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Chadllenges




Chadllenges

New vision




Chadllenges

New vision

New and Old player expectations
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Chadllenges

New vision
New and Old player expectations

Difficult development reality







LONG Journey From Pre-Production to Alpha
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LONG Journey From Pre-Production to Alpha







We needed to accelerate.




Were we properly validating our work?
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Playtests weren't telling us any new
iINformation




Playtests weren't telling us any new
iINnformation

) No global process
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THIS GAME 1S
BIGGER THAN I
WAS EXPECLTING



The Vdlley of Doubt

We dontheed it
Waste of time
t's too late

What albout stability?
What if it doesnt help?






Mathijs de Jonge Lambert Wolterbeek Muller
Game Director | ead Producer



Youhaveto go ALLIN
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Why Playtest? « Goals  TestFrequency . TestTypes - Data



Why Playtest?
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Validate our implementation

by getting actionable data
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Playtest Goals




Need to be clear and measurable
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Playtest Goals

Need to be clear and measurable
Need a strong production backbone

Need a way to measure success




lest Frequency
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lTest Frequency

There's always another playtest

Consistency is key
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There's always another playtest

Consistency is key




lTest Frequency

There's always another playtest
Consistency is key

Each test builds upon the last







TestTypes
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TestTypes

Unguided Playthroughs
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Unguided Playthroughs
Usability Tests




Unguided Playthroughs

FiNnds the Pain Points




Unguided Playthroughs

FiNnds the Pain Points

Looks at the whole game




;\. Unguided Playthroughs

FiNnds the Pain Points

Looks at the whole game

With as little interaction as possible




Unguided Playthroughs

FiNnds the Pain Points

Examples:

Overall pacing

Narrative comprehension
Difficulty balancing

Economy and Progression tuning




Usability

Deep Dive
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Usability

Deep Dive

Isolates the root cause of the Issue
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Usability

Deep Dive

Isolates the root cause of the Issue

Conducted in small sessions




fo

y 2 o

m O

— S B
S,m S N
m GWO S _
- Xh._m O 0O
be -ACO n m
> v c o Y . =
OS5 $29<c 9o O
S% m.m%%tn\_u 0
© 23385 3x 9
UD S Y3 < 0 S <

AN ......,_,”.,//.//./.w.:.l.,‘ 5




Meaningful Data
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Meaningful Data

How we asked for it

* Undirected = Volunteered




Meaningful Data

How we asked for it

* Undirected = Volunteered

Frustrating ® 1
Confusing:/ }




Meaningful Data

How we asked for it
* Undirected = Volunteered
» Directed = Asked by us

SURVEY

“Frustrating ®
Confusing :/




Meaningful Data

Undirected Feedback

Plyrs Subtracted from OVERALL undirected
4 || XPL (Valkyries, Realm Tears) too difficult
2 | Misc. bugs (red sap bug, etc.)
|] Finding resources

2

1 | Some enemy attacks hard to read (ranged attacks)

1 | Off-screen indicator hard to track in combat

1 | Finding angle to through axe at objective

1 | Boring boss battles

1 | Frustrating that Kratos auto-descends after kicking chain down

ected Feedback

Categ Major Game Elements

Combat Combat | Enemy difficulty
World World | Health Pickups (Number, Location)
Combat Combat | Unarmed Combat

Combat Combat | Camera Control
World World | Using the Compass

World World | Using the Map
World World | Climbing, Leaping, Traversal
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Meaningful Data

Undirected Feedback

Plyrs Subtracted from OVERALL undirected
4 || XPL (Valkyries, Realm Tears) too difficult
2 | Misc. bugs (red sap bug, etc.)
ﬂ Finding resources
| Some enemy attacks hard to read (ranged attacks)

| Finding angle to through axe at objective
| Boring boss battles

2

1

1 | Off-screen indicator hard to track in combat

1

1

1 | Frustrating that Kratos auto-descends after kicking chain down




Categ
Combat
World
Combat

Combat
World
World
World

Meaningful Data

Feedback

Major Game Elements

Combat | Enemy difficulty

World | Health Pickups (Number, Location)
Combat | Unarmed Combat

Combat | Camera Control

World | Using the Compass

World | Using the Map

World | Climbing, Leaping, Traversal




Meaningful Data

SImplifying helped us build consensus




Meaningful Data

EAch department wants
different datal!




Breaking it Down

Playtest Goals — Clear and measurable

Playtest Frequency — Stick to it

Test Types — Use to your advantage

Meaningful Data — Consider who it’s for
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Unguided Playthroughs validated
Usability validated Function

Fantasy and

Funct







Boat Pillars

EXplore —
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Bodt Feedback

FANTASY ... Why so much boat?
FUNCTIONAL ... Slow and difficult to control



Bodt Feedback
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FUNCTIONAL ... Slow and difficult to control



Boat Updates

« Generdadl speed tuning
« Control and feel improvements
« Camera adjustments

* Dock points on map
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Takeaway

Boakt




Takeaway

Boakt

Be careful reacting to feedback,
especidlly If the design intent isn’t fully
redlized
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Atreus: He saved your life!






Kratos:

Only a parent ca
TN T

-
R
B

o e

[

-

n understand.

= T

-

-



v

Takeaway

Freya & Baldur
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Takeaway

Freya & Baldur

Be willing to listen
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“The Puzzle Solving
IS aBORFE”




“Imagine you ordered
aMeatLover’s Pizza®




“‘But when your
pizza arrived there
was more olives
than meat!”




‘Il went In expecting

lots and lots of action,
lots of meat onmy
pizza, but NO”
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Takeaway

Olive Pizza Guy

The game might not resonate with
everyone
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- lakeaway

Olive Pizza Guy

The game might not resonate with
everyone
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GIVE ME A STORY
GIVE ME A BALANCED EXPERIENCE
GIVE ME A CHALLENGE

GIVE ME GOD OF WAR

“Give Me a Balanced Experience” is for players who want an _ -
adventure that's reasonably challenging.




GIVE ME A STORY
GIVE ME A BALANCED EXPERIENCE
GIVE ME A CHALLENGE

GIVE ME GOD OF WAR

“Give Me a Balanced Experience” is for players who want an _ -
adventure that's reasonably challenging.
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" Difficulty Modes

Get critical features in front of
playtesters as soon as possible!

Look at feedback from all sides




Takeaways

Difficulty Modes

Get critical features in front of
playtesters as soon as possible!

Look at feedback from all sides

Difficulty does not equal enjoyment




AllSummedUp




AllSummedUp

Playtesting iIs not meant to question
your vision, but it measures how well
you redlized it
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AllSummedUp

Playtesting iIs not meant to question
your vision, but it measures how well
you redlized it

It takes time
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| Thoughts

 Live streamed all the tests
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| Thoughts
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 Live streamed all the tests

* Playtests reinforced through

BAARS B) 01'.\ bz
A 1% . ¥
X e\
. -

SRR

leadership

., 4




IS critica

s L
c £ ¢
g 2
R :
.r..d
5 5 O s
3 33 .w
& £% :
& m.m %
O 3k
g eﬂam
s : iE
: a O .m
: fr




Final Thoughts

 Live streamed all the tests

* Playtests reinforced through
leadership

* The relationship with QA is critical

« Reduce barriers for User Research







BUILD YOUR GOD OF WAR GDC AT:

JOIN US AT GBC 2019

SCHEDULE.GDCONF.COM
# BRUNO VELAZQUEZ - Animation Director = ]ASON MCDONALD Besiqn Director
God of War: Breathing New Life into a Hardened Spartan < ANIMATION BOOTCAMP @ Taking an Axe to God of War Gameplay + DESIGN
MONDAY, MARCH 18 * 10:00AM - 11:00AM + ROOM 2010, WEST HALL \ THURSDAY, MARCH 21 *© 10:00AM - 11:00AM + ROOM 303, SOUTH HALL

MELISSA SNHIM © Senior Animater
Animation Bootcamp: Animation Tricks of The Trade < ANIMATION BOOTCAMP
MONDAY, MARCH 18 * 4:40PM - 5:10PM + ROOM 2010, WEST HALL

ERICA PINTO - Lead Narrative Animatoer
Keyframes and Cardboard Props: The Cinematic Process Behind God of War « VISUAL ARTS
THURSDAY, MARCH 21 © 11:30AM - 12:30PM + ROOM 2001, WEST HALL

AXEL GROSSMAN  Lead Technical Character Artist
Sony Santa Monica Presents: God of War (Presented by Autodesk) « VISUAL ARTS
MONDAY, MARCH 18 * 4:40PM - 5:10PM + ROOM 3020, WEST HALL

MIKE NIEBDERQUELL * Lead Seund Desiqner
The Sound Design of God of War - AUDIO
THURSDAY, MARCH 21 « 2:00PM - 2:30PM + ROOM 3002, WEST HALL

ROB PAVIS © Lead Level Desiqner
Level Design Workshop: The Level Design of God of War « LD SUMMIT
TUESDAY, MARCH 19 © 11:20AM - 12:20PM + ROOM 301, SOUTH HALL

SH/\TN/\ MOON - Associate Producer

Shipping Greatness: Practical Lessons from Audio Production on God of War - PRODUCTION
THURSDAY, MARCH 21 * 3:00PM - 3:30PM + ROOM 3002, WEST HALL

ERICA PINTO - Lead Narrative Animatoer
What They Don't Teach You in Art School: Lessons for First Time Leads - ART DIRECTION BOOTCAMP
TUESDAY, MARCH 19 « 1:20PM - 2:20PM - ROOM 2001, WEST HALL

HAYATO TOSHIOME Sr. Stcuff Technical Combat Besiqner
Raising Atreus for Battle in God of War - DESIGN
THURSDAY, MARCH 21 « 4:00PM - 5:00PM - ROOM 2005, WEST HALL

RUPERT RENARD * Senior Programmer
Wind Simulation in God of War - PROGRAMMING
WEDNESDAY, MARCH 20 © 10:30AM - 11:00AM + ROOM 303, SOUTH HALL

]OSH NOBSON ' Lead Rendering Programaer
The Indirect Lighting Pipeline of God of War - PROGRAMMING
THURSDAY, MARCH 21 * 4:00PM - 5:00PM - ROOM 2010, WEST HALL

RUPERT RENARD - Senior Preqrammer
Disintegrating Meshes with particles in God of War - PROGRAMMING
WEDNESDAY, MARCH 20 - 11:30AM - 12:00PM + ROOM 303, SOUTH HALL

SEAN FEELEY - Sr Staff Technical Artist
Interactive Wind and Vegetation in God of War - DESIGN
THURSDAY, MARCH 21 * 5:30PM - 6:30PM - ROOM 2005, WEST HALL

ED DEARIEN & ]EET SHRORF © Assistant Preducer & Gcmeplay Director
Playtesting God of War -+ PRODUCTION
WEDNESDAY, MARCH 20 - 2:00PM - 3:00PM + ROOM 2001, WEST HALL

CORT BARLOG ' Creative Director
Reinventing God of War
FRIDAY, MARCH 22 - 10:00AM - 11:00AM + ROOM 303, SOUTH HALL

KOR/\T NAGEN ° Senior Preqrommer MINIR SNETHN & ]EET SHROKRRK - Lead Combat Desiqner & Gomeplcy Director
The Future of Scene Description on God of War - PROGRAMMING \é & Evolving Combat in God of War for a New Perspective - DESIGN
WEDNESDAY, MARCH 20 © 2:00PM - 3:00PM + ROOM 302, SOUTH HALL I qlgy/ FRIDAY, MARCH 22 « 1:30PM - 2:30PM - ROOM 2005, WEST HALL

DORI ARAZI - Directer of Photegraphy
Creating a Deeper Emotional Connection: The cinematography of God of War « VISUAL ARTS
WEDNESDAY, MARCH 20 * 3:30PM - 4:30PM + ROOM 2005, WEST HALL
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Santa Monica Studio

Our journey
Your story

We'e hiring for what's next!

We're expanding our family across disciplines and would [ove
[0 meet you. Please visit sms.playstation.com/careers for all
openings or drop us a line at sms@sony.com

@ santamonicastudio y @ SonySantaMonica n @ santamonicastudio




Q&A .

eddearien@sony.com
leetshroff @sony.com
kevinkeeker@sony.com

¢[lp® SIE Worldwide Studios
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