What’s Bad for Gameflow?





Any overlapping sprites (people, doors, ceiling fans, etc)


Doors that are wide along viewable/useful space.  Place all doors along walls that have very little screen space (which are squashed by perspective).


Any movable chairs, tables, desks, etc.  Chairs should be bar stools which are absolutely locked into place, or sculpted into the set itself.


Any chairs that face away from the camera, assuming they have backs on them.  These inevitably get in the way of a shot and will be moved.  See previous point.


Bright lights, colored lights that can be obstructed by character movements, doors opening/closing.


Any stupid flashing lights are cause for execution of the set designer.


Dark sets are bad.  This means constant lighting changes will be required for certain movies, and this is to be avoided.  Try to not force changes from scene to scene in lighting.  It’s easy to see changes in lighting over dark surfaces when one is lit brighter than another.


Any place a chair is, a light should be placed to illuminate that person’s face if someone can EVER sit there and not need his face be obscured in shadow.


No fans, no rotating things, no nothing that moves.  Lock everything down.


No glasses, cups, plates, etc, moving when doing looping animations.  If they have to move, mark their spot on the table/bar and make sure they return there at the end of every sequence.


Try to eliminate having multiple people in the same room that you can talk to at the same time, OR eliminate having them be dependent conversations.  (To the script writers, I guess)


No shiny floors.


No windows with green screens unless ABSOLUTELY necessary.  This forces us to composite thousands of frames of sprites onto the window.  Slows down the delivery of graphic data to gameflow.


No lamps on tables, no candles, or any other light sources that can throw shadows.  Shadows are not our friends.


No animations that cause a person to move through more than 1/8th of a frame’s distance.  Any more than that and it will be artificially reduced.  The Sony PSX has limitations on gameflow graphic memory.  Large movements means large sprites.


No fast movements when doing animations.  If frame rate isn’t exactly what the sampling rate is (29.999, presumably) these animations will look stupid and jumpy.


Use more greens and reds than blues.  Preferably greens.  16 bit color is 6  green, 5 red, 5 blue, so more green can be represented without loss of color fidelity. Blue is also poorly perceived by the human eye.


No foosball tables with rotating bars with men on them which could move from scene to scene.  If something that can turn is in the picture, super glue it steady and never move it.


Try to set important conversations BETWEEN the foreground and the background of a set...make tables and chairs that are highlights of sets be not-too-close to the camera, but not as far away as those in the bar scenes in WC4.  Placement can do a lot for detail on a computer screen, as well as cluing in the player on what is a conversation.  Too close, and the average conversation sprite will be too big.  Screen space is the key.


Don’t make the rooms seem too small.  The elevator in WC3 served little purpose.


Don’t make the rooms seem too large.  The control bay in WC4 was so large it looked barren without people there, and there wasn’t enough memory to hold animations for everybody on screen... consequently nobody moved unless they were conversations.


��Lastly: If you have any questions about what would work and what wouldn’t, don’t hesitate to ask.  It’s far better to save us 100’s of hours up front with good design than deal with the aftermath later.
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