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Best practices

o flexible & maintainable system
o enable efficient workflow + teamwork

e independent of specific game mechanics
+ support content
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We create games to make
the world a better place!
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[ N N J CocosBuilder 000

=] A EICIEE - oo § @

Zoom View Node Layer Sprite Label Menu Control FX CcCB Plugins

forest2.moon — squirrel

levels Find Results

B
> lib
© city1 | © forest1 J S Gime
Project Code Connections b ond @state - statemachine.create
ok ]' Custom class | DragSprite > Sh Bl
tiled i — s initial: "initial"
® city1.ccb Don't assign | &) N EE events
$ city2.ccb 7 - - > games name: "startIntro" "ipitia SN ERoR
7 " DisplayObject " : O T) "i n e D)
¥ city3.ccb 3 — > loaders name: "startSinging intro", to: "singing
® forest0.ccb iiVishle ®ohysics name: "startBeeStory" "singing", to: "beeStory"
s oo - . F_A
2 : Position | [ ]|} (]| C]| % .0, > props
9 forest2.ccb 1883,5 64,0 . .
ii?forestél ccb . : gocerics @state.did.enter.intro
® ' T cityl.moon @limitView 0, flower.viewWidth
9 forest5.ccb ontent size city2.moon @run
$ help.ccb city3.moon await @squirrel turnTo @bear

% memory-16.ccb FarectONnoon await @squirrel'saySentence "sg-baerwoistdiebienehingeflogen"

treeClimbArea1
treeTopTrigger1
scrubTriggerLeft1
scrubTriggerRight1
nuts1[]

nuts1[]

nuts1[]

nuts1[]

tree2
treeClimbArea2

treeTonTriaaer?

I @ o4 @« @ «@ &l 4 4 @ 4 4 o 4 4 4 4 4 < « «

¥ DragSprite

Edit Custom Properties

3

K1 NA ~Ahainad timalina

mountains3.moon
riverl.moon
river2.moon
river3.moon
river3b.moon
valleyl.moon
valleylb.moon
valley2.moon
valley3.moon

vocBookOverlay.moon

Line 1, Column 1

% memory.ccb 0 Anchor point 0,50 0,50 await sleep 1
b forestl.moon s :
$ menu.ccb .3 await @bear turnTo @squirrel
# mountains0.ccb 2 Scale |1 ,0, await @bear saySentence "br-mmmhlassunseinliedsingendannkommtsiebestimmtwieder"
% mountains1.ccb 7 1,00 [a] 1,00 forest2b.moon
® mountains2.ccb forest4.moon awaitAll
% mountains3.ccb - — Rotation 0,0 forest5.moon @bear turnForward!
® river1.ccb : — 2L ReToen @squirrel turnForward!
® river2.ccb « <« > N > T e . ‘ ‘ 00:00:00 ‘ lgpoetanchopoint memory.moon
@ river3.ccb Default Timeline *= |1 3 |4 \4 Physics enabled 1 . ,
b valley1.cch L Ftiil @bear'disableInteraction!
? ’ y2. 1 shadow5 Required Difficulty 2 memory2.moon awaitAll
valleyZ.cc y
?valleys ccb Srasow V Sprite memory3.moon @squirrel saySentence "sq-ruettelundschuetteluns"
Rl SligcEn P et Amuon @bear' shakeIPad!
¥ vocBook.ccb ¥ main Sprite frame e shared/objects.plis... |}
» img-sd-png bush?2 menu.moon
Opacity 255 i
bush3 mountains0.moon @setIdleHelp
bush1 mountainsOb.moon
Color [ 4 . )
bush4 mountains1.moon @squirrel'saySentence "sg-jaruettelundschuetteluns"
; 1
treel Physics Body Type 'DYNAMIC mountains2.moon @bear  shakeIPad!

@bear' saySentence "br-schuettelnundruetteln"
runAfter 3 @bear  shakeIPad!

gyroscope. shakeDetector' setShakeCallbackOnce
@state startSinging!

@bear setThunderTapCallbackOnce
@state startSinging!

@state.did.enter.singing

Spaces: 2

MoonScript
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levels /m\
B lib
city1 forest1 —— state machine setup
Project Code Connections snd @state - statemachine.create
B Custom class DragSprite spec self self. FeA

tiled ‘ initial: "initial"

city1.ccb Don't assign o events: |

city2.ccb T games { name: "startIntro", from: "initial"™, to: "intro" }

loaders { name: "startSinging", from: "intro", to: "singing"
EE R physics { name: "startBeeStory", from: "singing", to: "beeStory"
. ~ }

city3.ccb
forestO.ccb
props

forest2.ccb : ¢ o .
o ‘ N i RECHES @state.did.enter.intro = ==

cityl.moon @limitView 0, flower.viewWidth
city2.moon @run —>

forest4.ccb

forest5.ccb i D g i Content size

help.ccb
memory-16.ccb
memory.ccb
menu.ccb
mountains0.ccb
mountains1.ccb
mountains2.ccb
mountains3.ccb
river1.ccb
river2.ccb
river3.ccb
valley1.ccb
valley2.ccb
valley3.ccb
vocBook.ccb

img-sd-png

M <« I»
Default Timeline

shadow5
shadow6
shadow?7

main

erLeft1
erRight1
nuts1[]

nuts1[]

nuts1[]

nuts1[]

tree2
treeClimbArea2

treeTonTriaaer?2

1 N~ ~hainad timalina

artist

Anchor point

Rotation

00:00:00 Ignore anchor point
Physics enabled
Required Difficulty

Sprite

Sprite frame

« shared/objects.plis...

city3.moon

forest0.moon

forestl.moon

forest2b.moon
forest4.moon
forest5.moon
help.moon
memory.moon
memoryl.moon
memory2.moon
memory3.moon

memory4.moon

await @squirrel turnTo @bear

await @squirrel'saySentence "sg-baerwoistdiebienehingeflogen"

await sleep 1

await @bear turnTo @squirrel

await @bear'saySentence "br-mmmhlassunseinliedsingendannkommtsiebestimmtwieder"

awaitAll |
@bear ' turnForward!
@squirrel turnForward!
}

@bear disableInteraction!

awaitAll |
@squirrel's :ence "sqg-ruettelundschuetteluns"
@bear' shake

b

isetIdleHelp

->

@squirrel intens -jaruet: schu

@bear' sha
-

@bear' say

runAfter

ice "b ettelr tteln”
~hear'\ e

Opaci
Col
Body Ty MIC
& ~
rive
rive
rive

programmer

river3b.moon
valleyl.moon
valleylb.moon
valley2.moon
valley3.moon

vocBookOverlay.moon

gyroscope. shakeDetector' setShakeCallbackOnce -
@state startSinging!

@bear' setThunderTapCallbackOnce -
@state startSinging!

@state.did.enter.singing = ==

game designer

UELG

build

creates core functions,
scripting gameplay,
feedback, UI

rebuilds levels,
asset setup, scripting,
writes dialogues testing

creates assets
+ animations
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build for ,beginners®

Problems of 3rd party tools (Unity)
tedious se




EIN WOLF UNTER SCHAFEN.
Die Liebe ohne Grenzen. Ein totes Mddchen
und ein Held auf der Suche nach sich selbst.

Problems of 3rd party tools:

- only for ,,standard mechanics

- dependent on support / hard to maintain
- conflicts between tools

the Greener Woods
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Workflow analysis

Customer Journey with team:
* Are there any repetitive tasks? Can they be automated?
* What steals our creative time?

* Defining ,overlapping tasks® (between departments).
*What applications are we using? Are they working?
*What are the teams most ,hated® tasks?
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EvilSystem o
design considerations

designers

- represent full workflow (design/art/code/qa)

- power/access for game designers (content/ logic)

- dialogue handling (branching/ localisation)
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EvilSystem o
design considerations

coders

- maintainable & independent (Unity / 3rd party tools)

- flexible (features / mechanics / iterations)

- unified file management (one place)




SOOD

EvilSystem o
design considerations

Important

- read- & writeable logic (seurececode)

- Independent of specific mechanics
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Content Visual additional
Management § Scripting Utilities
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EvilSystem

Content Visual additional

L
Management ] Scripting Utilities

R




Animator 141 Audio Mixer  Sprite Editor

“I“SUS‘HL‘

- content model saves entities as e
sabstract entity contents*
- entities can receive
- string, integer or bool variables
- GameObjects on runtime
- different ,,states* use ,,behaviors* e

BakeryUpArea_City3

(e.g. door open or door closed) B

Car_City3

HospitalArea_City3




o o o
e n t I t I e S C a I l e a e tO C a te go l I e s #:Scene € Game ;i Animator  ili Audio Mixer  Sprite Editor Dialogue Lines Content Editor Flow Editor ook Editor
GVILSysfem Entities VarEnitites VarSets Categories

Forestl

o ® Title
Forest2
entities manage
BeeMemory

Forest4

- scene representation o

Valley3
Valley?2
City1l

e.g. rooms & closeups

Dragables_City1

City3

- Ul elements o

Mountain2
Mountain3
Mountain4
Forest5
City2
Valley1l
Mountainl
Stickers

WithoutRoom
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2,5D adventure
gameplay driven
multiplatform
~sequential levels
dialogues (voice!)
puzzles

tHHJ
** rm,

*

e F

-~

Squirrel & Bear: Europe (in development)
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EvilSystem

Utilities

Content | Visual ’additional

Management \ Scripting

N




node editor defines game flow
- game flow follows one node after the other on runtime

- nodes follow hierarchy of nested elements (!lower level)

ShakelpadBadger FeedBadger




game flow

- calls tasks / Ul elements

- reacts to GameEvents / conditions
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Flow Editor Scene Editor

(logic setup / (visual setup /

game design) level design)

Task Editor
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Flow Editor Scene Editor

(logic setup / (visual setup /

game design) level design)

—-_—

Task Editor
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Position

1

L ——

Story

SQB arrive outside of Bruges with
plane. Plane can slide on screen
first, then SQB can walk in (if
easier).

How does Landscape outside
Bruges look like

SQ loves climbing up towers,
churches and other things.

SQ found bee. Translation Bee,
Happy to see SQB (Bee savers).
Happy to help. Wants to fly into
SQ ear, but its too small. Need to
fly into B ear. Bee flies down. SQ
has to follow.

Hidden Facts (1,2)

Bee can only translate

Task Animal Learning
SQ to set task: find Bee (follow SQ+B

pollen dust).

e SQ: Follow pollen dust SQ,

e SQ: climb up to find bee. Bee

¢ Find hidden facts about Belfry

(and his bell).
SQ: Tap bee to talk. SQ+B,
Bee

through Bear.

Have to

X

Cando

Squirrel & Bear: Europe ¢ level design: Bruges, BE
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- create new flow element ,FindBee* for Bruges scene
- trigger dialogue when Squirrel ,,talks to Bee (click on Bee)
- only Squirrel can reach Bee

- If Squirrel can reach Bee start dialogue
else trigger help dialogue of Squirrel




Create

Selection =2

Dialogue Line
Task
Condition
Selector




® @® Unity 2017.3.1f1 (64bit) - MasterScene.unity - sqb-europe-unity - Android <OpenGL 4.1>
&m | e | = | =i IEI | (£ PR Pivot =~ 7 Local e | 1l | P}

[ a4

HEScene Flow Editor ¢ = Animator 11 Audio Mixer Dial Lines € Game Content Editor Asset Store .= ©lInspector Project = Hierarchy

Create

SV|LSYSfem LSRR R e ML P g L Path: Flow U= Belgium = City_Bruges ‘ 0 shift - Multiselect Current Language A Flow

alt - Display Delete Options or Move Selection Flow

StartTheGame
CleanSceneFlow
Default_SquirrelCantReach
Brugesintro BrugesFindBee BrugesDisembark BrugesFindMussels BrugesFindMustard BrugesLeaveCity MainMap
FlightMinigame
Belgium
City_Bruges
BrugesCheckSuitcase
BrugesFindBee
BrugesDisembark
BrugesFindMussels
BrugesFindMustard
talkTo Walrus
talkTo Bloodhound without language
talkTo Bulldog without language
Belgium BrugesLeaveCity m
Brugesintro m
talkTo Bee
Hidden Facts
snap Squirrel, Mussels_Bruges
Default_BearOutOfScreen
Tutorial
England
FeedbackDialogueScene
TestBallonlmport
snap Squirrel, PickableSquirrel
A MasterScene
Gamelogic

irrel, Mussel

GameRestarter




_rr' o WHy | o) kx‘?‘j:'; "R Pivot 7 Local i

HEScene Flow Editor s = Animator iti Audio Mixer Dial Lines € Game Content Editor Asset Store .= clnspector Project | Hierarchy
Create

x:0.00, y:94.00, width:1316.00, heigh : ; . hift - Multisele Current Language
GVILSyStem ( y w 9% Path: Flow - Belgium L= City_Bruges = BrugesFindBee i An ooy T e guag < Flow
Move Selection Flow

StartTheGame
CleanSceneFlow
Default_SquirrelCantReach
MainMap
FlightMinigame
Belgium
City_Bruges
BrugesCheckSuitcase
talkTo Bee BrugesFindBee
initial
talkTo Bee
idle

initial

BrugesDisembark m
BrugesFindMussels m
BrugesFindMustard m
talkTo Walrus

talkTo Bloodhound without lang

Add Functionality Event
talkTo Bulldog without language

Event Task Condition Selector Context Action talkTo

Objects 3rugesDise BrugesLeaveCity =
Brugeslintro m

Entity/Bee
talkTo Bee

Hidden Facts
Override Priority snap Squirrel, Mussels_Bruges
Default_BearOutOfScreen
Tutorial
England
FeedbackDialogueScene
TestBallonimport
snap Squirrel, PickableSquirrel
< MasterScene
Gamelogic

Event
Action

Objects GameRestarter

Override Priority




- only Squirrel can reach Bee

- If Squirrel can reach Bee start dialogue
else trigger help dialogue of Squirrel




Bee: "Goede dag!" rel, du hast die Biene BeeFlyExcited

SquirrelTryReach agesSpoken_Flemish | E e |

BeeFlyExcited Bee: "Volg mij!"




Is Bee reachable by Squirrel?

SquirrelTryReach

0

Task SquirrelTryReach

Squirrel

| have to climb up a bit more.

00

B S sl R

<none>

Fixed Language <none>
Display Settings
Order Of Importance 0
Force Media Type Nothing

Auto Continue Behaviour' Use Default




Task Editor —I—Scene Flow Editor v = Animator 731 Audio Mixer Dial Lines € GCame

SquirrelTryReach
SVIL e

Appearance

Parallel Is Horizontal

Show Blocking v
Show All Tasks

Stop current interaction on Squirrel

add sequence add parallel

Collapse All Tasks
A \ 4

Hide Controls
Squirrel

Resize Controlarea

# Sequence

B - Parallel move Squirrel to ContextObject.

Create add sequence add parallel
Sequence A

Parallel Moved Squirrel

Save Target ContextObject

Marker
Use Path Finding v

Force Look Direction Do Not Set

Save As...

Refresh List

Load Override Speed 0

Wait Till Finished v
Teleport -

SquirrelTake

Use Screen Position

SquirrelUnblockAndSetDefault
Controlled

=
SquirrelUnClimbBear QO Eal TriggerOutOﬂm
SquirrelWalkAndTalkToNPC On Abort Add Task

SquirrelWave
StartFixedCameraSkippable
Stepleft




Bruges
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Squirrel & Bear: Europe (in development)







ic game

tr
restaurant simulation

Isome

multiplayer

gameplay driven

math heavy

Simkult « Restaurant Simulation




>~ -2 ’» 3 mAPivot = F1local > |l P

H:Scene € Game y = Animator Dialogue Lines Import Entities f Flow Editor Content Editor Task Editor

S Stem (x:0.00, y:94.00, width:1150.00, height Path: Flow : a e e Current Language
y = alt - Display Delete Options or Move Selection

MultiplayerLobby StartMenu EnterRestaurant




Minigame Incident Management amelLogic_CurrentDa

, . - -
cook 4




SelectEmployee

Add Functionality

Event Taslk

FabianReinhoff

Candition Selector

Add Functionality

Event Task

Add Functionality

Event Task

HerbertBurghardt

Condition Selector

KlausBachmeier

Condition Selector

Context
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Setup

#1

Flow Editor Scene Editor

(logic setup / (visual setup /
game design) level design)

Task Editor



Create
Selection

Dialoaue L ine
Task

COIraitorni
Selector
Event
Empty




& Task Editor {-}—FScene & Flow Editor s = Animator 111 Audio Mixer & Dial Lines & Content Editor Asset Store
TeamDance

SVIL e {ad -

' p Stop current interaction on Squirrel B Stop current interaction on Bear
Appearance

: - dd dd llel dd dd llel
Parallel Is Horizontal i i dudrpdrant add sequence adaa paralie
Show Blocking 7 > « B

NI RERS 7 Squirrel Target
C"(f)ﬁllapse All Tasks ‘

Hide Controls

-

Resize Controlarea

~

BN ¢ Sequence wait: 0.1 s.
B - Parallel add sequence add parallel
Create »

Sequence

Parallel

Save

Save As... | | Play Sound SuccessSQB
Refresh List = add sequence add parallel

e R < »
Load v \{

' Audio Clip SuccessSQB
SquirrelTake Squirrel play animation Action_Dance_A Bear play animation Action_Dance_A

ySC] u>i'r S |TI’ yRe aC“h

SquirrelUnblockAndSetDefault
SquirrelUnClimbBear
SquirrelWalkAndTalkToNPC

'Sq Uivl' r eIWav e

add sequence add parallel

A v

\4

add sequence

add parallel

A

\4

Used Mixer Group
Wait v
Volume

Muted Groups

StartFixedCameraSkippable Squirrel play animation Action_Dance_A Bear play animation Action_Dance_A

StepLeft add sequence add parallel add sequence add parallel
StepRight | T v A ¥

Target Squirrel _ Target Bear -
TeamWalkAndTalkToNPC Animation Name Bear_Front_Controller/Acti*

TeamDance

Animation Name Bear_Front_Controller/Acti*

TransportationVehicleEnter Animator Name Squirrel_Front_Controller 3 Animator Name Bear_Front_Controller -

TransportationVehicleExit Wait For Animation v Wait For Animation ¥,
TriggerOutOfReachAndUnblock ' Animator Triggers To Set Animator Triggers To Set
Size 0) Size 0
Animator Bools To Set Animator Bools To Set

Size Size

TutorialBearWaveAtBadgerKid

TutorialCameraPosition

TutorialSquirrelJumpFromTree J

TutorialSquirrelPointAtBee




& Task Editor

H:Scene

SVILsyser

Appearance

& Flow Editor

Parallel Is Horizontal

Show Blocking v
» Show All Tasks

F

C"(f)ﬁllaps e All Tasks

Hide Controls

Resize Controlarea

—~~

BN ' Scquence
B - Paralle

Create

Sequence

Parallel

Save
Save As...
Refresh List
Load

SquirrelTake
SquirrelTryReach

SquirrelUnblockAndSetDefault
SquirrelUnClimbBear
SquirrelWalkAndTalkToNPC

'Sq Uivl' r eIWav e

StartFixedCameraSkippable
SteplLeft
StepRight

TeamDance

TeamWalkAndTalkToNPC

TransportationVehicleEnter

Transpo rtationVehicleExit

TutorialBearWaveAtBadgerKid

TutorialCameraPosition

TutorialSquirrelJumpFromTree

TutorialSquirrelPointAtBee

Animator

TeamDance

\4

— >

add sequence

Stop current interaction on Squirrel

add sequence

add parallel

< g

Target Squirrel

wait: 0.1 s.

add parallel

Secs

A \4

\4

Squirrel play animation Action_Dance_A

add sequence

add parallel

A v

\4

Squirrel play animation Action_Dance_A

add sequence

add parallel

F:A \4

Target Squirrel

Animation Name Bear_Front_Controller/Actii

Animator Name
Wait For Animation Vv
Animator Triggers To Set
Size 0

Animator Bools To Set

Squirrel_Front_Controller &

Size

t Editor Asset Store

Stop current interaction on Bear

add sequence

< >

add parallel

Target

Sequencial

Bear play animation Action_Dance_A

add sequence

add parallel

A v

\4

Bear play animation Action_Dance_A

add sequence

add parallel

A v

Target Bear

Animation Name Bear_Front_Controller/Acti

Animator Name Bear_Front_Controller
Wait For Animation vy

Animator Triggers To Set

Size 0

Animator Bools To Set

Size

Play Sound SuccessSQB

= add sequence

add parallel

<« >

Audio Clip

Used Mixer Group
Wait v
Volume

SuccessSQB

Muted Groups
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Setup

#1

Flow Editor Scene Editor

(logic set''n / (visual setup /
game desiy level design)

Task Edit.



Available on the
. App Store

s -
N -t
-
- i
\ = —
-
f
" -
= '
l v

L
+

'\ Google play

; ‘ n r r h n FI I
B 03 i v dde abgebrochene|Fluge

Siggel. T PC/MAC www.serenasupergreen.de

oL 200w

“ARiscym, gnov

- point & click adventure
- research project

- educational game

-  multiplatform

TECHNISCHE

' . WILA UNIVERSITKT
Wissenschaftsladen Bonn DRESDEN

- content heavy
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Flow Editor Scene Editor

(logic setup / L (visual setup /
game design) level design)

Nl

Task Editor




RGE/B#) *

O Art E @& T I &b

Normal * Deckkraft: 100% =

& =

Fixieran: ¢ 7 & & Fldche: 100% =

o F I COoveriarawer

» BN container:commode

P B coverfusebox_GirlRoom

P B contsinerfusebox_GirlRoom
P Bl static:fusebox_GirdRoom

» BB pickup:folderCy

# BB static:lampMirror

P B pickup:bulbLampMirrorBroken

» BB static:lampBed

P BB static:guitar

> B pickup:sock
¥ s pickup:hankerchief
BN  whole

[ﬁmaak

BN inventory

P B static:switchLampMirror_GirlRoom

» BB static:lampDesk
b B static:overlayDesk
b BB static:laptop

» BB static:chair

P B static:desk

» BB pickup:photoCV

12,5% e Dok: 43,2 MBf168,9 MB

Zeitleiste



» BB contsinercommode

» BB cover:fusebox_GirlRoom

» BB contsinerfusebox_GirlRoom
P Bl static:fusebox_GidRoom

P BB pickup-folderCy

P BB static:lampMirror

p B pickup:bulbLampMirrorBroken

P BB static:lampBed

-

P BB staticguitar

¥ = pickup:sock
B  whole

I—ﬁ mask

BN  inventory

P BB static:switchLamoMiror GidBas




o

% p» B contasinercommode
&l * B coverfusebox GirlRoom

v 'ﬁ pi&“p:gﬂﬂk » BB contasinerfusebox_GirlRoom

P BB  staticfusebox GidRoom

BN  whole > B pickupriolderCV

P BB static:lampMirror

P BB pickup:bulbLampMirrorBroken

l-ﬁ mask » BB ststiclampBed

P Bl static:guitar

> w pickup:sock
BN  whole

I—ﬁ mask

\ &  EEEE inventory

P BB static switchLamoMiror GidBes




PS Import

> | " H & Collab

& A:D Import Sprite Editor & Audio Match .= | = Hierarchy

S ) ) Gizmos = Create =
W|L ySte m U MasterScene*

Gamelogic
Uls

Creates a UnityScene from a Photoshop created Folder, given its XML Characters
reference file.

Flow
B
< GirlRoom*
GirlRoom
Main Camera

Scenery
Outside
Outside_GirlRoom_Sky
Outside_GirlRoom_Tree_4
Outside_GirlRoom_Tree_3
Outside_GirlRoom_Tree_2
Outside_GirlRoom_Tree_1
Outside_GirlRoom_Cloud
Room
Room_GirlRoom_Room
3dobjects
3dobjects_GirlRoom_Bed
3dobjects_GirlRoom_Discs
Door
Door_GirlRoom_Main
Couch
Pickup

Sock

Marker

Static

B Console € Animation

Clear Collapse Clear on Play Error Pause




Scenery

Outside
Outside_GirlRoom_Sky
Outside_GirlRoom_Tree_4
Outside_GirlRoom_Tree_3
Outside_GirlRoom_Tree_2
Outside_GirlRoom_Tree_1
Outside_GirlRoom_Cloud

Room
Room_GirlRoom_Room

3dobjects
3dobjects_GirlRoom_Bed
3dobjects_GirlRoom_Discs

Door
Door_GirlRoom_Main

Mobile
Marker

PaperCV

PaperApplicationCV

SuperGlue

VinylRecord

Handkerchief
Static

Desk

Chair

Laptop

OverlayDesk

LampDesk

it 3.1"

Pick Up (Script)

Stack Settings
Stackable

(©) @ Polygon Collider 2D
£ | Edit Collider
Material None (Physics Material 2D)
Is Trigger vy

(R

Used By Effector

Used By Composite )
Auto Tiling M
Offset X

Photoshop Generated (Script)
Script PhotoshopGenerated
Object Type Pickup
Updatable |
Sprites
Size
Element C







THE

cOOD
SVIL




THE

cOOD
SVIL

Setup

#1

Flow Editor Scene Editor

(logic set''n / (visual setup /
game desiu level design,

Task Edit.
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EvilSystem

Content Visual [ additional
Management @ Scripting \ Ultilities

—
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Utilities: Setup

- create initial setup

- .csvimport/export

- various logs / debug helper / monkey testing
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Utilities: Dialogue

- import/export of dialogue database

- batch fetch Ul element texts
- generate debug voiceover audio

- word modification editor

- RichText & Emoji markup specifier in dialogues




Dialogue
Import

Copy & Paste

THE

cOOD
SVIL

initial
Bear: In welchem Land wir wohl sind?

Squirrel: Auf jeden Fall sind hier viele Leute auf der StraRe!
Bear: Und warm ist es hier! Uff.
Squirrel: Lass uns Wasser trinken, Bar!

findBee

Bear: Squirrel, wo mussen wir hin?
Squirrel: Die Biene finden. *POINT TO*
Bear: Ich folge dir!

## idle

Squirrel: Die Biene ist weit oben. *POINT TO*
Bear: Wir mussen die Biene finden!

pickObject
Squirrel: <Objektname>. Dankeschon!

Condition

text editor dialogue - import with C&P



W

. Kna E e (,:1'_-' .‘?
P G A

—f—Scene € Game v = Animator

SVIL -

Audio Files Management

Image

Lines per Page

id

Id

0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(
0x01000021000(

Speaker

<none>
Squirrel
Bear
Bear
Squirrel
Bear
Squirrel
Squirrel
Bear
Squirrel
Squirrel
Squirrel
Bear
Bear

Bear

mA Pivot  F7Local

111 Audio Mixer  Sprite Editor Dialogue Lines Flow Editor

Filter SpokenLines

Speaker <none>
Content

Text Language <none>
ID

Ul

Has Translations

Sort by No Sorting

Backwards

Filter

Fixed Lanc

[ 1295

+

Oh guck mal wer uns heute im Wald besuchen kommt.
Na wer bist du denn?

Schén, dass du da bist!

Begleitest du uns in den Wald?

Super.

Dann zieh mich mal mit deinem Finger zu dem Stein da vorne.
Turbosquirrel!

GroRartig!

Zieh mich zu dem Stein.

Auf geht’s!

Probier’s mal aus!

Probier’s mal aus!

Mich kannst du auch so bewegen.

Zieh mich zu dem B aalils =

-

Task Editor

Clear Filters

+| +| + +| H| | |+ ] | | |+

EN

% Collab -




Ul Text

SVIEystem

Gathers data from all Ul elements and allows to set Ul translations fou
different languages. BackButton Zuruck
It can loop through scenes and store all lUIText components in a csv. Jump_To_Quest Springe zu Quest
Target Language DE Load_Slot Lade Spiel von Slot
Gather from Scenes Load CSV Bake CSV LoadingScreen HADE. .
New Neu
New_Game_On_Slot Starte Spiel auf Slot
No Nein
Overwrite_Slot Uberschreibe Slot
Pause_Quit_Button Zurtick zum Menu
Pause Resume_Button Weiter spielen
Pause_Save_ Button Speichern
Pause_Settings_Back_ Button Zuruck
Pause_Settings_Button Einstellungen
Pause_Settings_Dubbing_Slider Stimmen
Pause_Settings_Music_Slider Musik
Pause_Settings SFX_Slider SFX

Settings Dubbina o
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Utilities: Art

- Adobe Photoshop & lllustrator import/update
- Spine2D import + setup
- batch 2D depth sorting

-  batch create random level elements




”—---F By
: t Tre®=y \r— > 4

FE T T ;‘_-_:_—__hiw_ £ ﬁxv'u-— R

Depth Sort

GV'LSYSTem Show/Hide Layers

FarBackground2D
ADD
MISSING Background3D
Default

Foreground3D

List of all Renderers in the scene, sorted by Renderers sortingOrder and Z-Index.
Click one object to select it in the scene.

o TOGGLED buttons will apply SortingOrder changes to other children of their parent object as well.
RED buttons indicate misplaced DepthMarkers.

YELLOW buttons indicate unsorted DepthMarkers (some of which might need to be deleted).

Vase_1
Streetlight_Left
Vase_2
Roadlight




Create =

B Sky
LT

®F Materials
®% Prefabs

®7 BuildingParts

® Decorations

™ General
qQ BuildingsBackground
<qQ BuildingsBackgroundDetail
qQ BuildingsBackgroundDetailTile
& BuildingsBackgroundTile
0 Water

® Location_Bruges
@ Canalwall
& Canalwall
& canalwallTile
@ FenceMetalBlack
& FenceMetalBlack
& FenceMetalBlack_Tile
& GothicBuilding
qQ GothicBuildingBackground
<€ GothicStreet
<qQ GothicStreetBackground
@ Lamp
qQ Lamp
qQ LampTile
& Riverside
& RiversideTile
@ Riversidewall

® Location_London
@ BackgroundCanalWall

a GothicStreet

Street Setup (Serialized)

Series Type
Building Types
Size
Element O
Ratio
Setup
Max Same Color

Street Creation (Non Serialized)
Number of Elements

Allow Interactable

Elements SortingOrder

Override Spacing

Intersection Creation (Non Serialized)
Intersection Angle
Cover Building Layer Offset

B

Street

1
& GothicBuilding (BuildingSetup)
0

5
v
0
0

Create Street

45
10

Create Intersection

& Inspector Project = Hierarchy

Create =

- NNY
M ul

2 Materials
9 Prefabs
®% BuildingParts
®% Decorations
™ General
<qQ BuildingsBackground
BuildingsBackgroundDetail
BuildingsBackgroundDetailTile
BuildingsBackgroundTile
Water
™ Location_Bruges
@ Canalwall
& Canalwall
& CanalwallTile
@ FenceMetalBlack
& FenceMetalBlack
& FenceMetalBlack_Tile
<€ GothicBuilding
qQ GothicBuildingBackground
& GothicStreet
<qQ GothicStreetBackground
@ Lamp
<qQ Lamp
Q LampTile
& Riverside
& RiversideTile
@ Riversidewall
® Location_London
@ BackgroundCanalWwall
®9 Buildings
Q ChelseaBuilding
qQ KensingtonBuilding
& LondonStreet
@ Canal_wall
®9 Decorations
@ FenceStone_Victorian
@ Lamp
@ Taxi

9 Style_Gothic

Project EvilSystem.Text!

5 GothicBuilding

Allowed Parts
Size
Element O
Element 1
Element 2
Element 3
Element 4
Element 5
Element 6
Element 7
Element 8
Element 9
Element 10
Element 11
Decorations
Size
Empty
WindowboxGreens
WindowboxPoppy
Allowed Colors
Size
Element O
Element 1
Element 2
Element 3
Element 4
Element 5
Allowed Materials
Size
Element O
Element 1
Building Width
Allow Interactable

EvilSystem.GitCk & Evt Log € Inspector

R

12

Gothic_Wall (BuildingPart)
Gothic_Roof (BuildingPart)
Gothic_Door (BuildingPart)
Gothic_DoorNoPlatform (BuildingPart)
Gothic_Window (BuildingPart)
Gothic_WindowSill (BuildingPart)

Gothic_WindowSilINoPlatform (BuildingPart)

Gothic_AnchorPlate (BuildingPart)
Gothic_Pedimentl (BuildingPart)
Gothic_Pediment2 (BuildingPart)

Gothic_WindowGroundfloor (BuildingPart)

Canopy (BuildingPart)

® Bricks
® Bricks?2
10
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EvilSystem

Content Visual additional
Management § Scripting Utilities




Photoshop OR lllustrator
2D art assets + characters: pixel or vector

(individual layers, naming guidelines,
placement, functions, parallax effect)

export script export script
(asset name, function, file size, (asset name,

position, category, collider, position, rotation)
pivot)

Spine 2D
Tech Art c_>r Unity (rig, animate)
Game Design (create new scene e.g.,,room*

+ import with 1 click)




Text Editor
write dialogues,
trigger animations or
,tasks", add pauses,
do branching

EvilSystem Flow Editor

Game
Designer

(import with 1 click into
game logic, call tasks,
modify entities)

EvilSystem Task Editor
(add reoccurring tasks

both parallel and
sequential)

(create game logic both
linear or multilinear)

EvilSystem Entities

(setup entities, if not
created through import,
use .csv to import, or
batch selection)

Ship
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enable efficient
workflow + teamwork




Independent of specific g
game mechanics
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Junior Tool Devs

Start use your tools early!
* 1t will break. It hurts. It takes time.

* |terate: Don’t rewrite, refactor!

* Create a feature test project.
* Analyse, review, priorities tool!
* guidelines / git / good docs
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questions?

answers!




thank you

Linda Kruse
CEO & Game-Designer
the Good Evil GmbH

the Good Evil GmbH
Gilbachstrale 22
50672 Cologne
linda@thegoodevil.com

+
@ldacruz_ 49221 16 89 42 49

Ly www.thegoodevil.com
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