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Cineca is the main italian supercomputing facility hosting machine used
for both research and industries.

Cineca VislIT is a small department focused in computer graphics
applications. We have been doing real-time applications and short
movies to comunicate scientific results and cultural heritage knowledge
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The game ﬁ

Back to the Middle Ages is an educational third-person adventure game
for on-line PC platforms and mobile devices, at present in its prototypal
version.

In the game you play the role of Guido, a merchant's apprentice in 13th
century Italian city of Bologna.

He falls into a time vortex created by a mischievous ghost and finds
himself in Roman Bologna. By investigating, solving riddles and quests he
will eventually find the way to get back home.
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Production:
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Storyboard
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Archeological consultant
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The technology

e The open-source production pipeline is grounded on Blender for modeling.

e The characters are based on BlendSwap and CGCookie FlexRig assets

e Our main goal was to create a prototype of a web application accessible
with a simple browser.
No plugins installation => Blend4Web

e The game logic has been written in Javascript, by working with low level
and high level Blend4Web APIs, iterations, and math, math, math!

e The inventory system and the conversation engine are based on two
javascript libraries from the ‘thiscouldbebetter’ website, extended in order to
achieve our objectives.
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Reuse and Blender for Modeling

E

The game uses several already available assets
from the "Apa the Etruscan" movie, adapted for the
real-time.

This movie is now a resident exibition in the city
museum.
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The main character creation

Based on a community model: thanks to
http://www.blendswap.com/blends/view/3177

Heavily optimized: from ~50000 verts to 3000
verts first abomination

Rigged and animated for B4W: modeling wip

Node materials and baked lights
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LU The other NPCs are based on the

CGCookie Flex Rig

Thanks to this powerful tool everybody is
able to create as many characters he
desire with a lot of controls infinite

variation over:
shape of the body

face conformation
eyes hair and skin color
dress and shoes

SO many more stuff!
CINECA
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NPC Creation

Model with CG flexrig

Apply shape keys and
remove armature

Decimate and clean
Paint and bake
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NPC Creation

Model with CG flexrig

Apply shape keys and
remove armature

Decimate and clean
Paint and bake
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NPC Creation

Model with CG flexrig

Apply shape keys and
remove armature

Decimate and clean
Paint and bake
Blend4Web wip
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NPC Creation

Rigify set-up

Generation of the
armature

Automatic weight
Save the rigged file

NPC merchant animated.blend
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NPC Creation

Rigify set-up

Generation of the
armature

. Object Ctrl P
— —~ o Object (Keep Transform)  Ctrl P

R | + I == Armature Deform Ctrl P
I S /'l -
‘: . ot With Empty Groups Ctrl P

With Envelope Weights  Ctrl P

Automatic weight &/
Save the rigged file ..

NPC merchant animated.blend
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Cweommen o

Throw away all the damn bones again!

Keep only the DEF and ORG to animate in b4w

Save your prOdUCtion file: NPC merchant.blend
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Bake action for ORG
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bones, In a new

temporary file
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Append the animation into the final production file
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A point and click adventure ﬁ

In order to make the game playable on every touch-screen device we
decided to adopt a "point and click™ genre.
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Target point: calculated starting from the point clicked on the screen,
a ray is projected from the camera toward the floor plane.
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The movement ﬁ

Target point: calculated starting from the point clicked on the screen,
a ray is projected from the camera toward the floor plane.

The speed is calculated
depending on the distance.

The animation is walk/run/idle
depending on the speed.
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Target point: calculated starting from the point clicked on the screen,
a ray is projected from the camera toward the floor plane.

The speed is calculated ST e T U G TR e A
depending on the distance. e

The animation is walk/run/idle
depending on the speed.

And to get the correct quaternion
rotation of Guido...
again math, math, math!
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...and while we
were looking for the
right trigonometric
corrections.. .
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The inventory

We started from a simple|@ -
textual inventory library
and we created a

graphical inventory ©
system.
i secchio medievale
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The conversation engine

We started from a library managing
a direct dialogue with multiple
choice answers.

We extended it to enable complex ¥
dialogues between the player and g
the characters.
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In order to explore the
locations we need camera
movements

Those are activated when
the character reaches
specific areas, using
blend4web collision
Sensors.
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My Risultati della ricers %
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