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LEVEL DESIGN PROCESS
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Automatic Player Cover Generator (Recast):







FIND WALKABLE SURFACE




FIND TIGHT OBSTACLE OUTLINE




CHECK SPACE BEHIND COVER




SAMPLE COVER HEIGHT




FILTER COVER SAMPLES




BUILD COVER PLANES
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VALIDATE FIRING LOCATIONS
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CHECK PEEK & AIMING OBSTRUCTION
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VALIDATE VAULT ACTIONS




CHECK VAULT TARGET







FINAL COVERWITH ACTIONS




Al COVER MARKERS
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WHAT AN AGENT CAN DO



~ TAKECOVER



TAKE COVER



VAULT OVER



LEAP ACROSS



JUMP DOWN
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_ BORDEROFWALKABLEAREA .



ACTION ANIMATION



NAVIGATION CONNECTION



COLLISIONENVELOPE
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'RESULTING ANNOTATION TEMP

ol Il el




start

'SAMPLE GROUND LOCATIONS
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SAMPLE SLICES



FILTER & COMBINE USABLE SEGMENTS



LATE

RESULTING ANNOTATION TEMP




VALIDATING ANNOTATION TEMPLATE






DEFORMABLE ANIMATIONS
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ROOT MOTION vs. PROJECTED MOTION



o o
______ O-==——==%
o
o]
start Pmid Pend
O

—-— — v

— “ '
' -— ~§ '
& —

HANDLING CONTACTS



Guerrilla Games is hiring!
- http://www.guerrilla-games.com/jobs
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