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What It game development was a video game?



Team memibers are the plavers



N a playtest, now would you score?



guestions

| know what | have to do and where | need to go?
| have clear objectives?
| know the success conditions and how to progress?
| know If | hit or miss a target?
Signs & feedbacks are clear?
| always know my level of progression?



Tun~



gameception paradox
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Smilegate’

Barcelona
a proposal: & e,C||oe or' eh b\n
creation pipeline . - rod’uction p||oe|ine
practical and proven ~~ theorieal oracademic
imperfect..“ == 3 recipe applicablei« as is »

adapted to game-@k ;-«_.;_,,.@,Iepment = i pR& size fit all management trend

e ;:'-f’:ﬂr:;— > i . JM’Z ";\& TR

Seb’s visionmof creation process Ubisoft standard for production



vision of production

QUALITY

QUALITY s the MAIN SUCCESS
CONDITION for the Project

Smilegate’
Barcelona

BUDGET e e TIME



Vision of Collective Creation

quality of your creative process
come from
the quality of your debate
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—ar Cry New Dawn

Key Performance Index

¢ Quality
» # of Validations

¢« On Time / On budget

» 1# of Misdirection
» 1# of Regression

e Fun!
P Collective desire to do another one together



glopal status

1% n . . 14+, 19+

2 563 563 563 563 &0 563 105 563
TO DO CB F 50 FPROTO ALFHA BETA

Issue Count by MFL_AI_Smart

= || Ex o -| 5 = || MF = || Team = || MF - - - || e0_8 Team = F TE =

MFL_Status / 2D Rich Filter Statistics (Issue Count) O =
MFL Category W3a WG W7 LB Was W40 W1 Wwaz W4z W44 MNone T
CORE 1] 0 0 0 0 0 0 0 0 0 1 1
NPC(S) 0 1 0 1 0 1 0 0 0 0 0 2
Homebase 1 0 1 1 il 0 0 1 1 1 2
COOoP 0 1 1 0 0 0 0 0 0 0 1 2
Celebrations 1 0 0 0 1 1 0 0 0 2
ife System 0 0 2 0 1 0 0 1 0 0 3
Expeditions Mechanics 1 0 1 0 0 0 1 0 1 0 3
Oasis 0 0 0 0 0 0 0 0 4 4
GFH 0 1 1 1 0 0 0 2 1 4
Gadgets 0 0 0 0 0 0 0 0 0 0 4 4
Economy 0 0 1 0 0 0 0 0 0 1 2 4
Biome 1 1 1 1 3 2 2 1 0 0 5
Al - Core 1 1 0 2 0 1 2 2 1 8
Outpos| 3 0 5 5 1 5 4 0 10
Expedifions 1 2 T 3 0 0 9 0 0 0 0 10
Treasure Hunt ] i} 0 [} [} [ 0 0 12
Player — 3C 1 1 0 2 0 3 3 4 13
Factions 6 1 i 1 10 2 2 1 1 13
Char 5 2 ] 1 1 1 4 5 1 16
Open World Mechanics 4 0 0 0 1 0 0 1 0 0 12 [
Al — Behaviors 3 0 5 0 4 ] 3 1 21
Avatar 10 3 2 9 4 9 9 1" 6 4 1 22
Presentation 10 2 2 3 3 0 ] 3 4 24
Vehicles 1 0 0 2 0 3 0 ] 14 0 3 28
7 1 3 10 8 6 7 1 0 0 28
8 8 T 10 4 8 5 4 2 1 38
1 4 1 10 0 26 43
Open World 1 0 0 25 19 16 0 0 0 0 .
Weapons 1] 0 0 15 0 13 0 7 10 0 20 75
Total: 59 26 42 107 58 &8 50 107 58 29 82 458
455 tofal issues Issue Count by Weeks / MFL Category




SsCope status

status breakdown

features

Status
Total Issues: 563
2 317 80 105 (" m proro o )
Beta 105 @&—@ GOOD
TO DO CB FSO | PROTO | ALPHA BETA
- . Alpha 80 J
(" | Fso 42 )
A NOT GOOD % mcs 1
\ To Do 2 J
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status cefinitions

NSl Fcature is MEANINGFUL & FEASIBLE for directors & leads.

DEVELOPABLE

Lo Feature is DEVELOPABLE for any project members.

ENJOL\;ABLE Feature is PLAYABLE & FUN by directors of the project.

PLAYTEETABLE Feature is PLAYTESTABLE by player outside of the project.

REV'ELVQ/ABLE Feature is REVIEWABLE by a journalists or the market.

© Sébastien Ebacher « GDC2022 « Emotion Based Creation Pipeline



status cefinitions

SL@EI.,A.EéE Feature is MEANINGFUL & FEASIBLE for directors & leads.

DEVELOPABLE

READY Feature is DEVELOPABLE for any project members.

ENdiIIA,ELE Feature is PLAYABLE & FUN by directors of the project.

PLAYTESTABLE - : .
CONFIDENT Feature is PLAYTESTABLE by player outside of the project.

RE\QEC\;\(’ADBLE Feature is REVIEWABLE by a journalists or the market.
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creation pipeline

STARTABLE
EXCITED

Creative
Brief

validation process

GO
NO GO

DEVELOPABLE
READY
Feature
Sign-Off .
A
GO
NO GO

ENJOYABLE
HAPPY

Playable
Prototype

PLAYTESTABLE
CONFIDENT

Feature is
Playtestable

GO
NO GO

REVIEWABLE
PROUD

Feature is
Reviewable

'y

GO

NO GO

NO GO



creation pipeline

validation loop

- experts - veto ~ status definitions

BLE . .
. Feature is MEANINGFUL & FEASIBLE for directors & leads.
* Executive Producer I EXCITED

* Creative Director

* Producer(s)
SYNC < * Director(s) > <
¢ Lead(s)

* Feature Owner
* Feature Co-Owners

Feature is DEVELOPABLE for any project members.

Feature is PLAYABLE & FUN by directors of the project.

Feature is PLAYTESTABLE by player outside of the project.

Feature is REVIEWABLE by a journalists or the market.

ART « TECH « DESIGN =/ \_
MANAGEMENT

STARTABLE
EXCITED

DEVELOPABLE ENJOYABLE i PLAYTESTABLE REVIEWABLE

READY T HAPPY T conFipEnT |8 PROUD

i Feature Playable Feature is V[ Featureis

Creative Brief { Sign-Off Prototype ! i Playtestable 1| {  Reviewable
GO GO GO GO NO GO
NO GO NO GO NO GO NO GO DONE
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detinition or done

= DONE

lipeline
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global progress in real-time
PROJECT STATUS | % per TARGET

PAPER

- 1%
2 563
TO DO

________________________________

ENJOYABLE
(89% HAPPY)

563
CB

. 147,

80 563

________________________________

(33% CONFIDENT)

project status

563
FSO

' 19%

105 563

IN-GAME

~o -
_____________________________
4

REVIEWABLE
(19% PROUD)



oroject status

f Validation Status
OPEN
STARTABLE
DEVELOPABLE
ENJOYABLE
PLAYTESTABLE
REVIEWABLE
\\\\UHJDATKHQSCOPE

#

2
17
42
317
80
105

563

67.4%

VALIDATIONS STATUS

1897/2815

Total
0
17
84
9571
320
525
2815

Cumul ﬁ\\

0
17
101
1052
1372
1897

67,4% ///
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september objcctives

- N r N - N
PROTO ALPHA BETA
N Y N Y N Y
ENJOYABLE PLAYTESTABLE REVIEWABLE
(HAPPY) (CONFIDENT) (PROUD)

VALIDATION TARGET
validations/week
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october cchievements

'PROTO "ALPHA " BETA
71%
- 63validations  ~ - 235 validations - 120 validations /
ENJOYABLE PLAYTESTABLE REVIEWABLE
(HAPPY) (CONFIDENT) (PROUD)

508

validations

Sébastien Ebacher « GDC2022 « Emotion Based Creation Pipeline




JIRA project status

At the end of Far Cry New Dawn

MFL_BETA_CLOSING_RICH @

TEAM was 100% PROUD
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paradigm shift

QUALITY

Smilegate’
Barcelona

BUDGET e * TIME

TASKS > ATURES
COMPLETION VALIDATIONS




change O mindset
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Scope Management

A Teature Is Not a task



Scope Management

The Master Feature List



aster eature

ist

Start «with building vour Master Feature List

ISSUE TYPE:
SCOPE MANAGEMENT

Validation Status

Feature Priorities

Owners & Co-Owners

Validation Roadmap

Validated Designs & Documentation
Dependancies

Activities Tracking

Splinter Cell 6 y SCVI-15878

. [MTL] [SPY] TORSO - DIGITAL GHILLIE

&£ Edit Assign  Assign To Me  Comment  Mare Actions ~ Reviewed = Cut = Mot Alpha Yet
Details
59FS0 Status s Alpha
Priority P1 Fix Version/s PreE3 PressTour
Component/s Game Design
Labels Ghost  Torso

Field Tab | MTL Specific | MTL ROADMAP

Scope Componen t Armor Part
Ubi Priarity
A feature IS NO1
Prod Value Gold
a task
|
Market Impact High
Faction Spy

Dependency vs TO:  No

Description
FS0 for the new Spy Cloak mechanism

http-/iwarld/project/splinter_cell_6/Montral/SCE-FSO-ArmorParts_DigitalGhillieSuit xlsx

N P PV NI Y L O e

Issue Links
st i, i~ e A e ' S e Y LS Y r‘”‘“‘ Pt o ‘-\.*x‘__\_‘__.r"‘ o, e N P N
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Collective Intelligence

VALIDATE

ANALYZE

DATA
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Scope Assessment Process

COLLECTIVE ANALYSIS & DEBATE on the GAME SCOPE. done
oy your EXPERTS, to VALIDATE individual FEATURE DNA

Master > Experts > Scope
Feature List G EWAE Assessment
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experts iIndividual analysis

Experts
< G EWAE <

/ ( PROJECT IMPACT | \

PRODUCTION COST

A VAN A < RISK / COMPLEXITY

QUALITY TARGET

& METACRITIC / PLAYER XP J




—cature DNA

Specific attributes attached to a feature pased on
expert analysis of selected evaluation criteria
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- HIGH \\\
- MEDIUM

- LOW

- HIGH

- MEDIUM

- LOW

- HIGH Al A
- HIGH

- MEDIUM

- LOW

- HIGH

- MEDIUM
- LOW ,//
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SCope assessment

GP TEAM GF STATUS TEAM PB GPTEAM ‘PROJEC‘I IMPACT TEAM PROD CO TEAM RISKS TEAM QUA AR TEAM METACRITIC
o gl |2 = g = AE . =
GF Scope . 8,0»—55# PB PAPEL oro gl Z|8 =48 PrOD on FRERES 3 522 3 % - 2 2 5122
Component Summary Assignee G 8 N 8 § g g .0- PA ol I~ s 6 0 (818 s Lo (88 '6 R @ ; g 8 (818
- o< - gle|a|m u (=4 - 4 <|3|Z|F R XP w
. . - -~ -1-1-1-1-]- v|~vl-l~ vl|lv| iv|l~]l~ v|ll«|[~][+]~ v|[«|[+]|~|~ v|[+|l~]|~]~ v|[~][~]]+
Core Mechanics |Blind Fire Sebastien Ebacher ofojo 0f0|4 2 5 2 5 d 1 5 d 1 L} On p 5 d 1
Core Mechanics  |Player Hit Reaction Sebastien Ebacher 0|0 0]0|4 2|5 212 1 |I6 112]2 |5 & 1 1 5 1]12] 2 |8 ed 1 1|
Core Mechanics | Contextual Navigation Martin Jansen 0foM2|2]0]4 2|5 2 5 LIV 1 [ Hig 2 5 [¢ 5 d 1 11
Core Mechanics |Grenade usage Fredrik Thylander 0]0]0 1/0[4 2|56 2 5 Riv 2 5 d 2 5 Lo 1 1 |ES d 2 i
Core Mechanics |Cover-to-Cover Martin Jansen ojofo 104 2 5 2 5 LIV 2 [l Hig ¢ I 5 [ 1 1|15 d 1 T8
Core Mechanics |Melee Push Fredrik Thylander of1]#]2[o]o0]4 5 2 |Is 21218 2[2]1 |88 ppab 1 [ Med 1 10
Core Mechanics _|Word) Fredrik o[1[o]2]1[o]% 2|5 T 1 Bl ved 2 | 5 B T Bl shippab 2 5 122}
Core Mechanics |PC Controls Fredrik Thylander ol1[1]@]1]0|4 5 2 5 d 1 1 |6 1]2]2 |8 2 [ Hig
Core Mechanics |NPC Melee Attack Behavior Drew Rechner 0|0 | 0/0|4 115 1|6 212|188 211|288 1 |'86 2 |2 1
Core Mechanics  |[NPC Melee Grapple Drew Rechner 00|00} 0/0|4 1[5 N Hig 2 5 PGV 2 5 1 1 |§8 21211
Core Mechanics |Looting dropped loot Fredrik Thylander 0jojo|2]2]0|4 115 1 5 dit 2|5 d 2|5 2 5 d 2
Core Mechanics |Camera Martin Jansen ofojo 1/0|4 115 5 d 2 [ Hig 2 5 1 [l Hig 2 I
Core Mechanics |Console Controls Fredrik Thylander 0 N0 1104 1[5 5 d 2 5 211|218 1 5 g 2
Core k Character L Martin Jansen 0]00]1 0|4 1|56 5 g 5 g 1156 1 5 g 2
Core Mechanics | Vertical Navigation Martin Jansen olofef1]2]|o|4 2|5 1| 5 Gif 5 d 2 5 1|5 B 2
Core Mechanics |Aiming and Shooting Fredrik Thylander olof1]a]2]o[4 1|5 5 LIV 5 LIV 1 5 2 5 LIV
Core Mechanics | Weapon/SkillGrenade switching Fredrik Thylander ofofej2[1]0]4 2|5 1 1156 d 1 1 |86 2|12] 1|88 1 5 1122
Core Mechanics |Covers Martin Jansen olofoj2]2]0[4 115 [l Hig 1 5 LI ¢ K [l Abo [l Hig 1
Core Mechanics |Player Melee takedown Fredrik Thylander ofo|1|o]o|4 2|5 2 2 1156 g 1 1 5 d 2 5 L9 2 IS 2|2 1
Crafting Weapon Upgrade Nikki Kuppens of1}2]1[0]0|4 2|5 2 5 112]2|5 W 1 1 5 ppab 2 5 LI 2
Crafting Enchanting gear Nikki Kuppens olof2]2]o0]o[4 2 5 1 5 d 2|5 d 2|5 [ 2 | 5 QB 1 i
Crafting Deconstruction Nikki Kuppens olof2]2]o0]0|4 2|5 2 5 JR 1 5 J 5 Lo 2 | 5 1 1
AS S ESS M E N T 1 [Crafting Crafting components Nikki Kuppens 0|0 (1]0(0|4 2|5 2 | 5 j& 5 JE 1 5 2 L Lo 1 1
Crafting Crafting blueprints Nikki Kuppens 0]0 1/0]0|4 2|5 2 5 J& [ Lo 1 5 ppab 2 5 1122
Crafting Crafting item Nikki Kuppens 0o p2]0(0[4 2 5 1|5 K 1 5 X 1 5 1[]2]2]5 d 1 1
(Game Economy | Talent Rollout Andrada Greciuc K 0f0|4 1 5 1 2 | 2|5 j&y 5 J 5 b 2 Lo 1 1
Game Economy | Skilis Rollout Andrada Greciuc 0 |o]1 o[04 1 5 2 5 IR 5 R 5 [o 1 1 | 5 BES 1 |
Game Economy | Skill XP Balancing Andrada Greciuc 0 |o]1 0|0|4 1 5 2 1 12| 5 & (3 Lo 5 212]1]5 BE 1
Game Economy  |Dark Zone public event rewards Nikki Kuppens [2ofo|2[o]o0 |4 2 5 1 1|5 & 1 5 IR 2 [ On p 1 |8 d 1|
Game Economy  |Dark Zone mission rewards Nikki Kuppens [2fofof2]o]o|s 1|56 5 R 1 5 1 5 R 1 |§6 d 1 1
Game Economy | Dark Zone Ranks Nikki Kuppens 1 oEHo 04 15 1] 1 @l Lo 3l Lo 1 3l on p 2 [ 5 G HEN
Game Economy |Lockpicking progression Nikki Kuppens [2Jo|1]|1[0]0]4 2|5 1 5 K 5 X 5 ppab 1 5 K 1
Game Economy |Uplay Rewards Nikki Kuppens of1]o0fo]o|4 1 5 1 4 N Lo 1 5 X 1 5 ppab 1 5 X
Game Economy  |Platform Achievements Nikki Kuppens of1]0(0]0|4 1 5 2 1 2| 5 % 2 5 X 5 ppab 1 5 d 2
Game Economy |In game Achievements Nikki Kuppens oj1]o0]|o]0|4 5 2 5 IR 1 5 K 2 5 ppab 2 5 1122
Game Economy Pricing Nikki Kuppens o|1|1]2]|0]0|4 2|5 1 1] 5 W 1 5 2 5 Lo 2 S ed 1|
Game Economy | District Security level Andrada Greciuc 0f1]0 0]0|4 2 5 2 1 (2] 5 % 1 5 J& 1 5 Lo 1 U Hio 2 I
Game Economy  |Currency Personnel Andrada Greciuc ol2[of2]o]o|4 2 5 2 5 K 5 X 1 5 ppab 1 5 K
Game Economy  |Currency Supplies Andrada Greciuc 0f2]o]2]o|o0]4 2 5 1 1 L Lo Ll Lo 1 5 2 £ Lo 1
Game Economy Currency Dark Zone Credit Andrada Greciuc of1]o]2]1]0]4 2|5 1 2 2| 5 K 5 X 1 L} On p 2 |ES d 2 |
Game Economy |Currency Credit Andrada Greciuc of1]o)2]1]0]|4 2 5 2 1 (2] 5 & [ Lo 1 5 1]12] 2|88 1122
Game Economy |Vendor Nikki Kuppens 0o |# 0|0|4 1[5 1 5 d 1 5 112 2|5 (4 1 5 d 1 i
Game Economy |Gas Mask Progression Andrada Greciuc 0]2]2]|0]|0]|0|4 2|5 2 |5 d 2 | 5 & 5 ppable 1 5 J& 1
Game Economy |Weapon Mods Progression Nikki Kuppens 0|1]0 0]0|4 2 5 1| 5 j& 1 5 Ji 1 5 1122|656 d 1 1
Game Economy | Weapon Progression Nikki Kuppens of2j0f2[o]0]4 1[5 2 [ Lo 1 5 [ 1 [ On pa 1 1 i8S d 2 I
Game Feature Intr Andrada Greciuc il o|2[1]o]o]% 2|5 2|1 |2]5 11 @l Lo 1|1 5 [ 1 1|5 L 1L
Game Economy |Gear Mods Progression Nikki Kuppens o|oj2]|2]|o]o|4 1 5 1] 5 K 5 5 pab 2 5 d 1 |
Gear Pr on Nikki Kuppens 0 o1/ 2]olo0® B importan 2 5 3l Lo 2 3l 0n part T High 2
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SCope assessment

—xample (5 experts)

Scope
Component

Summary

Core Mechanics

Blind Fire

Core Mechanics

Player Hit Reaction

Core Mechanics

Contextual Navigation

Core Mechanics

Grenade usage

Core Mechanics

Cover-to-Cover

Core Mechanics

Melee Push

Core Mechanics

World Interactions

Core Mechanics

PC Controls

Core Mechanics

NPC Melee Attack Behavior

Core Mechanics

NPC Melee Grapple

Core Mechanics

Camera

Core Mechanics

Console Controls

Core Mechanics

Character Locomotion

Core Mechanics

Vertical Navigation

Core Mechanics

Aiming and Shooting

Core Mechanics

Weapon/Skill/lGrenade switching

Core Mechanics

Covers

Core Mechanics

Player Melee takedown

TEAM

PROJECT
IMPACT

Nice To

Must Have
Must Have
Nice To
Important
Nice To
Must Have
Important
Important
Must Have
Must Have
Must Have
Must Have
Must Have
Must Have
Must Have

PROJECT IMPACT

TEAM

MUST HAVE

NICE TO HAVE

n 53 Medium

NN IMPORTANT

115

5 [gll]a

5 Qg

3 3 Hioh

Medium
Medium

High
Medium

Medium

High

High

High

Medium

High

5 |

3
5
5
5
5
5
5
5
5
5
5
5

High

PROD COST

MEDIUM

gjojojajajajfafafajfojojojoajor|jo|(o oo

TEAM

Medium
Low
High
Medium
High

Low
Medium
High
High
Medium

High

High
Medium

MEDIUM

53 On part

3 On part
3 On part

53 On part

On part

On part
On part
On part

On part

On part
On part
On part

On part

W EaESEEE O

Above
On part

ajlajajafafajoajo (o |o

(53 Shippable

- Shippable --

QUALITY TARGET

ON PART

.HH.H.

N

w.bwbbbbwbw

SHIPPABLE

METACRITIC
USER XP

Medium
Medium
Medium
Medium
Medium
Medium

High

High
High
High
High
High

High

METACRITIC

> |2|2
Il
B : AL
1[5
5
5
5
5
5
5 5
2 16
2 1[5
3 5
3 5
3 5
3 5
5 5
2[5
4 5
2[2]1[s

Sébastien Ebacher « GDC2022 « Emotion Based Creation Pipeline




Feature DNA

g Splinter Cell 6 / SCVI-15878
L. [MTL] [SPY] TORSO - DIGITAL GHILLIE

v & Edit Assign  Assign To Me  Comment  More Actions ~ Reviewed  Cut Mot Alpha Yet Workflow
Details
Type 51FsO Status i) Alpha
Priority 1 Fix Wersion/s PreE3 PressTour
Component/s Game Design

Labels Ghost Torso

| Field Tab | MTL Specific | MTL ROADMAP

Scope Component Armor Parts
Ubi Priority:
Project Impact Medium
Prod Value Gold
Prod Cost Low
Market Impact High

MFL UPDATE Faction Soy

[J | RA] Dependency vs TO Mo

Description

S, L WL LN Nl Y v L ¥ Ve

FS0 for the new Spy Cloak mechanism.

http:/fwoarld/project/splinter_cell_&/Mantral/SC6-FSO-ArmorParts_Digital GhillieSuit.xlsx

Issue Links
ppinnatie B W s ppapt L A il 0 Yt O o B G rttionis - W
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Scope DNA

v

SCOPE

ASSESSMENT

\

Scope PROJECT PRODUCTION UALITY METACRITIC
P SUMMARY RISKS/COMPLEX Q DEPENDANCY /
Component IMPACT COST TARGET USER XP
Gadgets [MTL] [MERC] ADV Frag Grenades 2 - IMPORTANT 2 - MEDIUM 2 - MEDIUM 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM
Gadgets [MTL] [MERC] ADV Incendiary Grenade | 2-IMPORTANT 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM
Gadgets [MTL] [MERC] ADV Tear Gas Grenade | 2-IMPORTANT 2 - MEDIUM 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM
Gadgets  [MTL] [MERC] Ammo Pack 3 - NICE TO HAVE 3-LOW 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM
. 1- ABOVE
Gadgets [MTL] [MERC] Flashlight 2 - IMPORTANT COMPETITION
Gadgets  [MTL] [SPY] EMP Grenade 1 - MUST HAVE 1-ABOVE 2 - MEDIUM 2 - MEDIUM
9 COMPETITION
Gadgets [MTL] [SPY] Escape Bomb 3 - NICE TO HAVE 2 - MEDIUM 2 - MEDIUM 1- ABOVE 2 - MEDIUM 2 - MEDIUM
9 P COMPETITION
Gadgets [MTL] [SPY] Sticky Concussion Mine 2 - IMPORTANT 3-LOW 3-LOW 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM
Core 1- ABOVE
mechanics [MTL] 1st Person 3Cs CQC 1 - MUST HAVE COMPETITION 3-LOW 3-LOW
megr?;iics [MTL] 1st Person 3Cs GEO Interactions RSV UATTALS 2 - MEDIUM 2 - MEDIUM 2-COMPETITIVE | 2- MEDIUM 2 - MEDIUM
Core L. 1- ABOVE
mechanics [MTL] 1st Person 3Cs Navigation 1- MUST HAVE COMPETITION
megr?;iics [MTL] 1st Person 3Cs Rush/Sprint 1 - MUST HAVE 2 - MEDIUM 2 - MEDIUM 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM
Core . 1- ABOVE
mechanics [MTL] 1st Person 3Cs Shooting 1 - MUST HAVE 1- HIGH COMPETITION 1-HIGH 1- HIGH

Sébastien Ebacher « GDC2022 « Emotion Based Creation Pipeline




Collective Intelligence

JIRA bccomes yvour experts knowledge database



Creating Intelligence

JIRA becomes an EXPERTS KNOWLEDGE DATABASE

MACHIETELWEWA R

e Priorisation
e ROl analysis

e Risks analysis

e Business Intelligence Projections
e (Custom KP




Use Case « Collective Intelligence

scope assessment (0 avoid the priority trap



pri-or-i-ty
/pr1 oraté/ <)

rnoun

noun: priority; plural noun: priorities

1. a thing that is regarded as more important than another
housework didn't figure high on her list of priorities”
- the fact or condition of being regarded or treated as more |mportant

ntry takes priority over any o .‘,er
et imonrtant cnnc

the :5~1»J"~ of the cou

1S Drime concerm. m

“ the rrght to take precedence or to proceed before others.

1oritv 1s given to those with press passes

Synon _.'----,‘ right of way More

yith press passes

ideration. primarv 1ssue

=ITY TRAP

PRIORITY TRAP

- * Importance # Chronology

e e e e e e o
-

-,

/
\\I
v

s,

« No Definition = No Constraints

 Result > Everything is PO

N ————————————
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PRIORITY

CALCULATION

. PROJECT IMPACT= x/25

= Must have = 25
. Important =15
= Nice to have =5 v
c°;°°::ent SUMMARY PRIORITY
. PRODUCTION COST= x/15 P
. High =15 Gadgets [MTL] [MERC] ADV Frag Grenades 05
- Medium =10 Gadgets [MTL] [MERC] ADV Incendiary Grenade 04
. Low =5
v Gadgets [MTL] [MERC] ADV Tear Gas Grenade 05
n RISKS= x/15 Gadgets  [MTL] [MERC] Ammo Pack 08
' High =15 Gadgets  [MTL] [MERC] Flashlight 02
= Medium =10
. Low =5 Gadgets [MTL] [SPY] EMP Grenade 02
QUAL'TY TARGET /20 Gadgets [MTL] [SPY] Escape Bomb (0]5)
] =X
. Gadgets [MTL] [SPY] Sticky Concussion Mine 07
= High = 20
) Medium =10 Core mechanics [MTL] 1st Person 3Cs CQC 04
' Low =5 PRIORITY Core mechanics [MTL] 1st Person 3Cs GEO Interactions 04
CALCULATION
n METACRITIC= xlzs Core mechanics [MTL] 1st Person 3Cs Navigation 01
= High = 25 Core mechanics [MTL] 1st Person 3Cs Rush/Sprint 04
= Medium =15
. Low =5 Core mechanics [MTL] 1st Person 3Cs Shooting 01

MAXIMUM SCORE =100
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Return On Investment analysis

ROI analysis using Scope DNA attribute:

e COST <HIGH> Production Costs
« REVIEW <LOW> Metacritic / Playe

60 -

HIGH COST + LOW METACRITIC

50 METACRITIC/USER XP ~

— 7 @1-HIGH
FEATURES PRIORITY 20 A %2 - MEDIUM
3 -LOW
GameMode: Team Deathmatch 30 - i (blank)

Projected Elements “ 20 1 b
Ist Person 3Cs CQC /,/,/3_|_0W

" 2-MEDIUM

(S S /; HIGH

0 1 " ol
1-HIGH 2 - MEDIUM 3-LOW
PRODUCTION COST ~
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RISK analysis

RISK analysis using Scope DNA attribute:

e RISK <HIGH> complexity
« IMPACT <LOW?2> on project

HHHHHH

3-Lo0W
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Game KPI status

INTEGRATING ncw potential PROGRESSION STATUS in JIRA

Potential progression status
« Retention

« Acquisition

« Monetization

« Marketability

« Game Pillars

« MFL Project Status



A
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Managing External Feedbacks

A greatly underestimated workload

< Lots of different sources >
< Hard to manage & track >

< No official tracking tool or process >



feedbacks management

Splinter Cell6 1 SCVI-21659

[MTL] [MERC] TORSO - FLYING DRONE

,‘ )

& Edit Assign | Assign To Me = Comment  More Actions = Reviewed Cut Mot Alpha Yet

> 444

Status: =l Alpha B
Fix Version/s: FreE2_PresTour
None '
Torso .

Field Tab | MTL Specific MTL ROADMAF

Mode Specific: Adversarial

All Feedbacks from

Merc Hunter Tarso

« HQ & Top Management

roject'splinter_cell_t ontral%20Game%20Design¥%20%20Adversarial/'SCE-ADV_FlyingDrone. pptx

FS0: http:/iweorld/project/splinter_cell_8/Montral/SCE-FS0-ADV-AirDrone-TorsoPart. xlsx
« Playtests & Playsessions
has defects ﬂﬁe‘-ﬂ-ﬁa&i FC - ADV - Drone Suit Ability - Replication issue when the merc hunter triggers the drone, there's 3 weird behavior when the drone is deployed. See video.
[ Other Teams&consultants .lﬂWunlﬁlWﬂpiwﬂcﬂ'rﬂEiiulllllllllllllllllllllllllllllllllllllll.
is improved by u & S55%-H88334 [Drone] Beta - Pressing RB again return the player to his body. n
: & 559127324 FLYING DRONE - Hard to understand what destroy my Drone (always the same feedbads). :
= & 589127328 FLYING DRONE - Need an effect for out of bound warning. L]
: 3 SE%-38878 Drone tag sound feedbadk is distracting/not on good moment :
: 35%‘9"0-4"‘9‘57—'_‘GE:lgEtS-GD-DIGHE\«'isibilit}' L
TO Tra C k & M a n a g e [ 3 SE-HAETE Gameplay - Game design - Launching a Drone while facing 2 wall can cause the drone to get stuck :
: 3 SEV-+37528 FLYING DRCNE - Drone tagging feature feels broken, no link between the sound and the visual. L
Y W h O’p W h a t’p W h e n’p ( h i Sto r ) B [A Sev-aTEES FLYING DRONE - Ajout d'un délai & |s détection/tagging. :
* " * y : 3 SEV+EHHE Gadget - Mercs - Drone explosion should be consistent, no matter the sources (detonste, shot st, shutdown) : it should deal damsges in sn ares :
. . . L] 3 5E%-B7222 DRONE DEPLOYEMENT 15 THE SAME INFUT TS MAKE IT EXPLODE [}
L P r | O r | t | eS : A SE-+27S2S FLYING DROME - Would like to be able the et the Drons st one spot and be abls to take it back later, :
| E A R R R R R R R R R R R R R R R RN RERRRRRRRRRRRRRRRRRRRRRRRRRRRRRRRERRRE

* Link to Features in Backlog

1. & Torso Flying Drone {Alphs) - Post-process for camers cut

« Decisions (actions) PO T e
« Closing requirements PO e e
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Improvements [1acking

Benefits

Transparency with HQ Integration to Creation Pipeline
Track Duplicates « Track Contradictions

Better Prioritization of feedbacks

Officialize Decisions and/or Actions on feedbacks
Project Closing Criteria

Feedback are included in the definition of DONE






Communication

Use a common vocabulary



vision of production

QUALITY

QUALITY s the MAIN SUCCESS
CONDITION for the Project

Smilegate’
Barcelona

BUDGET e e TIME



SCOpe Mmanagement

Start with your MFL and protect it!



Validation Based Creation Pipeline

The validation scope Is the project scope

67.4%

VALIDATIONS STATUS

1897/2815




VISION

structure project debates to make them
professional & productive

- experts -

veto

. [
alidation process |/ s [

. v, || | e || [ s, < MANAGEMENT > (FeaTURES w [ DNA
NOG No GO NG GO NG DONE l‘l‘lj\\"'- QUALITY [ ‘mljui}:w
(5

GO

< _/

Status Validation <-—--—--—------ - DEBATES <« Scope Assessment
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Counter Intultive

No GO <=> (Great!



Definition of Done

Proud <=> Done



VETO « Meetings

Communication become the winning strategy



Gameception Philosophy

« Make game fun, fun to make »



Secret Sauce






guestion?

sebastien.ebacher@smilegate.com

seb@arnoovo.com



Ald NOt cover

Creation Pipeline JIRA Integration

Production Cycle e Sprint & Milestone Planning
Team Velocity Calculation

Validation Roadmap & Planning

Validation Meetings Structure & Logistic
Pre-Validation Process

Managing the process changes with your the team



