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development tools)

BonsAR T—LREEY —ILOFREFITRATES100 Y #F U0 Fd, [You will learn ten tips that you can apply to
the design of your game development tools.]
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away, understand why they work and the human biology behind them, and finally, see examples of those tips in
a variety of different tools from across the industry.]
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[David has spent the majority of his 17 year career in the
games industry focused on tools design and workflow
productivity. He has spoken at conferences around the world
about how to apply user experience techniques in the design
of game development tools. David is an Autodesk Master
Award recipient, and recently published a book: "Designing
the User Experience of Game Development Tools". He
currently holds the position of User Experience Director for
the Technology Group's UX Team at Ubisoft Montreal.]
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