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Why Change

vorld Effects cparbof . skyfiley =0 & X Lighis
ecals: 'miscidecals.asris readranly = =
W World FSFE  *Mone* To select and edit lights, make sure

«[1.00 | W Intensity Decal Materialz | Decal Sets Enable Object Contrals’is icked
in the Liility menu.

Warld PER Cubemap Decal Material:  |=Monhes=

W Add Light
X W Add 7] Show Lights

W Save as default

Enable Camera Tools Light
5.00 - Brightness
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Objects selected : 1 Objects selected : 1
Type : Instance Entity

Type : Instance Entity
Name : Inst _pbr metal pig_iron_ 1

Name : Inst _pbr metal pig_ iron_ 1
Guid : 100001

Guid : 100001
Created : 15/03/2017 09:50 by luz.guinonero Created : 15/03/2017 09:50 by luz.guinonero
Modified : 23/11/2017 08:24 by luz.guinonero Modified : 23/11/2017 08:24 by luz.guinonero
Entity File : Main Entity File : Main
Folder :

Folder
Skin : Objects\Tests\PBR _Gallerv\pbr metal pig iron.skin Skin : Objects\Tests\PBR_Gallery\pbr metal pig iron.skin

e ——————
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Scenario A

Ripping off the band aid
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Scenario B

Action

Movement

Modify cam velocity
Camera Rotation, Tumble

Pan, Track

Orbit selection

Move forward, dolly(zoom-like)

Select object

Add to selection

Remove from selection

Precise selection

Context menu

Square selection

Square add

Square remove

Tools - Before
WASD(Q)
Mouse wheel
MIMB drag

Alt+MMB drag

Ctri+MMB drag

LMB

Ctrl+LMB

Alt+LMB

Shift+LMB

EMB

LMB drag
Ctrl+LMB drag

Alt+LMB drag

Tools - After
WASD(Q)
Mouse wheel

RMB drag

Alt+MMB drag and MMEBE drag

Alt+LMB drag

Alt+RMB drag

LB

Shift+LMB

Ctri+LMB (acts as a toggle)

Ctri+Shift+LMB

RMB

Object Mode
LMB drag
Shift+LMB drag

Ctri+LMB drag

Similar to...

Unreal*, Unity*, CryEngine
Cry Engine {only when flying)
Unity, Unreal, CryEngine

Unity, Unreal, Maya

Unity, Unreal, Maya

Unity, Unreal, Maya, CryEngine

All

Maya, Unreal, Unity, CryEngine

Unreal, CryEngine, Maya*

All

Maya, Max, Unity, CryEngine
Maya*, Unity, CryEngine

Maya, Unity, CryEngine

Cursor
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Objects selected : 1 Objects selected : 1

Type : Instance Entity Tyvpe : Instance Entity

Name : Inst _pbr metal pig iron_ 1 Name : Inst pbr metal pig iron_ 1
Guid : 100001

Guid : 100001
Created : 15/03/2017 09:50 by luz.guinonero Created : 15/03/2017 09:50 by luz.guinonero
Modified : 23/11/2017 08:24 by luz.guinonero Modified : 23/11/2017 08:24 by luz.guinonero
Entity File : Main Entity File : Main
Folder :

Folder :
Skin : Objects\Tests\PBR_Gallery\pbr metal pig iron.skin Skin : Objects\Tests\PBR_ Galler gal;pig_iron.skin
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Can we add an
option In the menu to
use the old system?

But I'm used to
Tools already!

This morning
my head exploded.

The only thing Right now it's taking much
'm missing is... longer to do anything in Tools

e &
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Scenario B

Scenario C

Communication IELCENEV

navigation quickly
became second
nature :)

The new navigation
feels better.

this change Is very
welcome :)

Hooray for sensible
controls! :D
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ntro___ About Asura SGOTAHOBNY  Sconario C 4 CoMMUNIGAON

CONCLUSION

e PRO: Quick to get over with

e CON: Disruptive for a short period

e CON: Can collide with gamedev schedules

e CON: Requires tools support

e Communication before and on the day of launch
o Worked great for a small self-contained change

e &



GDC GAME DEVELOPERS CONFERENCE | MARCH 19-23, 2018 | EXPO: MARCH 21-23,2018 #GDCI18 “’

IELCENEV

Intro About Asura Scenario A Scenario C Communication

Scenario B

The dual environment
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BT VN - JustPlane.sst - Environments UustAPlane.Luz\bustAPlane.ast - Vanilla Tools

Selection Mode

Smootning Mode

NOO0RO0000000O00K00

elect by Materia
1y Polygon Data

inda (Shift+2)
Redo (ShiteY

e fS SEIVERSE MO RIEEERAGE GEEEY - PEESY GEv-E 68 SRes
B TS NEES (RERAR) = DG BV OS-FERRUAVER « BENT.AR.ED.0000 = CRENol B9 ReE

< - Environments\ustaPlane. Luz ustAPlane.as: - Vanila Tools o

TS NEES (RERAR) = DUANE BV OS-TERRUAVER © BEONT.AR.ED.0000 = CRENE

5t - Environments UustAPlane.Luz\JustAPlane.ast - Vanilla Tools O % 1 VN JustaP

elect

Ele; 3 Selection Mode
9Plane o

elect by Materia

Reda (ShifeY)

WEWM“?&@“=@WMM ey fls SREEnie Ger CREGmHE TEREY - pEEss S Ge wier
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stAPlane_Luz\JustAPlane.asr - Vanilla Tools 0 X

B VN - JustAPlane.asr - Environments\)

File Edit Utilities

L

{71 Selection >

> Default

Properties

Absolute Rel. Local
P 15000 +Efo.o00
Remove g ena T~ rR Q3

v Me

Remo edundani

ha Painting Module Name: Plane08

Materials

ane

ndary Material
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® Did you know...?

There is a new mode far mesh F'l:ii’[irlﬂ texturing and

ginag en developed as a replacerment for
Mesh Edit rrll_ll_h:! with improved us at.llll’['g- and new
features.

. Cion't showe this again

Take me to Mesh Mode

Ot oy
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Intro About Asura Scenario A Scenario C Communication

CONCLUSION

e PRO: NoO stress!

e PRO: Free beta testing

e CON: Comfort zones can drag the process
e Tallor communication to users

e Recommended for big changes
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Scenario C

The slow evolution
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Analysis (Off

TMR: Off

HEt Selected

Grabvand Snap
Gizrmeo Panel

Alt *Bowe Mapp.
Cirl-+Ak

Shift snif
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LATEST VERSION

Autormated Build Wersion jenkins-Strange_D3011_Tools_Release_x64-6674
subrnitted at 00:05.Mo changes tagged for publication.

TODAY
Mo chanoes tagoed for publication.

YESTERDAY

Mo changes tagoged for publication.
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CONCLUSION

e PRO: Users learn small bits at a time
o CON: It's difficult to keep up
e FOr communicating, be available!
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COMMUNICATION
PRO CON
Email Passive
Blog Archived
Wik Permanent

Videos Accessible
Meetings Direct
Pop-ups Immediate
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Designing Communicating
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Thank youl!
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Designing the User Experience of Game Development Tools.
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