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The Multiplier of Tool Design
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GDC 2010 - Level Design in a Day Part 3. Tools: Making a Better Game: Jim Brown, Lead Level Designer, Epic Games
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What is tool triage?
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DESIGNING GAMES

MAKING ART

——— e —

BUILDING PLATYORMS

WRITING CODE

Hiring well is the most important thing in the universe.

Evervthing else in our world 1s subordinate to finding great

people and Ked ping the bar high
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Problems to consider

e Time & money investment

o Canvassing/Politics

e Giant multi teams

e Special meetings

e Communication between non-physical teams
o Faceless system

o Constant change

e« Mid & low priority items
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Communication between
non-physical teams
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Mid & low priority items
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Problems to consider

Time investment
Canvassing/Politics

Giant multi teams

Special meetings
Non-physical teams comms
Faceless system

Constant change

No mid & low priority items

Big team
Medium team
Small team
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THE TICKET-TO-MOSCOW APPROACH

Time investment

Giant multi teams
Special meetings

Constant change
No mid & low priority items

Big team
Medium team
Small team

UBM
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THE PROGRAMMER-CHECK-UP APPROACH
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Time investment
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o Constant change

e Big team
e Medium team
e Small team
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THE DESIGN-BY-COMMITTEE APPROACH

Time investment

Giant multi teams
Special meetings

Constant change
No mid & low priority items

Big team
Medium team
Small team
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Time investment

Giant multi teams

Constant change

Medium team
Small team

©2017 Stuart Isett - www.isett.com
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THE POINT-ASSIGNMENT APPROACH

o Canvassing/Politics

« Non-physical teams comms
o Faceless system

e No mid & low priority items

e Big team
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THE BRUTE-FORCE APPROACH

Time investment
Canvassing/Politics

Constant change

Small team
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THE DEDICATED-QA-TEAM APPROACH

e Time investment

Giant multi teams

o Faceless system
o Constant change

e Big team
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THE COMMAND-CENTER APPROACH

Time investment
Canvassing/Politics

Non-physical teams comms

No mid & low priority items

Big team
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THE DIY APPROACH
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Time investment
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Big team
Medium team
Small team



GDC GAME DEVELOPERS CONFERENCE® | FEB 27-MAR 3, 2017 | EXPO: MAR 1-3, 2017 #GDC17

THE FOCUS APPROACH

Time investment
Canvassing/Politics

Constant change
No mid & low priority items

Big team
Medium team
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THE INDIE APPROACH

e Time investment

o Non-physical teams comms

o Constant change
e No mid & low priority items

e Small team
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PRIORITIZATION APPROACH
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" « Canvassing/Politic

Faceless system
Constant change
No mid & low priority items

Big team
Medium team
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THE TOOL-DESIGNER APPROACH

Time investment
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Combinations:
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Combinations:
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Combinations:
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How to find your filter

Time investment
o Canvassing/Politics
e Giant multi teams
e Special meetings
o Non-physical teams comms
o Faceless system
o Constant change
e No mid & low priority items
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Finding that effective filter is

lage

key to good tool tr

Find out for yourself what works |

for your team
Be critical
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Contact info:
E-mail: RobinYannStorm@gmail.com
Twitter: @RYStorm
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Tool Triage Roundtables!

Improving Pipelines Through Tool Triage Roundtable
Day 1

Robin-Yann Stgrm gols Designer, lo-Interactive

gerlion: Room 122, North Hal
Date: Wednesday, March 1

Nime: 5:00pm - 6:00pm
FoMeggt:

Track: Production & Team Management

Pass Type: COC All Access, CDC All Access + VRDC, GDC Main Conference, GDC Main Conference + VRDC - Get your

Improving Pipelines Through Tool Triage Roundtable
Day 2

Robin-Yan Designer, lo-Interactive

lon: Room 121, Morth Hall
ate: Thursday, March 2
ime: Z00pm - 3:00pm
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Questions?

Location: Room 122, North Hall

Date: Wednesday. March 1
Time: 3:00pm - 6:00pm
Contact info:
E-mail: RobinYannStorm@gmail.com | cztion: Boom 121, North Hall
Twitter: @RYStorm Date: Thursday, March 2



