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Validation Status # Total Cumul

OPEN 2 0 0

STARTABLE 17 17 17

DEVELOPABLE 42 84 101

ENJOYABLE 317 951 1052

PLAYTESTABLE 80 320 1372

REVIEWABLE 105 525 1897

VALIDATION SCOPE 563 2815 67,4%
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Core Mechanics Blind Fire Nice To 

Have
0 2 3 5 Medium 1 4 0 5 M

e

Medium 1 4 0 5 On part 

(Competitiv
0 3 2 5 Medium 0 4 1 5

Core Mechanics Player Hit Reaction 2 2 1 5 1 2 2 5 L

o

Low 1 1 3 5 1 2 2 5 Medium 1 3 1 5

Core Mechanics Contextual Navigation Must Have 3 2 0 5 High 4 1 0 5 M

e

High 3 2 0 5 On part 

(Competitiv
0 5 0 5 Medium 1 3 1 5

Core Mechanics Grenade usage Must Have 3 2 0 5 High 3 2 0 5 M

e

Medium 2 3 0 5 On part 

(Competitiv
1 3 1 5 Medium 2 3 0 5

Core Mechanics Cover-to-Cover Nice To 

Have
2 0 3 5 High 3 2 0 5 H

i

High 4 1 0 5 On part 

(Competitiv
1 3 1 5 Medium 1 3 1 5

Core Mechanics Melee Push Important 0 3 2 5 2 2 1 5 M

e
2 2 1 5 Shippable 0 1 4 5 Medium 1 3 1 5

Core Mechanics World Interactions Nice To 

Have
1 1 3 5 Medium 0 3 2 5 H

i

Low 1 1 3 5 Shippable 0 2 3 5 1 2 2 5

Core Mechanics PC Controls Must Have 3 2 0 5 Medium 1 3 1 5 H

i
1 2 2 5 On part 

(Competitiv
2 3 0 5 High 5 0 0 5

Core Mechanics NPC Melee Attack Behavior Important 0 4 1 5 2 2 1 5 H

i
2 1 2 5 On part 

(Competitiv
0 4 1 5 2 2 1 5

Core Mechanics NPC Melee Grapple Important 0 4 1 5 High 3 2 0 5 H

i

Medium 2 3 0 5 On part 

(Competitiv
1 3 1 5 2 2 1 5

Core Mechanics Camera Must Have 5 0 0 5 Medium 2 3 0 5 H

i

High 3 2 0 5 On part 

(Competitiv
1 4 0 5 High 3 2 0 5

Core Mechanics Console Controls Must Have 5 0 0 5 Medium 2 3 0 5 H

i
2 1 2 5 On part 

(Competitiv
1 4 0 5 High 3 2 0 5

Core Mechanics Character Locomotion Must Have 5 0 0 5 High 5 0 0 5 H

i

High 4 0 1 5 On part 

(Competitiv
1 4 0 5 High 3 2 0 5

Core Mechanics Vertical Navigation Must Have 4 0 1 5 High 5 0 0 5 M

e

Medium 2 3 0 5 On part 

(Competitiv
0 4 1 5 High 3 2 0 5

Core Mechanics Aiming and Shooting Must Have 5 0 0 5 High 5 0 0 5 H

i

High 4 1 0 5 On part 

(Competitiv
2 3 0 5 High 5 0 0 5

Core Mechanics Weapon/Skill/Grenade switching Must Have 3 1 1 5 Medium 1 3 1 5 M

e
2 2 1 5 On part 

(Competitiv
1 4 0 5 1 2 2 5

Core Mechanics Covers Must Have 5 0 0 5 High 4 1 0 5 H

i

High 4 1 0 5 Above 

Competitio
5 0 0 5 High 4 1 0 5

Core Mechanics Player Melee takedown 2 2 1 5 High 3 1 1 5 M

e

Medium 2 3 0 5 On part 

(Competitiv
0 3 2 5 2 2 1 5
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PRODUCTION 
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QUALITY 
TARGET

DEPENDANCY
METACRITIC/

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 1 - HIGH 1 - HIGH 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM

Gadgets [MTL] [MERC] ADV Tear Gas Grenade 2 - IMPORTANT 2 - MEDIUM 1 - HIGH 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM

Gadgets [MTL] [MERC] Ammo Pack 3 - NICE TO HAVE 3 - LOW 2 - MEDIUM 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM

Gadgets [MTL] [MERC] Flashlight 2 - IMPORTANT 1 - HIGH 1 - HIGH
1 - ABOVE 

COMPETITION
1 - HIGH 1 - HIGH

Gadgets [MTL] [SPY] EMP Grenade 1 - MUST HAVE 1 - HIGH 1 - HIGH
1 - ABOVE 

COMPETITION
2 - MEDIUM 2 - MEDIUM

Gadgets [MTL] [SPY] Escape Bomb 3 - NICE TO HAVE 2 - MEDIUM 2 - MEDIUM
1 - ABOVE 

COMPETITION
2 - MEDIUM 2 - MEDIUM

Gadgets [MTL] [SPY] Sticky Concussion Mine 2 - IMPORTANT 3 - LOW 3 - LOW 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM

Core

mechanics
[MTL] 1st Person 3Cs CQC 1 - MUST HAVE 1 - HIGH 1 - HIGH

1 - ABOVE 
COMPETITION

3 - LOW 3 - LOW

Core

mechanics
[MTL] 1st Person 3Cs GEO Interactions 1 - MUST HAVE 2 - MEDIUM 2 - MEDIUM 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM

Core

mechanics
[MTL] 1st Person 3Cs Navigation 1 - MUST HAVE 1 - HIGH 1 - HIGH

1 - ABOVE 
COMPETITION

1 - HIGH 1 - HIGH

Core

mechanics
[MTL] 1st Person 3Cs Rush/Sprint 1 - MUST HAVE 2 - MEDIUM 2 - MEDIUM 2 - COMPETITIVE 2 - MEDIUM 2 - MEDIUM

Core

mechanics
[MTL] 1st Person 3Cs Shooting 1 - MUST HAVE 1 - HIGH 1 - HIGH

1 - ABOVE 
COMPETITION

1 - HIGH 1 - HIGH
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Scope 
Component

SUMMARY PRIORITY

Gadgets [MTL] [MERC] ADV Frag Grenades 05

Gadgets [MTL] [MERC] ADV Incendiary Grenade 04

Gadgets [MTL] [MERC] ADV Tear Gas Grenade 05

Gadgets [MTL] [MERC] Ammo Pack 08

Gadgets [MTL] [MERC] Flashlight 02

Gadgets [MTL] [SPY] EMP Grenade 02

Gadgets [MTL] [SPY] Escape Bomb 06

Gadgets [MTL] [SPY] Sticky Concussion Mine 07

Core mechanics [MTL] 1st Person 3Cs CQC 04

Core mechanics [MTL] 1st Person 3Cs GEO Interactions 04

Core mechanics [MTL] 1st Person 3Cs Navigation 01

Core mechanics [MTL] 1st Person 3Cs Rush/Sprint 04

Core mechanics [MTL] 1st Person 3Cs Shooting 01
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A greatly underestimated workload
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