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Philosophy of the Remasters

● True to artistic intent

● Improve fidelity

● Modernize delicately

● Fix original bugs

● Extras





1993

2016

Photo by James Spafford



Game archeology
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Game archeology – File discovery
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Content extraction
monster.sou

tentacle.000

tentacle.001



RemasteredClassic





Animation data layout
Actor (Laverne)
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Animation data layout
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Adding Maniac Mansion (original)

DOTT.EXE DOTT.EXE

MM.EXE



Adding Maniac Mansion (remaster)

SCUMM v6 SCUMM v1

mm_DrawRoom()DrawRoom()DrawRoom()



Modifying the classic game

Classic bugs

Remastered-only issues

State 
snooping and 
translation

SCUMM

SPUTM Data
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Byte-code patching

Example: Teeth blocker

Example: Bird pop in/out



Without Fix

With Fix



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

…

}



Without Fix

With Fix



Byte-code patching: Birds

script fly-by {

…

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

put-actor bird-2 in-the-void

…

}

? ?



Byte-code patching: Birds



???

A whole new dimension!





Classic Tech – GrimE Engine

SCUMM

Core

Render Memory

Animation

Audio

Navigation

Resources FMV

Script



Remastered Engine

GrimE Modern 
Renderer

Platform 
Services

64-bit, Bug Fixes, New Features





Remastered 
Renderer

• Deferred
• Shadow maps
• High Res
• FXAA
• Maintain Original 

Intent





Immediate Roadblock - Archives





YES. SORRY!



Remastered Lighting Pipeline





Light Volumes
• Directional 

(within 
box/cylinder)

• Point
• Spot
• Gradient

Light Animation 



Interpolated depth

Light blockers





Original Control Schemes

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









Mouse and Touch Controls

Special Cases
Verb Skull



Classic Bug Fix: Missing Dialogue

-- # Avoid loading this file twice.
CheckFirstTime(

‘dlg_domino.lua’) 

-- # Avoid loading this file twice.
CheckFirstTime(

‘dlg_domino.lua’) 

dlg_domino.lua

dlg_dom2.lua



Thanks Go To

● Sony

● Disney

● Lucasfilm

● Tim Schafer

● Bret Mogilefsky

● Classic Game Teams

● Remastered Game Teams
● Double Fine

● Shiny Shoe

● Super Genius

● 2 Player Productions



Thank you!

Are there any questions?


