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BACKGROUND 

Game Dev – Switch to Dev 

DEFINITION

Proceduralism? – Series of Procedures, set of instructions, recipes 

Different Types (OFFLINE LOAD TIME RUN TIME)

Why should you care? Does your studio crunch? Do artists ever lose 

work due to changing direction? Reduced scope and deep cuts?

Advantages/Disavantages

Gotchas

Misconception 1 – Super technical programmer mind, for AAA big 

studios

Misconception 2 – Super weird experimental 

Basic Example, brick wall in Substance 

Next Example, brick wall in Houdini 

Not a sales pitch, you can do this in Maya, Modo, Substance, Fusion 

360 or with internal tools 

HOW TO APPROACH A PROBLEM
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Walk around your studio and ask what people are doing that they hate 

If it’s boring it’s likely repetitive, if it’s repetitive you can automate it 

Build a pipeline around it 

Don’t argue, show 

Show how fast people can work

How easy it is to make changes 

How much more content you can generate 
Case Study, Dirt Skirts

Misconception 2 – Robots are taking artists jobs 

HOW TO GET TIME AND CONVINCE PEOPLE

Avoiding the Panic Curve 

Misconception 3 – Proceduralism is the silver bullet 

Solve problems in steps, if you can’t get to all the 

steps at least you made it faster

Case Study – Cables and Pipes

All or nothing solutions can be dangerous but 

sometimes only way to convince higher ups 

Ask for forgiveness not permission AKA Do it in your 

free time 

Look at examples of this being done successfully 

Show Examples 

HOW DISTRIBUTE AND FOSTER 

PROCEDURALISM IN YOUR STUDIO

Buy in from different departments 

Environments and FX is low hanging fruit

Characters, Concept

2



Embed workflows into other tools 

Case Study, Modular Set

FUTURE 

How to keep pushing automation 

Where can this go?

How to get to Proceduralism 102? 
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Maybe a slower video here
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HOW DISTRIBUTE AND FOSTER 

PROCEDURALISM IN YOUR STUDIO

Buy in from different departments 

Environments and FX is low hanging fruit

Characters, Concept

Embed workflows into other tools 

Case Study, Modular Set
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Do it once by hand
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Freeing Artists to be Artists

More content
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Producers and Managers

How come we’re not doing that?

Buzzword Factor
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Gianny Story
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Look at examples of this being done 

successfully 
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How to keep pushing automation 

Where can this go?

How to get to Proceduralism 102? 
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