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LIMBIC ENTERTAINMENT

Founded in 2002

>110 employees

Studios in Langen & Cairo

2-3 projects developed at any given time
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TECH ART
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WHY ASSET MANAGEMENT?

>101.000 Assets in the project folder

18.100 Textures

8860 Meshes

20.052 Data assets

+ 2392 Videos

+ Engine assets

+ Source files (fbx, sbs, tga,...)

Every possible mistake happens at least once

“Being careful” isn't a valid approach
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WHY ASSET MANAGEMENT

Goals

- Flexibility

- Abscence of errors

- Speed

- Transparency

Methods

- Conventions

- Communication

- Tools
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ASSET CREATION

BlueprintMesh
Data 
Asset

Icon

Invention 
Data Asset

SnapSetup
Modular 

Set

List of 
Placeables

Material 
Set
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EXAMPLE: LODS

Do all meshes have LODs?
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SURPRISE
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VALIDATION

- Happens when saving assets

- Created in blueprints/C++
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VALIDATION

- Avoid spam

- Avoid false positives
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VALIDATION

- Trivial errors are fixed by the validator

- Mesh Import Settings

- Color Customization Data

- Shadow Casting
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VALIDATION

- Critical errors prevent submits



17

LEARNINGS

1. Create as much as possible procedurally

2. Ensure visibility

3. Detect and fix errors automatically

4. Don't let people submit critical errors

5. Use warnings for the remaining errors
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LIMBIC IS HIRING

Animator

Lead/Senior Artist

(Lead) Game/UI/UX/Level Designer

Narrative Manager

Console/Engine/Game/Graphics Programmer

DevOps

Student Internships



THANK YOU

haukethiessenHauke.Thiessen@limbic-entertainment.com hauke-thießen
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