Automate, Streamline, Win!
Creating custom workflows
for content heavy games
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Systems driven games are like a stew
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...and missing pieces stand out much more!




s of assets!

1227(ish) €S

Ton

2899 sprites

Of d\a\Ogue

39 scotll 603 animations

1608 audio files

53 characters



Principle #1

Automate - Brain waves are precious
so don’t waste them
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ramStaircase.pgo - UniGayo - Papagayo for Unity
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Automation used to locate missing work

What dialogue is still missing in the game?
What subtitles are too long to fit on the screen?
What lines have yet to be lipsynced?

What dialogue have we yet to use in the game?
Fix configuration bugs in puzzles

ST

In short, it should not be work to figure out what work is left.



v . Principle #2

If it can’t be automated
‘ make the workflow a breeze!
q




Our workflow

Lipsyncing &
Music, SFX & Timing

llustration & Voice acting
Story & Animation

Puzzles




A story = sequence of events

! Go to Zoo
Click on Ice Cream seller '

Click on Monkey

Hear about cold hands Walk to Monkey

Give Oven Gloves to her Hear Monkey's lifestory

Get Ice Cream Get Banana

Combine Banana and Ice Cream

Enjoy Banana Split



Storyllne Tool

@ Inspector & -=  Story Chain | ——
. W %, Current Chain: GettingUpFromBed ¢+ Reload Chains

Script R PlayAnimationStoryEvent fo]

Sprite To Animate @ ClockSprite (SpriteAnimator) © 247G SetSpritaStata ¢ disable BertramGettingOutOfeed | (X
Clip To Play W UseClockstill o 25 eractiveCharacter: NightgownBertram

Finish Imemdiatly W 264 ChangelnputState: Enable X
Duration 0.5 27  TeleportCharacter: NightgownBertram to

3177 AlllnteractionsHighlighted : Mo Description |||

32077 & InteractionClickState : UseCurtains - clickable (X
3smm

eactivate owinteractions m

ssmm
361 TeleportCharacter: NightgownBertramto (5.9, -1.7) /X

w




Storyline Tool

© Inspector

Script @ ChangelnputStateStoryEvent
State =
Affects GUI v

&,

Story Chain
Current Chain:
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GivingCrackerToParrot

veHorn

v GivingCrackerToParrot

foParrot

SpeakToRavisham

ot - unclickable

PickprmaphoneChain
PickUp

g rot - clickable
#% Giveloken:
A Takeltem:

¥¥ HasTokenCondition:

FedFarrot
Cracker

GivenHorn

s Walk: Bertramto (-1.0, -2.0)
= Conversation: SpeakToParrotl

#% GiveToken: ChestCombination

Add StoryEvent

Reload Chains



Storyline Tool

StoryEventAddWindow A

Pick what type of story event you want to add

Search:

B Console © Inspector AllInteractionsHighlighted .
ActivateOranges : *ﬁload Chains
C
‘ ChangelnputState

ChangeHeading

Conversation

CameraPan

ChangeMusicMood

| N PP

Add StoryEvent



Cutscene Tool

Hignugntvanager
InventoryManaget
StoryChains

DogPuzzleStory
New Story Chain
PickUpBasketStory
WorthaRoomStory

TalramhMaman

= Project . =
Create ~ @ t:Conversation e &%
Search: ' Assets #

L] AfterDrugSherlock

| ArthwipeHouseRepeatedClicking

@ ArthwipeQuestStart

| ArthwipeQuestStart_hasbag

@ ArthwipeSpeak1

& BartenderConversation

q BartenderConversationRepeat

| BertramAskGavinOpenBars

& ArthwipeSpeakl.asset
#5 Conversations
#5 InsideArthwipesHouse

ConversationG
ArthwipeSpeak1

Characters
‘%! Bertram
%) Bertram
% Arthwipe
% Arthwipe

X Gavin

#5 Chapter3 +—

#5 Chapters

Add Timeline
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Principle #3

Structure your files around the
workflow that best suits your team






Inventory
Databases




Importing external files

e

Git
Python repository
scripts

Dropbox



Principle #4

builton a
create tools

hem fast!

Great games are
ton of mistakes -
that let you find t




Visualise errors

File Edit Assets GameObject Component NGUI Utilities Bertram Window Help

TS - —

@ ]_‘*’_v 2 i mA Pivot Local >
= Hierarchy = +E~.cene Story Chain € Game » = Animator =
Create ~ Current Chain: SpeakToHolmes ¢ Reload Chains

- m Tar=iLeEinn i 1Tuse ~

Characters i — : : =

TOLECE T 2 < SetSpriteState : disable GeoffBag_Head i

ClickOnGlobelnteraction 22 == SetSpriteState : enable GeoffBag_Empty X
EnterExclusiveHallway 23 8 Giveltem: DeadHead1 X
GiveTeaToSherlock 24 & ChangelnputState: Enable e
SherlockFirstTalk : k 25 IF InteractionCondition: GiveTeaToSherlock ®
SpeakToWatsonAfterDruaggingHélmes
SpeakToWatsonAfterDruggingHolmesRepeat 26 W ChangelnputState : Disable w
’ A - - H — —
SpeaLTo\natsopBefon eDruggingHolmes 27 s Walk: Bertram to (0.5, -2.1) %
Teacuplnteraction e==
" P 28 £ InteractionClickState : GiveTeaToSherlock - unclickable X
- 29 NeractionClickState : SpeakToWatsonBeforeDruggingHolmes - unclick || %

Managers 30 #% GiveToken: GivenTeaToHolmes ®

NavigationGraphs 31 nteractionClickState : SpeakToWatsonAfterDruggingHolmes - clickal 4

PanTriggers 32 = Conversation: UseTeaOnSherlock By

Scalezones

Scenery Add StoryEvent



Visualise the state of the game

0 ' £3 InteractionClickState: WalkUpstairs - unclickable

#: InteractionClickState : WalkDownStairs - unclickable

IF InteractionCondition: UseStairlift

& ChangelnputState : Disable

s Walk: Bertram to (2.9, -0.3)

£€3 ChangeHeading: Bertram - W

# Delay: 0.1 seconds

® Dialogue: Bertram "BertramOnStairlift0"

# Delay: 0.5 seconds

® SetSpriteState : enable BertramOnStairlift

P PlayAnimation: StairliftMoving StairliftFalling

I TeleportCharacter: Bertram to (6.6, -4.3)

ayAnimation : BertramOnStairlift BertramGettingOnStai

¥ PlaySound: LiftSound

# Delay: 1 seconds

{% CameraPan: No Description

f Fast Forward






Fast Forwarding

Free Aspect v Maximize on Play Stats Gizmos '~  Current Chain: PickUpBasketStory ¢+ Reload Chains

U InteractionCondition : PickUpBasketInteraction

& ChangelnputState : Disable

2 s Walk: Bertram to (-0.7, -2.0)

¢€3 ChangeHeading: Bertram - W

# Delay: 1 seconds

3
4 !yCharacterAnimation: Bertram BertramPickingU
5
6

«» SetSpriteState : disable dog_basket

# Delay: 1.2 seconds

8 # Giveltem: DogBasket

9 '@ Dialogue: Bertram "OnPickingDogBasketUp"

10 "ictionClickState : PickUpBasketInteraction - unc
11 W ChangelnputState: Enable

R

f Fast Forward |




Principle #5

Tools & workflow won tﬁ
everything -

Gavin, when did we decide
to cut this from the game?!?



Design Documents: What..."

happens when you enter the scene?
can you interact with?

puzzles?

scenes can you go to?

items do you pick up?
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Start with placeholder Assets




Wrapping up

S

Automate everything that can be automated

Make your workflow juicy and effortless

Organize your files so it makes sense for you team
Make it easy to spot mistakes

Remember that technology don’t solve everything



Thank you!
’T @AlexanderBirke

outofboundsgames.com

@BertramFiddle
bertramfiddle.com
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The future!

How will we make games 10 years from
now?



Collaborative realtime editing

[,;’ PubIIC Pad F Read-only Version nPad Options T_flmport/Export ﬁSaved revisions LTJTime Slider ﬁHome
o po %© HUDO|C|E100% ~|H Mario

=E|E

Toad

[came Mechanics
* moving left and right
e jump

¢ Collect coins
« eat mushroom to gain the ability to take extra hit (what if you also get bigger to show it?

Visuals
« Player character is a plumber

« Coins hidden in boxes

Share t pad

Mario: Hey would it not be totally awesome if the 20:37
princess is just like in this castle?

Toad: would it not make the game too short? ~ 20:37




Al assisted development




$ sox trackl,wav trackl-processed,flac remix - norm -3 highpass 22
gain -3 rate 48k norm -3 dither

Input File 'trackl ,wav'
Channels

Sample Rate
Precision
Duration

Sample Encoding
Endian Type

44100

16-bit

00302:54,97 = 7716324 samples = 13123 CDDA sectors
16-bit Signed Integer PCHM

little

e

Output File
Channels
Sample Rate
Precision 16-bit

Duration 00302:54,97 = 8398720 samples ™ 13123 CDDA sectors
Sample Encoding: 16-bit FLAC

'trackli-processed,flac'
1
43000

T

channels 16 bits (multi)
channels 16 bits (multi)

sox$ effects chaing input 44100Hz 2
sox$ effects chaini remix 44100Hz 2
sox: effects chaini norm 44100Hz 1 channels 16 bits
sox: effects chain: highpass 44100Hz 1 channels 16 bits
sox: effects chaini gain 44100Hz 1 channels 16 bits (multi)
sox: effects chaini rate 44100Hz 1 channels 16 bits
sox: effects chaini norm 438000Hz 1 channels 16 bits
sox: effects chaini dither 43000Hz 1 channels 16 bits
sox: effects chaini output 48000Hz 1 channels 16 bits (multi)

% play *,033

Automatic Audio M

Encoding: Vorbis

| |
Channels: 2 @ 16-bit Track: 01 of 15
orma Iza Ion Samplerate: 44100Hz Album: Skylarking
Album gain: -7,8dB Artist: XKTC
Durationg 00303319,99 Title: Summer's Cauldron

| |
Wlth Sox In:20.8% 00:00:41,61 [00:02:38,38] Outsl,84H [ 1 Clip:o




