clo oy

Keeping level designers
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o Navigating the editor
o Creating geometry

e Snapping

o Editing geometry

e Terrain

e Texturing

e Lighting

e Importing assets

e Placing assets

o Playtesting
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e Scripting/I0/Visual scripting
e Shader editing

o Nav editing

o Optimization

e Quests/Speech trees

o EtcC.

Too little time!
o R ©
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Navigation

Generating a flow state for navigation

o Get to where you need to be, fast
e Quickly see any part of the level from any angle
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Navigation
Take-away

e Multi window

o Docking windows

e Flying/FPS camera & Orbital Camera

o« Cordon system
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o Creating geometry
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Creating Basic Geometry

What does a level designer need for flow?

o« Be able to quickly place & size basic geometry
o Replace large sections of the map quickly and accurately
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Creating Basic Geometry
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Creating Basic Geometry
Take-away

e Quick placement & basic shaping

o Visible measurements

e Large variety of basic geometry

o« Everything near the users’ current view
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N W R U1 OO N

g
-

Hammer Unreal 4

0

® Clicks ®Drags ®mTyping ™ Button

LN BB B N



4 ™
— N
GDC GAME DEVELDPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16 4
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Creating Complex Geometry

What does a level designer need for flow?

o Be able to quickly place & size complex geometry
o Replace large sections of the map quickly and accurately
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Creating Complex Geometry
Take-away

o Variety of primitives

e Complex pre-sets save time
o« Numerical value changes

o Instantly visual




Interesting design comes from
iteration and trying things out. If the
editor does not facilitate this, then
the design of the game will stagnate.




Rayman Legends: The Design
Process Within the UbiArt
Framework

By: Chris McEntee

MARCH17-21, 2014 COCONF.COM

What is the UbiArt Framework?

o 2D game engine

Chapter Selection

What is the UbiArt Framework?
e Full HD at 80FPS

« Artistfriendly

I 13:12 | 58:25

Digially ]| |1speaking



e Snapping
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Snapping tools

What does a level designer need for flow?

o Be able to quickly snap anything to anywhere

Qunity




Snapping tools
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Snapping tools
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Snapping tools
Take-away

e Large variety of snaps

o Vertex snap for modular games

o Off-grid snaps

e Create the possibility for complex level geometry
o Fast snap changes with hotkeys
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Changing snaps, UX actio
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o Editing geometry
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4

Editing Geometry

What does a level designer need for flow?

o« Be able to quickly and accurately edit geometry into any
shape they might need

UNREAL

ENGINE
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Editing Geometry
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Editing Geometry
Take-away

o Modifiers are insane
o Geometry editing tools need clear visuals
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Just because the pipeline is
functional

Doesn’t mean the pipeline is done

UX and UI matters for games
UX and UI matters for editors
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Creating & Editing terrain

What does a level designer need for flow?

o« Be able to quickly edit terrain into any shape they might

% @ Qunity

UNREAL

ENGINE
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Creating & Editing terrain

@unity
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Terrain Creation
Take-away

e Large terrain tools vs Small terrain tools
e Unreal vs Hammer
o Complexity vs Speed

o Height maps
e Texture maps
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Time differences via UX actions
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Fatigue happens, when one of these runs out:

e Physical energy
« Mental energy
o Psychological energy




Fatigue happens, when one of these runs out:

e Physical energy — Uncomfortable
e Mental energy — Lose creativity
e Psychological energy — Cannot work




Just because the pipeline is
functional

Doesn’t mean the pipeline is done
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4

Texturing

What does a level designer want from texturing
tools?

o Find available textures quickly
o Texture basic and complex geometry quickly
o Retexture large sections of the map quickly and accurately

UNREAL

ENGINE




Texturing
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Texturing
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Texturing
Take-away

o Fast texture application
o« Fast UVing

e Texture archiving/searching/lookup system
o Collection system (Unreal)
e Tag system (Unity)
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What does a level designer want from lighting

4

tools?

o Place lights quickly
o Change their settings quickly
o Quickly see what they look like

&
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Lighting
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Lighting
Take-away

o Live lighting
« Engine dependent
e Huge pre-set list to choose from
o Visible guidelines
o« Compiling/Baking for better results




¢l @ Death to Drawers: How a Mythbuster Organizes His
Workshop

Step one is getting rid of tool boxes and drawers.

Home Tools

834 When accomplished prop-maker and Mythbuster Adam Savage steps into his workshop,
he's no doubt getting down to serious business. And luckily for all of us who enjoy his work
, he's meticulously designed his workshop so that it wastes none of his precious time. We

_ f could all stand to learn a thing or two from his clever approach.

Shares
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Getting into the zone

o Create space for creativity and flow
e Remove trivial barriers
e Set up for good quality content

e Don't click through 5 tabs
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e Importing assets
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Importing assets

What does a level designer want from importing
assets?

o Be able to quickly get any assets into the editor
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Rand
akaiin One of the most popular modeling programs in game design, it is a very powerful toolbox. Discreet, a division of Autodesk, makes lhns program along with several olhevs for creative professionals, in not only the entertainment software industry, but for motion

su pictures, visualization, architecture, and many other professions. 3ds Max comes with several options for modeling solids, induding polygonal g, NURBS modeling, and patch modeling.

Getting help GMax, a free version of this program spedifically designed for modding games has been discontinued.

Source SDKFAQ You can now use 3ds Max as your level editor with Wall Worm. You can leam more about this by reading Hammered to the Max A Hammer User's Guide to 3ds Max .
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@unity
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Unofficial 3ds Max Nif Importer-Exporter

This is a fork of the niftools.org 3ds max nif importer-exporter. | am only building and releasing as a courtesy to the community and do not plan on
maintaining it much as the multi-year gap in releases should indicate.

The plugin currently consists of an exporter, importer and a miscellaneous properties (Collision, Dismemberment, Furniture Markers) for 3ds Max and gmax
for read and writing Gamebryo/Netimmerse related files and specifically targeted at Skyrim.

A wiki for the 3ds Max plugins is available at:
http://www.niftools.org/wiki/index.php/3ds_Max

Testi

While all versions have been compiled, only 3ds Max 2015 and 3ds Max 2016 have received any testing and that will continue to be the case as | do not intend
to install the old versions at this time.

3D Studio Max 2015, 2016 (Partially Tested)
3D Studio Max 5, 6, 7, 8, 9, 2008, 2009, 2010, 2011, 2012, 2013, 2014, gmax 1.2 (Untested)

Installation

Installer:

The installer will configure the plugins for any max releases it detects
on your machine. It will also optionally configure texture and mesh

paths for various games that we know their settings for as a convenience.

If you insist on using the zip version then manually copy files to correct locations:
Copy NifPlugins.dlu, to your 3dsmax\plugins directory.

Copy MaxNifTools.ini to the correct plugcfg directory:
Windows XP:
%APPDATA%\Autodesk\3dsMax\ <version>\enu\plugcfg
ck Vista and o
%USERPROFILE%\AppData\Local\Autodesk\3dsMax\ <version>\enu\en-US\plugcfg
%USERPROFILEX\AppData\Local\Autodesk\3dsMax\<version> - 64bit\enu\en-US\plugcfg

gmax notes:

NifPlugins.dlu goes in gmax\plugin folder

MaxNifTools.ini goes in gmax\plugCFG folder

winmm.dll goes in gmax folder where gmax.exe is located.
Do not place it in the windows system folder.

Usage

Fumnct Elar cion *Fila | Funact | Matiommncen I/ cmmnbho o 18 Aur * uris

Like prefty much every other website on the internet, we use cookies
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Importing assets
Take-away

o Clicking and dragging
o Directory load system

o Automatic import for textures
e Avoids manual errors

e Automatic icon creation




GOC .
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Importing models, UX

60

50

40

30

10

Hammer Unreal 4 Unity Creation Kit Max

» Clicks wDrags wTyping »Button
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Spiral of good UX

Creative problem solving

/! N

Happy developers Faster development time

N e

Quality Content

Spiral of bad UX
One-way problem solving

N

Unhappy developers Slower development time

N e

Inferior Content
e, Ty N
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Solving a signposting issue

Leveldesigner I Programmers Artists
o Geometry e New arrow e New arrow
« Import assets system model or art
e Lighting
o Playtests in-editor
I Producers QA
« Find a way for the e Test new
teams to communicate arrow system
effectively

o« Find a way to scope

this within the time
limits
FR B N




“There is a direct correlation between a tool
being more revolutionary and the difficulty
of getting people behind that process,
simply due to the perceived risk”
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Game Design

|

Level Designer




e Placing assets
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Placing assets

What does a level designer want from placing
asset tools?

o Be able to quickly find assets
o Be able to quickly place assets
o Reposition quickly on both the small and large volumes

@ @unity

UNREAL

ENGINE




Placing assets




eFMe Edit Map Instancing  Win

By @[ o« gf AR

CeEEE v AR

For Help, press F1 no selection. Snap: On Grid: 8



eFMe Edit Map i Instancing  Win

By @[ o« gf AR

prop_static

CeEEE e AP

For Help, press F1 no selection. Snap: On Grid: 8



QFME Edit Map View Instancing  Window  Help

Hisw s |2& ) i Bl ® || o kg DA By Oy

CeECE e @pn

For Help, press F1 no selection. 5 n Grid: 4
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File Edit Window Help
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)
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2
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" I ] o -
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4 Default

Refresh Mate [}

Directional Lii LightSource » O # <

Colors Detern

Sun Brightnes Xy Bl

Cloud Speed QRS W Bl

Clows Opacty -

Stars Brightn

4 Override Settings
Sun Heioht  EAIEEEEERE -



Placing assets

@unity




O S | ool | [o1 | [ = center| @ Global | 2
# sScene # Scene Hierarchy
Shaded ~|| 20| %t | <) | I~ | Gizmos ~ | Wireframe z|| 20 <) | & - | Gizmos ~ All Create ~
Cube (2)
Cube (1)
¥ Cameras

» GeometryDynamic
¥ GeometryStatic
GoalPosts
RampElevated
House
Loop
Platforms
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MiniRamps
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MiniRamps
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PrimaryJumpRamp
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GroundTrack
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> ur
» Car
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Spotlight
Plane

@ Project
Create ~

# Scene "
Wireframe 6 | <)

. # Scene
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¥ /Favorites
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All Models
All Prefabs

All Scripts

Assets

Right
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& Editor
V& SampleScer
&5 AudioMixe
> & Materials

/\ GI output for inputsystem: e4966a72f6a95ccd3al4457b8aa0des? (s4966a72f6a95ccd3a14457b8aa0dee7) is missing.

Materials

» & Menu
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& Navmesh
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& Textures
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Home
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Bl Desktop
# Downloads
43 Dropbox
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Documenten

1% Computer

s Desktop
Documents

& Downloads
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8 Videos
&, Harddisk (C))

. s Harddisk (€)
= €l Network

Share

() » Computer

n

Picture Tools

View Manage

Harddisk (E:)
Name
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. CartEmpty.max
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P RSE
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= © Inspector
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New
folder

Dropbox »

A | [Account ~ | |Layers ~[([aspit |
=
Cart
New item ~ Select all
+ | Easy access v Select none
Properties
- ¥4 History Invert seled
de_meat » Props » Cart
. Type 19 it
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World NavMesh Cha er

Time of day —J— 10.00
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Tree : Alftand01 Alftand... Int.. Alft.. ‘&EAMBDungeonFoll.. 00.. S..
= 8 15tPersonE bonyGreatsword 0 40 Wea Alftand02 Alftand... Int.. Al &£ AMBDungeonFort.. 00 5.
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Placing assets
Take-away

o Icon searching is fast

o Collection/Tagging systems
o Positional copying

o Instancing/Prefabs
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Name that model!
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B Model Browser

Times Used

dedoor. mdl (
0

ndow. mdl

o

0

) O O O ¢

0

0
[
window01. mdl [

[ s I

Rende Sequences Activities Skins Info

agency Wireframe vl Look At Camera

Collision Mode!




v | |#Asset..,
- MDLFiles A
hammer.mdicache
+ i
ant
characters
chicken
coop
a
n_tanker
* S N—— -—— [
r—
e = e —
mmmm————— *
27 — e
+ mod e ==
+* hd x_——g_#’_‘_‘_ﬁﬁ_—-——

s Used

Render Sequences Activities Skins Info



Model Browser

All M

~ prison_bracket

+ Sm—
——— .
—— R— = -5 —— ——
+ ‘ 5 = e =

Times Us:

=

bracket 2

nder Sequences Activities Skins Info



v | {#Asset...

ender Sequences Activities Skins Info

Wireframe

Collision Model |coiect |ight Pr...




Model Browser

d Filter All Mods ¥ |[FAsset..

scaffolding_building_edge_suppo

de_aztec

1 MDL Files (170/6444) Times Used -
0 props'gg_tibet\awningsupport_single. mdl 0
o props\gg_tibet\awning: double. mdl 0
o props\de_vertigo\s all.mdl 0
0 propstde_vertig irsupport_short. mdl 0
o0 propside_verti affolding_building_edge_support.mdl 0
o props\de_vertigohlift_support.mdl 0
O 0 _vertign\256_support_jack. mdl 0
0 0
0 ]
{a] 0
o 0
O . D
0 ]
0 propside_nu r_nuke\wires_D01\wire: .0
o propsi\de_nukelhr_nukelwires_001\wires_001b_suppor... O -
| Path e:\program files (x86)\steam\steamapps\commonicounter-; Render Sequences Activities Skins Info
ter support Wireframe v| Lock At Camera

Collision Model Select Light Pr...



B Model Browser

ter All Mads ~ | #Assat.,
v| Check subfolders for files
MOL Files =
hammer.mdlcache

Render Sequences Activities Skins Info

Wireframe vl Look At Camera

Collision Model  sajact Light Pr...



B Model Browser

All N

- oo =

- .mdl
ch.mdl
rinkler.mdl

"
W

0
0
Jmdl 0
s01.mdl 0 =
; Rende: Sequences Activities Skins Info
Wireframe v| Look At Camera




o Playtesting
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Playtesting

What does a level designer want from playtesting?

o Quickly get in and out of any part of the level to playtest
and iterate

@ Qunity

UNREAL

ENGINE




Playtesting




Map W Instancing

B et ® ] . da i v
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For Help, press F1 no selection.
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Playtesting

@unity
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Playtesting
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Playtesting
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Playtesting
Take-away

e In editor check

o« Can keep game & editor running
o Click location to play

o Fly & Edit during pausetime

o All engine dependent
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UNREAL

ENGINE




Look at other games for
iInspiration

Look at other editors for
Inspiration




Interesting design comes from
iteration and trying things out. If the
editor does not facilitate this, then
the design of the game will stagnate
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Time differences via UX actions

N W R U1 OO N

g
-

Hammer Unreal 4
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Rayman Legends: The Design
Process Within the UbiArt
Framework

By: Chris McEntee

MARCH17-21, 2014 COCONF.COM

What is the UbiArt Framework?

o 2D game engine

Chapter Selection

What is the UbiArt Framework?
e Full HD at 80FPS

« Artistfriendly

I 13:12 | 58:25

Digially ]| |1speaking
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Just because the pipeline is
functional

Doesn’t mean the pipeline is done

UX and UI matters for games
UX and UI matters for editors
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Fatigue happens, when one of these runs out:

e Physical energy — Cannot move
e Mental energy — Lose creativity
e Psychological energy — Cannot work
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Getting into the zone

o Create space for creativity and flow
e Remove trivial barriers
e Set up for good quality content

e Don't click through 5 tabs
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Spiral of good UX

Creative problem solving

/! N

Happy developers Faster development time

N e

Quality Content

Spiral of bad UX
One-way problem solving

N

Unhappy developers Slower development time

N e

Inferior Content
e, Ty N
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Solving a signposting issue

Leveldesigner I Programmers Artists
o Geometry e New arrow e New arrow
« Import assets system model or art
e Lighting
I Producers QA
« Find a way for the e Test new
teams to communicate arrow system
I effectively

o« Find a way to scope

this within the time
limits
FR B N
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Saying: “A good craftsman never blames his tools!”

IS detrimental

Should developers be smart enough to know what tools to pick and
what to use for which task? Yes.

Should developers be smart enough to realise when their tools are
holding back their games’ potential? Yes.




Thank you

Contact info:
E-mail: RobinYannStorm@gmail.com
Twitter: @RYStorm




Thanks to

e Jana Stadeler e Jan David Hassel
o Timothy Johnson « Matt Hoffman

e Joachim Holmeér o Caitlin Goodale
o Michiel Werring o Christian Kokott
« Rachel van der Meer « Brenden Gibbons
o Joe Wintergreen o Jennifer Killham
o Clint Hocking o Matt Hoffman

o Arie Gijsenbergh o Freek Hoekstra




UNREAL

ENGINE
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Sources

i Ava Aston, https://avaaston.wordpress.com/2010/12/31/you-are-the-weakest-link/

i PopularMechanics, http://www.popularmechanics.com/home/tools/a16811/adam-savage-workshop-tour/

i Jason Heeris, http://heeris.id.au/2013/this-is-why-you-shouldnt-interrupt-a-programmer/

* Joel Burgess,
http://www.gamasutra.com/blogs/JoelBurgess/20130501/191514/Skyrims_Modular_Approach_to_Level_D
esign.php

i Tested, Adam Savage, http://files.tested.com/photos/2014/07/15/62574-62254-adam_you.jpg

i TheGman645, http://www.moddb.com/members/thegman645/images/the-gman-watching-on-you

i Mariana Boucalt, http://www.maricroft.com/what-im-playing-witcher-3/

° Gamasutra,

http://gamasutra.com/blogs/JoshForeman/20140327/214005/Can_FTP_have_paytoprogress_without_pay_
walls.php
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Questions?

Contact info:

E-mail: RobinYannStorm@gmail.com
Twitter: @RYStorm




