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¢{Qué son

herramientas

para desarrollar
videojuegos?




¢Qué son?

“Cualquier hardware o
software que nos
facilite o asista al
momento de
hacer/crear/desarrollar
un juego’




string CutEmptySpaces(string str);

void ChangeFolder();




Crowd simulation




¢Por qué son tan
importantes?










Editor de niveles




Editores de hoy
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En proyectos
grandes

e Setups mas
especificos

e Menos
generales




Pros and
cons

e Control
e Tiempo

e Tener feedback
instantaneo




Data vs. visuals




Good tools keep designer
in flow state

Brett Taylor



Crear interfaces

Pipelines de trabajo

Tareas repetitivas

Procesos de importacion
Verificacion de archivos o assets







The Faster and more
efficiently we can
work, the more cool
things we can do.

Brett Taylor



Herramientas
mas comunes en
el mundo del
desarrolio de
videojuegos
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Tipos de
herramientas

Time saver

Content management
Programming tools
Testing tools

Content creator




Time savers




Time savers

WindowLaunchers RGUI.Field() Part1 X RGUI.MinMaxSlider() X
Q RGUI.Field() Part1 string some string float 0 0.1
0 RGUL.Field() Part2 bool = ref float = 0.2 0.3
d RGUI.Slider() . - int 10 50
int 12
d RGUI.MinMaxSlider() vector2
float 345
Q Fold / Folds X 0.5 0.7
: 2 color HSV 0.46 0.74 0.61 -
Q WindowLauncher / WindowLaunchers = y 0.8 1
; enum One Two Three
4 Misc vector3
enumFlags ® Flag001 ® Flag010 Flag100 . ;
X 0 0.5
vector2 x |0 y |0 y 0.2 0.7
vector3 x (0 y |0 z |0 z 0.3 0.9
vectord x [0 y |0 z |0 w |0 vectord
vector2int x |0 y |0 X 0 1
vector3int x |0 y |0 z [0 y 0.1 0.9
= & g ; z 0.2 0.8
rect x (0 y (0 width |0 height |0
w 0.3 0.7
rectint x |0 y (0 width |0 height |0
vector2int
rectOffset left |0 right |0 top |0 botto |0
= x 1 100
bounds y <) 75
center x |0 y (0 z |0 vector3int
extents x |0 y |0 z |0 X 80 100
boundsint y 30 70
Y position x [0 y [0 z [0 < ! =
N size x |0 y [0 z |0
H
- array 0
S
v 0
0
A 0
i e
Presets
list 0
Save
o




Content
management



Content management

Character Asset Asset Analysis Tool

Mesh, Material, Animation, VFX of

B3 B3 B3 Lo
PREFAB 3D FBX IMAGES
e Skins
e  Skills

Example of data extracted
3D FBX IMAGES

Champ Name: Garen

Attack Range: Melee

Lane: Top

Icon: Garen/Ul/Headshot

Prefab: G /Prefab
Sean Low s o el

Env: Demacia/Palace

Technical Art Director | o
. e CHAMP/ SKILL1 - SKIN2 variant vy
Riot Games Chation 78 Normtn
\ » PREFAB 30 FBX IMAGES
b . Skin 1 Dreadknight Garen
L ) | —— . FBX-Garen/Skin1/Ingame/FBX
s Vert Count: 1125

) N




Programming tools




Programming tools

7s
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Toesting
tools




Toesting tools

279.19 MB
117.71 MB
GFX: 26.11 MB

@ Unity has stopped working

?
We will now try to find a fix for the crash, Please wait, .,
Status: There is no fix available, Please report a bug,

Obtained 44 stack frames

0x00007ffbcdeBdd?a (frmodstudiol)

0x00007fbcdeb2617 {(fmodstudiol)

0x00007fbcdeb2480 (fmodstudiol)

0x00007fbcdebbfas (frnodstudiol)

0x00007fbcdeab3b2 (frmodstudiol)

0x00007fbcdf0edaa (frmodstudiol) FMOD::Studio::System::stopCommandCapture

0x00007fbcdf0?d7 (frodstudiol) FMOD::Studio::System:irelease

0x000002688808df64 (Mono JIT Code) {wrapper managed-to-native)

FMOD,Studio,System:FMOD_Studio_System_Hele?se (intptr) )

Go to crash logs [ FReport a Bug... I Open Unity Hub Close

reserved
allocated

| Clear | | Collapse | Clear on Play IC]ear on Build | Error Pause | Editor v | (9@ | [\ 14

o [11:34:46) Library/PackageCache/com.unity.cinemachine@Z.Z-.?/Runtime/TimeIine/CinemachineTrack.“cs(17,34;: erl
& [11:35:52] Split Animation Take Not Found 'Take 001"

ol L e
& [11:35:55] File 'Adam_Walk' has animation import warnings. See Import Messages in Animation Import Settings for m
& [11:35:56] File 'Lu_Walk' has animation import warnings. See Import Messages in Animation Import Settings for more
& [11:35:59] Lighting data asset 'LightingData’ is inconsistent because 5 files out of 24 are missing. Please use Genera
& [11:35:59] Lighting data asset 'LightingData’ is incompatible with the current Unity version. Please use Generate Ligh

/% [11:35:59] Lighting data asset 'LightingData' is inconsistent because 5 files out of 24 are missing. Please use Genera
Animation Clip __preview__Take 001 contains negative time keys. This may cause your animation to look wrong, as negati
keys are not supported in compressed animation clips!




Content creator
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Editor de tiles

Es una herramienta de alineacion.

Definir tamano y separacion de tiles.

Crear comportamientos para el tile.

Tiled.
Unity Ti
Paper 2

e Editor.

D Tile Sets (Unreal).




Editor de tiles

I

fle Edit View Map Layer Help
B & &P & @e o

“temaintmx X | staggered.tmx 3 | sewers.tmx 3 | deserttmx %

Mini-map

s
=

<l D) | Jerrains | Tiesets
11,6 Current layer: Ground

[100% | v




Editorde texturas

e Creary definir.
e Procedural o E] M‘
tradicional.

=)




Editorde texturas

File Export Examples Texturelab

2D View Editor Properties

Save Tile Center Resolution: 1024x1024 v | RandomSeed: [§¥ 'V Base Properties

Texture Channel

normal

¥ Properties

Strength

- emm

Tiling: 1x v




Modelado 3D

e Generar meshes
para renderizar

e Creacion de UVs

e EXportar
modelos para
engines

AUTODESK’
MAYA’




Terrain tools

e Son una herramienta de modelado.

e Mediante brushes crear diferentes
modelados.

e Permite colocar objetos como arboles.

e Integrada en engine.

4 Lendscape K vt a

Noise
Blueprints G

rmen

4Brush Settings
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Creacion de materiales

e Crear materiales de forma sencilla
e Se basa en nodos
e Integrada al engine

M_Fresnel & RoughnessBias

E Save B0 Browse G Apply Q Search ﬁ' Home _?_ Hierarchy v (G Live Update v & Clean Graph v ,: Preview State v 'G; Hide Unrelated : Ci Stats m Platform Stats

Perspective @ Lit Show Rouaghnes: s D

Texture Siar;pgiii - (o] Contrast
RGB @ ———— | @ In(S) Result @ RoughnessBias
Tex R @ Base Color
Apply View MipBias » i @ Metallic
- Add v Clamp (Min=0) (Max=1) v O Specular
AOD A —eo o @ Roughness
RGBA O B Min O Anisotropy

Max O» Emissive Color

Roughess bias

O Normal

O Tangent

o= ct @ O World Position Offset




Animator

La herramienta que nos permite dar
vida a nuestros modelos o sprites.

Generar movimientos de objetos en
el juego.

Interpolaciones.
State machine.







Sistema
IMGUI



Sistema IMGUI

Immediate
Mode
Graphic
User
Interface




Unity Editor Cycle




Editor Life cycle

Reset
OnDrawGizmos
OnDrawGizmosSelect
OnGUI

OnSceneGUI
OnlInspectorGUI

Etc...




— Initialization

—— Editor
Start = ol ever caled ance o 3 gven srpt St Initialization

Physics

S }

( OnfrggenoX_ )
A

A
- e

(et Wt rF e )

Input events

AL
Game logic
OrPreCul )
(" OrBecamevisble )
ﬁ“o'“,ﬂ—\;""’“ ! Scene renderin
(_OnRenderObios ) g
OnPomRenter |
(E _J Gizmo rendering
OnGUI is cafled multiple time per frame update. [ OnGUI 73 GUI I’endering
v
;‘_v-;“ e ) End of frame
(" ovepteatenpaee ) Pausing
e Wy
L WI )]
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Controles



//Anatomia
Tipo.Control( ,contenido)

//Type
//GUI o GUILayout como clases

//posicion
//Rect vs Layout

//Contenido
/ /Pueden ser campos, textos o texturas
Ejemplo:

GUILayout.Button( Rect(), "Platzi”)




//Anatomia
Tipo.Control( ,contenido)

//Type
//GUI o GUILayout como clases

//posicion
//Rect vs Layout

//Contenido
/ /Pueden ser campos, textos o texturas
Ejemplo:

GUILayout.Button( Rect(), "Platzi”)




width

height

yMin

yMax

xMin

xMax




//Anatomia
Tipo.Control( ,contenido)

//Type
//GUI o GUILayout como clases

//posicion
//Rect vs Layout

//Contenido
/ /Pueden ser campos, textos o texturas
Ejemplo:

GUILayout.Button( Rect(), "Platzi”)




GUI vs GUILayout



Controles

Buttons
Toggles
Slider
Text Field
Toolbar

string
bool
int
float

color

enum
enumFlags
vector2
vector3
vectord
vector2int
vector3int
rect

rectint

rectOffset

bounds
center
extents

boundsint
position
size

array

HSV 0.46 0.74 0.61

One Two
® Flag001 ® Flag010
X

X

z |0
width |0

width |0

top

Three

Flag100

height
height

botto
m




Gizmos y Handles

Debug visual
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Shortcuts uatiles
del editor

Context menus y attributes



Attributes




Attributes

Property Attribute Property Drawer




SerializedProperty/Object

o,
) Untagged Default

Serialized Object 2.515194 0.347101 11.96712
: 0 0 0

1 1 1

1
0
0.05

Serialized Property = <«— ,

None
Discrete

e intValue
e floatValue
e stringValue
e objectReference
Value

e etc




Custom Editor




Editor Window




Serializacion




Serializacion




Publico o con el atributo serializedField.
No se permite estaticos.

No se permite constantes.

No se permite tipos read only.
Listas y arrays con tipos serializables.




TIipos que pueden
sor serializados

Datos primitivos (int, float, double, bool,
string).

Enumeradores.

Tipos built-in de Unity (Vector2, Vector3,
Rect y demas).

Structs (con atributo).

Custom classes (con atributo).

Arraysy listas.




