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Philosophy of the Remasters

e True to artistic intent
Improve fidelity
Modernize delicately
Fix original bugs
Extras
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Giant Bomb's 2016 Game of the Year OVERWHELMINGLY e b
4 & 13 03 59 51
Awards: Day Three ' VE

Gys hews  mim  zecs
by Giant Bomb Staff on December 28, 20
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£ Remind Me >

It's a day of remasters, fake computers, pleasant surprises

that just need to stop.
[ covsv Ton SUEME COTURE RS REVEWS LONGRORM VIDED CIRCOTREACER TLOR FORIMS uff () Pay what you want *# Redeem on Steam & Support charity

Watch the Day Three Deliberations here: % 04 15 7 2 bundles sold

Game of the Year 2016; Day Three Deliberations o . Beat the Average of $6.80
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Grim Fandango Remastered might be the
perfect video game remake
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Day of the Tentacle DEADBOLT More in 6 days 5 hours
Remastered
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Game archeology
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/ - monster. sou
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tentacle. 001
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Powered by SCUMM™
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SCUMM™ engine architecture

Room script 1 Script 2 Object script 2

Object script 1 || Cut-scene script 1 | | Script 1
SCU M M Script 3 | L2t 4 | poom script 2
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SPUTM <« Data
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Content extraction

monster. sou
tentacle. 000
tentacle. 001
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Classic Remastered
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Animation data layout

Actor (Laverne)

7 T

Costume (Standard) Costume (Tentacle) Costume (Toasted) Costume (Mouse)
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Animation data layout

Costume
Animation Animation Animation (Walk)
Chore Chore Chore Chore (Front) Chore (Right) Chore (Back)
Limb Limb Limb Limb Limb Limb (Body) Limb (Body) Limb (Body)
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Adding Maniac Mansion (original)

DOTT.EXE | DOTT.EXE

MM.EXE




Adding Maniac Mansion (remaster)

SCUMM v6 SCUMM v1
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Modifying the classic

Example: Teeth blocker |-

7 #GDC17

game

“» State mutation

E Classic bﬁgs

State
snooping, geenunnn > ccumm
translation
nd mutation PUTM " Data

5 Remastered-only issues -

Example: Bird pop in/out [

» Byte-code patching
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State mutation: Teeth

if (proximity teeth grating < 12) ({

teeth-caught is true
walk teeth to in-grate-spot \

wait-for-actor teeth}/

class-of chattering-teeth is TOUCHABLE
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Byte-code patching: Birds

script fly-by { l l

break-until ((actor-x bird-2) < (camera-x - 175))

put-actor bird-2 in-the-void t
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Byte-code patching: Birds
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A whole new dimension!
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Classic Tech — GrimE Engine

Core

Script

Render || Memory (| Audio

Animation || Navigation

Resources || FMV

i

Scond @
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Remastered Engine

\ 4 )
GrimE Modern
e | € | Renderer
e,
_ y Platform

Services

1 \_ J

[64-bit, Bug Fixes, New Features]







Remastered
Renderer

« Deferred

« Shadow maps

- High Res

« FXAA

« Maintain Original
Intent
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Immediate Roadblock - Archives

SOFTIMAGE
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Did they seriously write "GOLO" on the released version?

YES. SORRY!
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Light Volumes
Directional
(within
box/cylinder)
Point
Spot
Gradient

Light Animation
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Interpolated depth

Light blockers
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Original Control Schemes

function TombRaiderControl( id, bDown )
function MarioStyleControl( id, bDown )













GO .oomvorm conmemmmce: | res sr-mans o0 1 00 mnrs aom sepen
Mouse and Touch Controls
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Verb Skull Special Cases
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Classic Bug Fix: Missing Dialogue

LT T 1 .
pe—® (| 1g_domino.lua

W - # Avoid loading this file twice.
CheckFirstTime(
‘dlg domino.lua’)

dlg_dom2.lua

W -- # Avoid loading this file twice.
CheckFirstTime(
‘dlg domino.lua’)
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Thanks Go To

e Sony

e Disney

o Lucasfilm

e Tim Schafer

o Bret Mogilefsky

Classic Game Teams

Remastered Game Teams
e Double Fine
e Shiny Shoe
e Super Genius

2 Player Productions
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Thank you! \

Are there any questions? o
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