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● Navigating the editor

● Creating geometry

● Snapping

● Editing geometry

● Terrain

● Texturing

● Lighting

● Importing assets

● Placing assets

● Playtesting



● Scripting/IO/Visual scripting

● Shader editing

● Nav editing

● Optimization

● Quests/Speech trees

● Etc.

Too little time!



:

RobinYannStorm@gmail.com



● Navigating the editor
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● Texturing
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● Playtesting



Navigation

Generating a flow state for navigation

● Get to where you need to be, fast

● Quickly see any part of the level from any angle
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Navigation
Take-away

● Multi window

● Docking windows

● Flying/FPS camera & Orbital Camera

● Cordon system



Creation Kit, OK button













● Navigating the editor

● Creating geometry

● Snapping

● Editing geometry

● Terrain

● Texturing

● Lighting

● Importing assets

● Placing assets

● Playtesting



Creating Basic Geometry

What does a level designer need for flow?

● Be able to quickly place & size basic geometry

● Replace large sections of the map quickly and accurately
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Creating Basic Geometry
Take-away

● Quick placement & basic shaping

● Visible measurements

● Large variety of basic geometry

● Everything near the users’ current view



0

1

2

3

4

5

6

7

8

Hammer Unreal 4

2 2

2
1

31

2

Time differences via UX actions

Clicks Drags Typing Button



0

10000

20000

30000

40000

50000

60000

70000

80000

Hammer Unreal 4

20000 20000

20000
10000

3000010000

20000

Actions for 10.000 brushes

Clicks Drags Typing Button



Creating Complex Geometry

What does a level designer need for flow?

● Be able to quickly place & size complex geometry

● Replace large sections of the map quickly and accurately
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Creating Complex Geometry
Take-away

● Variety of primitives

● Complex pre-sets save time

● Numerical value changes

● 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.





● Navigating the editor

● Creating geometry

● Snapping

● Editing geometry

● Terrain

● Texturing

● Lighting

● Importing assets

● Placing assets

● Playtesting



Snapping tools

What does a level designer need for flow?

● Be able to quickly snap anything to anywhere
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Snapping tools
Take-away

● Large variety of snaps

● Vertex snap for modular games

● Off-grid snaps

● Create the possibility for complex level geometry

● Fast snap changes with hotkeys
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● Navigating the editor

● Creating geometry

● Snapping

● Editing geometry

● Terrain

● Texturing

● Lighting

● Importing assets

● Placing assets

● Playtesting



Editing Geometry

What does a level designer need for flow?

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



Editing Geometry
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Editing Geometry
Take-away

● Modifiers are insane

● Geometry editing tools need clear visuals



We can learn from other fields

● Architecture

● Design



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







● Navigating the editor

● Creating geometry

● Snapping

● Editing geometry

● Terrain

● Texturing

● Lighting

● Importing assets

● Placing assets

● Playtesting



Creating & Editing terrain

What does a level designer need for flow?

● Be able to quickly edit terrain into any shape they might 
need
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Terrain Creation
Take-away

● Large terrain tools vs Small terrain tools
● Unreal vs Hammer

● Complexity vs Speed

● Height maps

● Texture maps
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Fatigue happens, when one of these runs out:

● Physical energy

● Mental energy

● Psychological energy



Fatigue happens, when one of these runs out:

● Physical energy – Uncomfortable

● Mental energy – Lose creativity

● Psychological energy – Cannot work



Just because the pipeline is 
functional

Doesn’t mean the pipeline is done



● Navigating the editor

● Creating geometry

● Snapping

● Editing geometry

● Terrain

● Texturing

● Lighting

● Importing assets

● Placing assets

● Playtesting



Texturing
What does a level designer want from texturing 
tools?

● Find available textures quickly

● Texture basic and complex geometry quickly

● Retexture large sections of the map quickly and accurately



Texturing
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Texturing
Take-away

● Fast texture application 

● Fast UVing

● Texture archiving/searching/lookup system
● Collection system (Unreal)

● Tag system (Unity)





● Navigating the editor

● Creating geometry

● Snapping

● Editing geometry

● Terrain

● Texturing

● Lighting

● Importing assets

● Placing assets

● Playtesting



Lighting
What does a level designer want from lighting 
tools?

● Place lights quickly

● Change their settings quickly

● Quickly see what they look like 
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Lighting
Take-away

● Live lighting
● Engine dependent

● Huge pre-set list to choose from

● Visible guidelines

● Compiling/Baking for better results











Getting into the zone

● Create space for creativity and flow

● Remove trivial barriers

● Set up for good quality content

● Don’t click through 5 tabs



Stop making editors so white!





● Navigating the editor

● Creating geometry

● Snapping

● Editing geometry

● Terrain

● Texturing

● Lighting

● Importing assets

● Placing assets

● Playtesting



Importing assets

What does a level designer want from importing 
assets?

● Be able to quickly get any assets into the editor



Importing assets
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Importing assets
Take-away

● Clicking and dragging

● Directory load system

● Automatic import for textures
● Avoids manual errors

● Automatic icon creation
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● Geometry

● Import assets

● Lighting

● Playtests in-editor

● New arrow 
system

Leveldesigner ArtistsProgrammers|
|
|
|
|

Solving a signposting issue

● New arrow 
model or art

Producers
● Find a way for the 

teams to communicate 
effectively

● Find a way to scope 
this within the time 
limits

QA
● Test new 

arrow system



“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”





● Navigating the editor

● Creating geometry

● Snapping
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● Lighting
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Placing assets
What does a level designer want from placing 
asset tools?

● Be able to quickly find assets

● Be able to quickly place assets

● Reposition quickly on both the small and large volumes



Placing assets
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Placing assets
Take-away

● Icon searching is fast

● Collection/Tagging systems

● Positional copying

● Instancing/Prefabs







Name that model!























● Navigating the editor

● Creating geometry

● Snapping

● Editing geometry

● Terrain

● Texturing

● Lighting

● Importing assets

● Placing assets

● Playtesting



Playtesting

What does a level designer want from playtesting?

● Quickly get in and out of any part of the level to playtest 
and iterate
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Playtesting
Take-away

● In editor check

● Can keep game & editor running

● Click location to play

● Fly & Edit during pausetime

● All engine dependent





Look at other games for 
inspiration

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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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







Fatigue happens, when one of these runs out:

● Physical energy – Cannot move

● Mental energy – Lose creativity

● Psychological energy – Cannot work





Getting into the zone

● Create space for creativity and flow

● Remove trivial barriers

● Set up for good quality content

● Don’t click through 5 tabs





● Geometry

● Import assets

● Lighting

● New arrow 
system

Leveldesigner ArtistsProgrammers|
|
|
|
|

Solving a signposting issue

● New arrow 
model or art

Producers
● Find a way for the 

teams to communicate 
effectively

● Find a way to scope 
this within the time 
limits

QA
● Test new 

arrow system



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
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Questions?

Contact info:

E-mail: RobinYannStorm@gmail.com

Twitter: @RYStorm


