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In the metaphorical game development gold rush,
there are the devs out hunting for gold, and there
are the people making shovels for them.

February 13, 2018 | By John Harris

Nexon OC Studio
Game Director

Telltale Games
Gameplay Designer

L

If you are such a shovel-maker, you know that your
task is a sometimes obscure one. Instead of
developing software to be used by hundreds of
thousands, you're trying to use precision-engineering
to keep your developers in the zone and at their best
game-making capabilities.
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Fortunately for you shovel-makers, there's a champion for you in the halls of Ubisoft (and at GDC). He is,
of course, the talented David Lightbown, and lately he's been talking_to the people who developed some
of the game industry's classic tools on Gamasutra.
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Back in December, we were lucky enough to be joined by Lightbown for a conversation about the history
of the Unreal Engine and the tools that influenced its creation. During our chat (which you can see up
above), he also shared some useful thoughts about the work of tool development that we've transcribed
for you down below.
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Bryant Francis, Editor at Gamasutra

David Lightbown, UX Director at Ubisoft Technology Group
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Episodic design 2.0 -
Gameplay and

Why We Study Game UX History

Lightbown: I think that knowing the history of something is super important; if you don't know the
history of something you're doomed to repeat it. I think that understanding the history of game
development tools is really helpful as a designer, as a tools developer, to help you understand why certain
decisions were made. And to also not try to not repeat those same mistakes.
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So it's the same thing as trying to retain this history and learn more about it and not making the same
mistakes. My next step that I wanted to do was to contact a bunch of other people and see if they wanted
out these UBM Tech sites: to talk about their stuff, and that got me a connection to Tim Sweeney, which is how I was able to sit
.................................................... down with him at GamesCon this year in Cologne, Germany, and talk with him about the origins of

UnrealEd 1.0.

L A, Taking_Personal Research Into Day Job at Ubisoft
Francis: I'm going to quiz you about your work at Ubisoft for a moment. We were talking earlier about
the Ubisoft Assassin's Creed Origins cinematic tools. I'm curious, you've spent all this free time diving into
the tool's history, we've looked at these four tools today on Unreal Engine... what, in your work on that
specific tool, how have you linked your research with your work?



http://www.indiegames.com/blog
http://www.gamecareerguide.com/
https://www.gamasutra.com/blogs/PascalLuban/20180212/314514/Episodic_design_20__Gameplay_and_storytelling_at_its_best_Part_2.php
https://www.gamasutra.com/pressreleases_index.php
https://www.gamasutra.com/view/pressreleases/314351/CONARIUM_TO_HAUNT_MAC_AND_LINUX_USERS.php
https://www.gamasutra.com/view/pressreleases/314349/THE_SEVEN_DEADLY_SINS_KNIGHTS_OF_BRITANNIA_PRE_LAUNCH_TRAILER.php
https://www.gamasutra.com/view/pressreleases/314345/NEON__Launching_on_Steam_tomorrow.php
https://www.gamasutra.com/view/pressreleases/314340/Merge_Games_partners_with_Angry_Mob_Games_to_bring_party_fighting_game_quotBrawloutquot_to_retail.php
https://www.gamasutra.com/view/pressreleases/314341/Shoppe_Keep_2_Character_Creator_Preview__Available_Today.php
https://www.gamasutra.com/pressreleases_index.php
https://www.gamasutra.com/pressreleases/rss/
https://www.gamasutra.com/contactus
mailto:kgraft@gamasutra.com
mailto:alex.wawro@ubm.com
mailto:chris.baker@ubm.com
mailto:libby.kruse@ubm.com
https://www.gamasutra.com/contactus
mailto:support@gamasutra.com
mailto:news@gamasutra.com
https://www.gamasutra.com/static2/comment_guidelines.html
https://www.gamasutra.com/static2/blogsubmissions.html
https://www.gamasutra.com/static2/howwework.html
http://www.ubmgamenetwork.com/online/
https://www.amazon.com/Blood-Sweat-Pixels-Triumphant-Turbulent/dp/0062651234
https://www.amazon.com/Dealers-Lightning-Xerox-PARC-Computer-ebook/dp/B0029PBVCA
https://en.wikipedia.org/wiki/PARC_(company)
https://www.gamasutra.com/blogs/DavidLightbown/20170223/289955/Classic_Tools_Retrospective_John_Romero_talks_about_creating_TEd_the_tile_editor_that_shipped_over_30_games.php
https://www.gamasutra.com/blogs/DavidLightbown/20180109/309414/Classic_Tools_Retrospective_Tim_Sweeney_on_the_first_version_of_the_Unreal_Editor.php

Lightbown: You know, it's funny actually, I can't really necessarily talk in too much detail, but I can say,
if you are going to build a cinematics tool for a game engine, it is, I think, imperative that instead of
sitting down and starting to write code right away, that you familiarize yourself with how these problems
are solved in other software as much as possible.

So, in the case of a cinematics editor, go and look at Adobe Premiere, go and look at After Effects, any
other non-linear editor. Even audio software. Ableton, Sonar, yes, they're for editing audio files, but the
way in which they represent a timeline and how they let you drag and drop your elements and how you
manipulate them. There is a consistency in some elements, of how you do that. I think it's so important to
figure out what those consistent elements are, and to try to make your tool resemble those consistent
interactions as much as possible, because if someone's used Premiere or any other non-linear editor, and
they open up your tool, they'll be very familiar with how it works right off the bat.

Especially in my work, one of the things that I spend a lot of time doing is just research, being familiar
with the tools that are out there, with their history obviously, but being familiar with how they work, and
why they do things the way they do. Just because somebody does something a certain way doesn't mean
that you should, you have to question some of those things sometimes.

I kind of think about it as like, natural evolution. There
are some species that have evolved a certain way, in a
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It S lmperatlve thatl certain environment, and they've died off. And the same
instead Of sitting thing goes with certain types of software and

interactions. If many interactions are difficult to use, that

down and starting to software might not have as much success being adopted

- - and used by people, and then it dies off and the ones
write COde rlg ht that have easier interactions are going to survive, and

other people are going to look at those and evolve
away’ that you themselves off of those.
familiarize yourself
- So it's sort of like survival-of-the-fittest, to a certain
Wlth hOW these degree. It's not necessarily our job to reinvent the way
problems are solved that we use this software. Go out and look at how other

people have solved these same problems, spend some

in other software as time and I think it really saves you time in the long run,

. " because instead of coming up your own idea, look at how
mUCh as pOSSIbIe' other people do it, implement it that way. Your users will
find it more familiar and also you're going to save time,
as opposed of designing yourself. You have a great
example right there that you can play with an understand
how it works.

Developing Tools For Other Cultures

Francis: You were working under the Ubisoft Technology group. You're working, at least to my
understanding, in the middle of a company that has studios around the globe. There are people who
speak different languages. I think, as game development gets more global and grows, we're also dealing
with the fact that different languages literally have different ways that words are structured. So as a
person who makes tools for other professionals' use, if those professions come from another language do
you have any thoughts about interactions for other languages and cultures, looking towards the future?

Lightbown: That's a great question. It's certainly something that I've thought about, that I've been
asked before and I've done some research on this. My understand, again it goes back to what you're
familiar with. There was a time when something like Windows was not made to adapt to other cultures. It
was made with a specific set of cultures in mind, a specific set of languages. But it was used outside of
those cultures, and the people who used it have adapted to it, and it has become what they are familiar
with, it has become their "normal," so to speak.

My understanding is, you can have certain cultures where colors have a different meaning as opposed to
what they mean here. But based on the research that I have read, my understand is that, in the context
of a computer software application, people understand that this is different, that red, for example, might
mean error. They understand that it doesn't necessarily mean something that is more applicable to their
culture.

They are able to separate the two, and they understand that, in this context, these icons and colors mean
this, and in my cultural context it's different. However, there is something to be said about developers
understanding those people that is so key. Understand the people using your tools, understand what's
natural to them, and try to adapt your tool to make it familiar to them. It'll make it all the easier and
comfortable to use, they'll use it more and more, they'll tell their friends about it, and it can have a
snowball effect from there.

For more developer interviews, editor roundtables, and gameplay commentary, be sure to follow the
Gamasutra Twitch channel.
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