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“Everything on fire, all the time”
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Overview
C ]

e What is Continuous World?
e Concepts

e Terrain

e Game Objects

e World Streamer

e Odds and Ends

Unlike previous talks, this is not all my work, but was

designed/developed by several people. Also unlike previous talks, |

could literally spend a few days talking about this stuff. There is so

much potential detail here the best | can do is scratch the surface. And

even after that, I still had to cut I c

|l also didndét get my usual shot of teql

Concepts: chicken/egg problem, have to start somewhere!



What is Continuous World? V1.0
.

e Many games have similar sounding feature
- Jak & Daxter, Drakan PS2, Spec Ops, flight sims...

e \What does it mean to Dungeon Siege?

No loading screens except initial game load

Gameplay never stops from begin to end

Seamless indoor/outdoor transition

Extreme changes in environment

- Constantly changing working set of resources

- 8-Way client/server multiplayer (#@!!)




What is Continuous World? V2.0
.

e Realized new advantages during development
- Fine-grained streaming avoids choke points
- No arbitrary constraints in any direction
- Extreme density and variety of content possible
e Scary things too
- Teleportation across the map
- Took over entire game despite our best efforts




(Fun) Demo!

Just teleport to the broken bridge with the krug at the bottom and start
zipping around. Speed up the frame rate, turn off monster Al, then
noscids, BUT DO NOT DO notextures. Whee! Note: do not do the fixed
camera frustum zippy thing! Save that guy for later.

Al't took wus a |ittle while to get this

bool monsterai

bool weather

bool mood

camera farclip 5000
stats inv

weather fog off



Concept: Siege Node

e Basic 3D terrain element (“tile”)
- Drives entire game
e 3D artist makes mesh and exports to game

- Mesh is completely arbitrary, no engine constraints
on size, shape, lights, textures, connections...

- Can mark polys as floor, water, etc.

e Map = instanced meshes placed into graph
- Placement done with Siege Editor
- Similar to Lego system “snap pieces together”
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