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Light Allocation System

- Identifies a focus area, a background
area, a foreground area
The differance batween focus and non-focus aneas is
key to directing viewer's affention towands the focus
area. The color system accounts for that using

contrast.
- A character or object c is the dramatic
focus, if:
~The camera is in a close-up, medium close-
up, medium, or full shot on ¢
=The only character in view Is ¢
= Character ¢ has the most dramatic action
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ELE uses a greedy algorithm to merge
areas for characters that are sufficiently
near one another, as follows:
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focus on the characters: the user and Electra.

ELE was integrated in Unreal
Tournament 2003. These three
screenshots show the use of ELE in
directing viewer’s attention to

characters in a first person shooter.

This figure shows the use of ELE in an interactive story called

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

; Mirage. This screenshot shows the use of lighting to focus on the
Color Selection System QIS o ckeclon Sysiem Eex Selaction System characters Electra as she unsheathes the sword.
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