETRIC LIGHTING AND

ATMOSPHERE






FIRST ATTEMPT: SKELETAL
RIGS












STATIC MESH INSTANCING

SMALL AMOUNT OF UNIQUE DATA PER INSTANCE



HOW CAN WE MAKE STATIC MESH FISH
ANIMATE?

SWIM CYCLE

BITE

TURNING CURL



SWIM CYCLE

VERTEX ANIMATION IN MATERIAL

SIDE TO SIDE TRANSLATION
YAW ROTATION

PANNING ROTATIONS ALONG SPINE
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File Edit Asset Window Help
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B PlayRate 1.0 » B
4 Emissive

.Slnml.btuiit:t}-aghll)u Bl
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B UscFiesnel B
4 FocusFlash
b [l FocusColor S a0
4 Static Switch Parameter Valu
Bt Rl
-'-’iiL‘Bdll[:»ullA(f' o
VlsualizeMask B -

4 Swimming

CurlShearAmplitude 10,0 9
CurlYawAmplitude 0.0 g
FishTranslateAmplitude _ 9
FishTranslateOffset 0.0 W~ B
FishYawAmplitude _ 9
FishYawOffset W~ B
MinSwimAmount 0.2 Nl -
Swim v B

TailMaskFalloff 0.0

TallRollAmplitude 0.0

TailRollOffset -0.2

TallWavelength 0.6

TailYawAmplitude ) -
UvSet v e

B VerticalSwimmes B

Vector Parameter Values

4 Scalar Parameter Values
. SSDepth
. SSintensity

Texture Parameter Values

CEE) -

4 General
Phys Material None. v & D
SchoolingFish -
Parent 4
* 0O

[ Lightmass Settings
> Material Property Overrides
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Vertex shader: 183 instructions
Texture samplers; 4/16




» Click for Mouse Cantrol

Busy: None
Depth: 40,.7m
Speed: 0.1m/s
Temperature; 0.0
Fish Count: 11590
Critter Count. 0
Flotsam Count: 1
Kelp Clusters: 41
Kelp Stalks: 2163
Kelp Knots: 80715
Kelp Leaves: 335223

CamLoc: (2833.5, -186.8, -39.8)
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1‘( KelpForest ,%_ag;;g_gu_d_g_ X o BarracudaBite - MorphAni e

File Edit Asset Mesh Collision Window Help —
o D & 7 e e UV Channel 0~ [NESSM Auto LOD v
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% Details

He-

LOD: O
Current Screen Size: 0.454201 41L0D0 Trniangles: 1,976 Vertices: 2,723

Triangles: 1,976 Barracuda -
Vertices: 2,723

UV Channels: 3 RO €0

Distance Field: 28x8x8 ~ 0.00Mb W Highiight e

Approx Size: 187x37x43 B colate

Num Collision Primitives: 0 Cast Shadow

Enable Collision

Screen Size _
Max Active Morphs _
D Bulld Settings
4 1L0D1 Screen Size: 0.25 Trlangles: 9568 Vertices: 1,279

Barracuda v
Element 0 & O
Bl ighiignt 2

B solate
%3 Cast Shadow
Enable Coll

£y

Screen Slze

P Build Settings

410D2 Screen Size: 0.125 Tnangles: 340 Vertices: 492
N Carranids -
/" Socket Manager LI MorphiTargets

Barracuda Morph Targets

Morph Target Name Weight Vert Count
Chomp 5446

Curl_D 2258

Curl_L 2260

Curl_R 2260

Curl_U 2262
CurlFix_LD 2262
CurlFix_LU 2262
curlFix_RD () 22
CurlFix_RU 2262

Flare 1176

Idle 3040

OpenMouth 5446
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KelpForest ﬁ) I P ESSETAL) S O CrabWalks-MorphAnimE ") CrabClaws - MorphAnim E iy Doye © Dove - MorphiAnim Editor ‘

File Edit Asset Mesh Collision Window Help [SearchForHelp €
r L3 - 3
= Q @ & f’ a2 CD = ~ ;o 7 e B UV Channel 0~ S Auto LOD~

=D EDC

% Details

He-

lc-:fj)r?cr?t Screen Size: 0.207427 4 1L0D0 Tnangles: 1,402 Vertices: 2812
Triangles: 1,402

Vertices: 2,812 Lbipzhz 3Ly %

UV Channels: 2 Element O & DO

Distance Field: 8x8x8 -~ 0.00Mb B Hiahlight -
Approx Size: 30x57x15 B (zolate

Num Collision Primitives: 0 Cast Shadow

Enable Collislon
Screen Size

Max Active Morphs
I Bulld Settings

4 LOD Settings
LOD Group
LOD Import Base LOD
Minimum LOD
Number of LODs

&
‘

Auto Compute LOD Distance B3

Apply Changes
Auto Distance Error 1.0 N
a
4 Transition Mesh Settings
None -
Baked AD Non:
e
None -
Object Space Blend Normal None
e
Top Threshold 0.15 | N
/" Socket Manager £ Morph Targets
DungenessCrab Morph Targets
(Segch L
Morph Target Name Weight Vert Count
ClawA 4984
ClawB 4984
walkl 2340
Walk2 3748
Wwalk3 2340
Walka 3748




RIGS TO CREATE BLENDSHAPE POSES

Backfaces

Smoothness
Instance
Display Layer Dispiay Layer:

Distan er Vs Distance From Ca

Selected Objects:

41 JOINTS 206 JOINTS



TURNING CURL



Busy: None 1 :
Depth: 14.1m B
Speed: 1.4m/s

Temperature: 0.0

Fish Count. 7799 ’
Critter Count: O

Flotsam Count: 1 .

Kelp Clusters: 41 i
KelpStalks: 2163 .

Kelp Knots: 80715 4 /
Kelp Leaves: 395223

Camloc: (14934, -331.8, -12.
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File Edit Asset Mesh Collision Window Help
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LOD: 0

Current Screen Size: 0.277728
Triangles: 4,050

Vertices: 4,349

UV Channels: 3

Distance Field: 30x12x9 = 0.01Mb
Approx Size: 201x83x56

Num Collision Primitives: 0

- ’{553; UV Channel 0 v [ Auto LOD »
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i Details

Element O
. Highlight

B izolate

Screen Size

Max Active Morphs
P Build Settings

4 L0D1

Element 0

B Highiight
- Isclate

Screen Size

Max Active Morphs
P Build Settings

€0

Cast Shadow
Enable Collision

Screen Size: 0.0056

e D

I Cast Shadow
Enable Collisi

0.005 N

Tnangles, 4050 Vertices: 4,349

GreyReefShark v

>

Triangles: 1,804 Vertices: 1,987

GreyHReefShark -

>

Triangles: 1,068 Vertices: 1.214

GreyReefShark v

>

4 L0D2 Screen Size; 0.001
Element 0 & O
- Highlight
- |solate

Cast Shadow
iv' e | Hl'l !
Screen Size 0.001 )
as - A : [ —————————
/" Socket Manager & Morphiaraets

GreyReefShark Morph Targets

Morph Target Name
Chomp
Curl_D
Curl_L
Curl_R
Curl .U
CurlFix_LD
CurlFix_LU
CurlFix_RD
CurlFix_RU
OpenMouth

Weight

Vert Count
8362
3226
3226
3226
3226
3218
3218
3218
3218
8362
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TERRAIN



SCULPTING/PAINTING PARADIGM IS NOT
IDEAL FOR LANDSCAPE ITERATION



TERRAIN HEIGHT PATCHES



24393
43361
23994
47825

21387
42598
21230
42297

0
0
0
0
0

N/A

N/A

No
TerrainObjects
170.743
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12 fps
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TERRAIN STAMPS
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VOLUMETRIC ATMOSPHERICS

SIMPLE LINEAR FOG WITH TUNABLE FALLOFF
CURVE



VOLUMETRICALLY STORED FOG OPACITY CURVE

Transition Distance Far Distance

Fog Opacity
Silhouette Range

Distance From Camera
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Silhouette Range

Transition Distance




PORTAL CARDS

HIGHLIGHT SPECIFIC SILHOUETTES



AL . ‘ . W o AbzuGame EEEE
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File  Edit  Window Help FPS 616/ 162ms Mem: 3707.80mb ons 173940 [N

& ﬂ - Cevel, Kegronet (Pesteny DEEDAE GEDEDE) -

Actor: SharkHallway

port

“Add G m,u BNt~ 2 Blueprint/Add Script
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GIANT SQUID

WE ARE HIRING

GIANTSQUIDSTUDIOS.CO
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