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“"Tech Artist” can mean many things.

But one thing that’s pretty common: We make tools.

SAaFLSSLSEPOFS

They can’t all be gems, but we’d like to think they’re at least useful.

There is no fAistandardo job description
from co. to co.

But one thing that 06s TehAdistss smakih@ndar d f
tools;

|l 6m assuming i f youbre obrevitilmake you make
tools.

Some tools are specific requests from artists.
Others we write for ourselves.

Sometimes we just see a need and whip something up to fill
it.

But al |l too often, |l 6ve found that a t
gathering dust.

Why? How can | prevent this?

This talk will try to summarize six methods for getting artists
to actually use your tools.

Sticking to generic tips; doesndét matt
platform, env.
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| My background: |

18 years XP at: Some of the games I've worked on:

ACIIVisioN.
SEGA

MIDWAY
Spd

A quick introduction:
| 6 m S Gaffinan , in game industry for 18 years.

| 6ve had a | ot difcluding Tetheartist, modelgr,o b s

ani mator, rigger, Art Director) but 16v
interested in tools.

If not developing them, then using them and bitching endless

about them.

Here are some things that |1 6ve found toc

likely to use the tools that are available:
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1 of 6: Know
your clients.

Aw, that’s just mean.

Cheap shot, but kinda true.

I know, because | 6ve been that baby art
tools support.

Every artist wants better tools, but tF
exactly what they need.

They often donét KNOW exactly what t hey

You canét count on them to be able to t
know the artists and their jobs well enough to identify what
they need for them.

How do you do that?
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1/6: Know your clients.

Modeler —
Texturer

Be a Animator
Generalist_ Programmer

*These are the actual hats worn by
each discipline.

Tech Artis one  of the last refuges of the generalist.

All game industry artists used to be; now is the age of
specialization.

TAs still get to do a little bit of everything.
Learn each job that you support.
Know how to do each taské poorly.

Youobl | be working with artists i n every

to be able to speak the language of each department.
Know just enough to be dangerous.
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1: Know your clients.

Find beta
testers.

Good traits to look for:

Technical + Eager
Pathfinder + Patient

When in doubt, throw in a LOLcat
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Has found a bug.

image.
You will always be your first beta test
important to get the end customers using it ASAP.
So you need to figure out who in each department should get
a tool first.
Find artists in each discipline who can be your point of
contact. Can be your first user of a new tool, who can bang on
it, break it, and give you useful feedback.
Traits to look for: EX
Put them to work. Every new tool should go to them first.
Do they use it?
Do they like it?
Does it do what itdéds supposed to do?



Game Developers Conference’ 2011 February 28 - March 4, 2011 | www.GDConf.com

1: Know your clients.

Pester them
regularly.

If they don’t dread your approach,
you’re not annoying them enough.

Meet with them regularly to collect feedback.
Dondét wait for them to send it.
Make your rounds, visit them.

Pull up a chair, hover over them like a vulture, watch them in
action.

You will quickly  find that they use them differently than you
do.

You will be SHOCKED at how they take all the assumptions
you made about how a tool will be used, and throw them how.
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1: Know your clients.

Keep track of
who’s using
what.

That’s right, get all Big Brother
on their asses.

Run a simple db;  track each tool launch
who, what, and when

if floating UIl, bonus points for tracki
Use this info to find your prime users of each tool.

You can have a different point person for each tool:

If Bob runs the Widgetizer 15 ti mes per day, hebds go

the guy who can provide the most useful feedback on that
tool!

Make them the beta testers!
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2 of 6: Define
the goal.

Il t 6s t etwmjudtjunmpgn and start making a tool.
But first, you should clearly define the end target.

Ot herwise itdéds easy to get |l ost along t
wasted resources, and wasted time.

That s time you coul dWavwve spent playin

10
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2: Define the goal.

Before starting any development,
answer three questions:

11
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| 2: Define the goal.

[A. What problem is this tool supposed to solve? ]

The answer to this J i[ ] E;‘

question is how you will
measure the value of Keep || Lose
the tool. ol || <kt

=

This should go in the source code for the tool, at the very top.
Any time you edit, remember it.

Any time it stops meeting that definitd.i
Youobl | need to Fix it or |l ose it.

12
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2: Define the goal.

[B. Who will be using it? J

Design your Ul/feature set
for the target audience.

AArtisto includes a wide range of techn

At one end, Tech Artists: you can make your Ul complex and
full -featured.

Then there are riggers, model ers, ani me
technically -oriented.

And at the far other end of the geek spectrum, Texture Artists,
who tend to be the least technical.

If designing a tool for texture artists, make the Ul simple,
friendly, and clean.

They donét think | ike you: -drigned 6re extr
Design your Ul accordingly.

This question can also help decide how and where you deploy
a tool.

13
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2: Define the goal.

[C. Can the solution be added to an existing tool?

Try to avoid adding new
tools; add more features to
existing tools where
possible.

|l 6l labhba@awtk AMenu Cluttero | ater
remember: Try to avoid adding new tools.

on

but

14
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3 of 6: Deploy
in stages.

Stage 4?

We all have a limited budget, whether measured in dollars,
man -days, or lines of code.

Donét bl aewregowuraes on useless tools.

Put in the minimum amount of resources to find out if a tool
does the job, and is needed, THEN work on expanding it.

| 6ve seen tools teams spend
Solution Tool; then at the end, they hand it off to the art
team, and it just doesnodt fi
rework it.

6 mont hs ma

t, and

t hey

15
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[ 3: Deploy in stages.

Get it out for

. . . Commit Queue ®
teSt| I’] g WI t h J U St @ Expot ¢ Commit Path: [\\corp. blizzard.net\BFD\IGC\Diablo3\ .|
C O r e Add Current Scene to Queue I Run Commit Server I
Version 1.0 of any tool should be as bare -bones as possible to

get the job done.

No bells, no whistles; just the minimum to address the
Problem.

Remember the beta testers | was talking about earlier?

Get this to them first. Let them bang on it. Let them find out if
it solves the problem.

EX: This is the CGCommiQueueversooh. of

Lets artists dump their work into the game using a server
instead of tying up their own PC.

=)}

Bare minimum interface for the core functionality.

| I D éthe guys who commit their work most often, declared
them Beta testers, and deployed this version to them.

Once they started using it, we could quickly answer the
guestion:
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Game Developers Conference’ 2011

3: Deploy in stages.

Does it solve the
target problem?

Nice shootin’, cowboy.

It came close, but needed a few rounds of revision.
| refined the core functionality until | could say yes.

17
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3: Deploy in stages.

Then commit [emee e
more o o ’

resources to
improving it.

[0

Server f Status I File ] Last Updated [ Exporter Version ]
MODELRENDER3V6  Offine 2011-01-10. 23:56:05 16526
Comm/t MODELRENDER4VE  Offiine 2011-01-10, 15:11:46 16526
@ Expot ¢ Commit Path: [\\corp.bizzard net\BFDAIGC\Diablo3\DDH-Project\E xport\ Jed
Queue Add Current Scene to Queue | Add File to Queue I Run Commit Server
V2.0

At that point, it  was stable and functional enough that | could
deploy it for general use.

| also started devoting more resources to adding features,
polishing Ul, addressing user requests.

Rolled out these changes in small increments to end users to
make sure theyodédre hel pful

This is version 2.0; same core functionality, but a lot more
bells and whistles that make it more pleasant to use.
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4 of 6: Simplify
the UL.

o] B =)

Make
Game

Requires advanced scripting. Do not
attempt without adult supervision.

| think this might be the most important section of this
presentation.

The people writing the tools are often least qualified to design
an artist -friendly Ul;

Usually, ités the MOST t ec binforche | peopl e
LEAST technical.

|l ntentionally or not, we design tools f
first users. but as | mentioned earlier, non -technical artists

think differently from us.
We tend to want every possible control, every option, every

gizmo;

we need to fight that instinct and make a Ul for the client,

NOT for us.

A userds first iIimpression of a tool has
they continue to use it or not.

| 6ve found this in myself and most of r

Zbrush is a very good example of this: The initial impression
of the Ul is pretty rough.

So ités very important to make a good f
ALL comes down to Ul.

Here are some ways to make your Ul more friendly: 19
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4: Simplify the UL.

Integrate into
your target
environment.

A TN =

The 'F’ is for 'Fail’.

We make a few stand -alone tools, but MOST of the tools we
write are add -ons

Maya, Max, Photoshop, whatever.

Wedbre adding to an existing program t ha
large set of built -in tools.

Since webdbre working on them, our instir
together.

End user candét (shoul dndt) -indoolst i ngui sh
and add -on tools; should be seamless.

20



Add your tool where it makes the most logical sense
where a user would look for it, regardless of who wrote it.

21



