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Wisdom of Gnomes



Source https://www.youtube.com/watch?v=a5ih_TQWqCA
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https://64.media.tumblr.com/a4a9728fa146d1719d12cf44eed8cf23/tumblr_ojwspd61w21sev94ho3_500.gifv



Chapter 2: This is MADNESS

● … we scaled up to AAA production;

● … we grew up to be a global studio;

● … we end up being one of the very first game for new-gen 

consoles and ready for a “full cross-platform”;

● After very promising demo release, we had to struggle with 

extremely annoying bugs;

● … had to learn how to manage the production of several at 

the same time;
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• Prove production pipelines 

• *Complete documentation

• Prepare production plan

Concept Pre-production Production Post Release

Pitch
First 

Playable
Vertical 

Slice

Alpha Beta Gold

Live-Ops



Chapter 3: Enough is Enough

This material is the property of PCF Group



Chapter 3: Enough is Enough

This material is the property of PCF Group



Chapter 3: Enough is Enough

This material is the property of PCF Group



Chapter 3: Enough is Enough

This material is the property of PCF Group



Chapter 3: Enough is Enough

This material is the property of PCF Group



Chapter 3: Enough is Enough

This material is the property of PCF Group



Chapter 3: Enough is Enough

This material is the property of PCF Group



Chapter 3: Enough is Enough

This material is the property of PCF Group



Chapter 3: Enough is Enough

• Rushing with the schedule;

• Wanted to included as many ideas as we had;

• The story of the game was evolving;

• We wanted to improve things that were already 

claimed as releasable;

• Scaled up the team very quickly



Chapter 3: Enough is Enough

• The cost of the change management is 

cheaper for VS

• The implications of changes are impacting 

smaller number of teams

• Less work with refactoring the code

• More reliable plan for production phase
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Chapter 4: Brothers in Arms

• Build a strong relationship with 3rd Party

• Try to outsource repetitive tasks or end-to-end 

components

• Try to not outsource complex and key issues

• Recruitment & Onboarding 

(takes time)

• Team management (needs 

skills)

• Backoffice processes
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Chapter 5: Black Swans

Black swans describes an extremely negative event or occurrence 

that is impossibly difficult to predict. In other words, black swan 

events are events that are unexpected and unknowable.

Nassim Nicolas Taleb

“



Chapter 5: Black Swans

• Unpredictable

• Results in widespread consequences

• After the occurrence we rationalize 

the event as having been predictable



Chapter 5: Black Swans

Unpredictable

A game changer

Why didn’t we work remotely 

previously?
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NEXT GEN & CROSS-PLAY

(un)predictable – we didn’t plan it

Engine update at the of the 

production

Why didn’t we plan it?



Chapter 5: Black Swans

(un)predictable – we didn’t plan it 

Additional live-ops responsibility

Wasn’t it obvious?



Chapter 5: Black Swans

Unpredictable

Impact on community

A bug it’s a bug
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Chapter 6: Contingency Theory

A contingency theory is an organizational theory that claims that there is no 

best way to organize a corporation, to lead a company, or to make decisions. 

Instead, the optimal course of action is contingent (dependent) upon the 

internal and external situation. Contingent leaders are flexible in choosing and 

adapting to succinct strategies to suit change in situation at a particular period 

in time in the running of the organization.

https://en.wikipedia.org/wiki/Contingency_theory

“



Chapter 6: Contingency Theory

Contingency theorists would say that no matter how successful a leader is, 

there will always be a particular situation that will challenge them. Therefore, 

leaders must be willing to acknowledge the fact that their success depends 

partially on their circumstances in addition to their personal skills.

https://www.indeed.com/career-advice/career-development/contingency-theory-of-leadership

“



Chapter 6: Contingency Theory

1. There is no one way to lead a complex project

2. There is no one leadership style that will work in all cases

3. There is no silver-bullet methodology to manage the whole project
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Concept Pre-production Post-production

Pitch
First 

Playable
Vertical 

Slice
Alpha Beta Gold

Live-Ops

creative repetitive efficient adaptable

Production
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