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Lighting is important for visual scenes Problem: unpredictability many aesthetic and design goals

In interactive entertainment,

owmumm Ightineg design Realistic

cvmra orentation Angles
M posltien Unpredictably

« Lighting colors
(Contrast, warmth,
= Lights placemanls

« Lighting angles
+ Dramatic Infonsity depending on o
|] aect - anitcanca o interaction & d}

: i Charactersobjects
* Visual attention :
= Visual tension = Visual Focus
i

ELE was integrated with Wildtangent (a publicly available web-based
game engine) and tested in an interactive story called Mirage. This figure
shows a screenshot from Mirage. In particular, it shows the use of ELE to
focus on the characters: the user and Electra.
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ELE (Expressive Lighting Engine) ELE (Expressive Lighting Engine)
- An aulomatic lighting system that sets and "712’:::.‘.2 [ —

adjusts lighting in real-time to satisfy several
visual design goals including directing visual
focus while maintaining visual continuity and

style. ELE was integrated in Unreal
* i}?is;ma Mle copepamiona L (R A Tournament 2003. These three
- Uses optimization 1o balance visual design e D e e screenshots show the use of ELE in
gosts - directing viewer’s attention to
characters in a first person shooter.
LE (Expressive Lighting Engine)
Light Allocation System Light Allocation System Color Selection System

- Identifies a focus area, a background ELE uses a gready algorithm to merge - Color (Hue + saturation + intensity)

area, a foreground area areas for characters that are sufficiently

The difference focus and non-focus anews is near one another, as follows:
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~The camera is In a close-up, medium close- if3a's.t. , and both are focus areas (or

up, medium, or full shot on ¢ non-focus) then merge a, 8°
B Cese v e trartic scion This figure shows the use of ELE in an interactive story called
; Mirage. This screenshot shows the use of lighting to focus on the
Color Selection System Color Selection System Eex Selaction System characters Electra as she unsheathes the sword.
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+ maintain visual continulty irn parameters goals, including providing necessary visibility, establishing depth, while maintaining visual continuity.
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