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WHAT AM | TALKING ABOUT?

Art Integration: The process which drives art assets
from source to submission into the game’s
mainline.

SOURCE ASSETS

Is this actually a problem
— that needs solving?
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Game.cpp X

= Game.cpp

(Global Scope)

#include "stdafx.h"”

// Vertex shader

// We use the register semantic here to directly define the input register
// matWvP. Conversely, we could let the HLSL compiler decide and check the

// constant table.

const char* g_strVertexShaderProgram
" float4x4 matWVP : register(c@);

struct VS_IN
r
1

float4 ObjPos : POSITION;

float4 Color : COLOR; // Vertex color

b

struct VS_OUT

r

float4 ProjPos : POSITION;

float4 Color : COLOR;

¥
VS_OUT main( VS_IN In )

r
2
VS_OUT Out;

Out.ProjPos = mul( matWVP, In.ObjPos ); " // Transform vertex into
// Projected space and

Out.Color = In.Color;
return Out;

100% -

Output

// Transfer color

Show output from: | Build

Y]

Build started: Project:
1> stdafx.cpp
1> Game.cpp
== Build: 1 succeeded, @

‘

Build succeeded

Game, Configuration: Debug Xbox 368

failed, @ up-to-date, @ skipped ==

// Object space position

// Projected space position

-||@%lv§lﬁ*mﬁwmﬂ5?

Solution Explorer

2B
[ Solution ‘Game' (1 project)

(zd External Dependencies
» [ Header Files

[Z3 Source Files

. ReadMe.txt

*?3 LTRSS MY W% Team Explorer
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Game Developers Conference™ Europe 2011

Message: This will never happen. Hi1 Mom!

In File: Mmain.cpp

In Function: Game::Dostuff()

on Line: 278

Condition: mengineer->CheckedInBadCode == true

Enter or Spacebar to confirm selection.

--> Ignore this assertion once
Ignore this assertion forever
Terminate application
Break into debugger
Cause NULL-pointer exception
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Message: This will never happen. Hi Mom!
In Fig :
In Ful
on L-i | _j Executive Art Review

- - - e L

4 8 Reminders

CDnd'l Start time: Thursday, July 28, 2011 11:45 AM =
Location: My Desk

Subject

il

| Dismiss Al | | Openltem | |  Dismiss

Click Snooze to be reminded again in:

5 minutes v | Snooze

Cduse NULL-poiInLer excepuion



THE IMPORTANT PART

IMPLEMENTING ROBUST AND
SCALABLE ART INTEGRATION
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ART INTEGRATION
PROCESS GOALS

Isolate artists from bad code

Isolate engineers from bad art

Scale depending on project size and
complexity

Work across multiple studios and time zones



STABLE BUILDS

Art Distribution Build: A snapshot of the game
AND pipelines known to be stable.
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ART INTEGRATION REVISITED
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ART INTEGRATION REVISITED
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THE WHOLE PICTURE

DEVELOPMENT

STAGING RELEASE

SOURCE
ASSETS

S
S
[wa]
©

O

@]
-

\ 4

ART DISTRO
BUILD

SOURCE
ASSETS

Rewew()

> SOURCE
Release() ASSETS

Build()
MAINLINE

Build()
ART DISTRO

4
4

MAINLINE

[GAM E TEAM

[ [

s s
BUILT BUILT
BINARIES BINARIES

Review/Verify() Debug Verify()
e _Eaas | SN S o J

Integrate()




Game Developers Conference™ Europe 2011 August15-17, 2011 | www.GDCEurope.com

THE WHOLE PICTURE

DEVELOPMENT ASSETS

CLIENTS: Artists
BUILDS: Local Only
PIPELINE: Art Distribution

CONTENT: WIP Assets

CHANGE FREQUENCY: Daily

BREAKAGE IMPACT: None
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THE WHOLE PICTURE

STAGING ASSETS

CLIENTS: Artists/TAs
BUILDS: Automated
PIPELINE: Art Distribution
CONTENT: Ready for Review
CHANGE FREQUENCY: As Assets are Ready

BREAKAGE IMPACT: Minimal, Art Fix Required
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THE WHOLE PICTURE

RELEASE ASSETS

CLIENTS: Game Team CGSup/TAs

BUILDS: Automated
PIPELINE: Mainline
CONTENT: Game Ready Verified Assets
CHANGE FREQUENCY: As Assets are Verified

BREAKAGE IMPACT: Minimal, Likely Code Issue,
Investigate and Fix ASAP
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ART INTEGRATION
PROCESS GOALS

Isolate artists from bad code
Isolate engineers from bad art

Scale depending on project size and
complexity

Work across multiple studios and time zones



Game Developers Conference™ Europe 2011 AuQust15-17, 2011 | www.GDCEurope.com

THINGS TO THINK ABOUT

~requency of art distribution build creation
nfrastructure and hardware requirements
Loose file builds vs. pak file builds

Asset dependency tracking and incremental
builds vs. clean builds

Prototyping new features and propagating
source data format changes

Release assets often don’t wait for final approval! |
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