
Please Watch:

FIFA World Cup 2006: Argentina v. Serbia and Montenegro – The Goal of 26 Touches

https://www.youtube.com/watch?v=GR3Om0WfErA



HOW 10 SEPARATE DISCIPLINES COLLABORATED
TO REDEFINE MISSION GIVING IN FAR CRY 6

MISSION GIVER: 
IMPOSSIBLE

24 MARCH 2022BROOKE DAVIES VENESSA NYARKO



ME E T  T E A M NE X US
T HE  DR E AM T E AM

C OAC H

P roduction Manager
S trategized the right tools , 

processes , and people to make 
the play

C AP TAIN

P roduct O wner
Drove and communicated the 
vis ion for the Nexus  downfield

T HE  P L AY E R S

Narrative, C oncept Art, 
C haracter Modelling, L evel 

Des ign, L ighting, Animation, UI, 
Audio, VF X , and P rogramming 
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4 STUDIOS, 1 TEAM

MONTRÉAL BERLIN

KYIVTORONTO



OUR MISSION

Update the game’s mission-giving feature by moving our NPCs out of the open 
world to protect the interaction experience from interruption by the game’s many 

systems in order to spotlight our characters.
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EARLY DEVELOPMENT FOOTAGE 

PROOF OF CONCEPT
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PROOF OF CONCEPT

FULL PERFORMANCE CAPTURE
• Recorded movements with specific actors and locked dialog lines

CUSTOM ANIMATION
• Unique movements per Nexus – subject to change based on mission updates

MANUAL INTEGRATION OF DIALOG DATA
• Each line of dialog needed to be tracked and integrated manually



CHALLENGES
THE CURRENT PLAN HAD NO CLEAR PATH TO GOAL

SCALABILITY

60 + instances needed for main game
+ additional instances for post launch
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ITERATION

Developers needed to be able to 
iterate freely and easily with a 
minimum of trade-offs 

Marrying a gameplay feature with a narrative 
purpose combines two extremely dynamic areas of 
development.

The Nexus needed to be cost effective while also 
utilizing minimal bandwidth from non-dedicated 
resources.



TEAM-LED SOLUTIONS
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SCALABILITY

Animation Generic pose and facial system

Lighting Update to data integration pipeline

UI/Concept Art Region-based background defaults

VFX Optimized canvas for particle system

Level Design Automated data syncing



TEAM-LED SOLUTIONS
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ITERATION

Narrative

Characters Dependency reduction

Audio
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TEAM-LED SOLUTIONS: NEXUS TOOL
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TEAM-LED SOLUTIONS: CATALOGS



THE PLAY SO FAR
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Define

Defined our feature 

and prototyped it 

Consult

Consulted with 

each team 

Draft

Drafted workflows 

based on consultation

Build

Built out first iteration 

of pipeline to support 

workflow

Take a practice shot

Stress tested with a 

benchmark
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EARLY DEVELOPMENT FOOTAGE

BENCHMARK



BENCHMARK TAKEAWAYS

CODE REFINEMENTS
In order to support the procedural animation system, we would need code support from gameplay 

to smooth out blends between randomly animated sequences

CLARIFYING CONSTRAINTS
Benchmarking with an extremely expressive character showed us the limitations of our system  

without polish – making it easier to plan for

REFINED SCOPING
Benchmarking allowed us to refine our planning and budget how many instances we could “afford” 

BACKGROUND RISK MITIGATION
Stress testing the background implementation pipeline allowed the team to identify gaps and work 

together to mitigate complexities and scope creep
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Feature has been defined
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Tools and methods have been 
established

After consulting with each team for scalable 
and iterative solutions, we know how we’ll 
make it.

HALF-TIME:
LET’S
REGROUP

→After prototyping and benchmarking, we 
know what we’re making and what it’ll take 
to polish it.



HOW DO WE MAINTAIN 
COLLABORATION AND ENGAGEMENT? 

WE SUPPORT THE TEAM THROUGHOUT
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MANAGEMENT APPROACH: PROCESS

SET UP WORKFLOWS 
Set up workflows for all 10 teams in Jira

MAKE THEM AUTOMATIC
Have these workflows automatically updated as tasks resolve

MAKE THEM EASY TO FIND
Link them to a larger Project Deliverable Dashboard on Jira and Confluence for 
easy tracking



NEXUS WORKFLOW
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MANAGEMENT APPROACH: PLOT

DILIGENT TRACKING OF POSES, CHARACTERS, MISSIONS, AND TIER 
QUALITY 

• OPTIMIZED pose selection

• PRE-EMPTIVELY assessed and addressed mismatches 

• EMPOWERED teams to call out opportunities
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MISSION & POSE TRACKING: OUTLINING ROI OPPORTUNITIES



NEW WORKFLOWS FOR ASYNCHRONOUS REVIEW
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MANAGEMENT TAKEAWAYS

CLARITY FOSTERS 
CONFIDENCE

Clearly and collectively defined workflows  
foster trust and ownership among team 
members, even without fully dedicated 
resources

WORKFLOWS CULTIVATE 
TRUST

Continually supporting the team with 
refined tools and workflows keeps 
momentum throughout production
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OUR SECRET WEAPON
BUILDING CONSENSUS

If you want people to agree… give 
them common ground

Bring consistency and 
collaboration to
decision-making

Cultivates trust, agency, 
and voice

FOUNDATION SHARED RESOURCES SUPPORT
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SHARED RESOURCES FOR DECISION MAKING



SHARED RESOURCES FOR DECISION MAKING
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Consensus Ensures Consistency
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Toronto MontréalKyiv Berlin
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FULLY POLISHED NEXUS



WE SET OUT WITH ONE GOAL…

Update the game’s mission-giving feature by moving our NPCs out of the open 
world to protect the interaction experience from interruption by the game’s many 

systems in order to spotlight our characters.
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BUT THE TRUE VICTORY WAS HOW WE SCORED IT

DEFINING OUR FEATURE

Knowing our feature and criteria for success

FEARLESS TEAMWORK
Passing the ball backwards, sideways, and forward to experts, trusting that their input is critical to the play

BUILDING CONSENSUS
Providing common ground to foster collaboration and consistency and keep the team focused on the goal

SUPPORTIVE TOOLS AND WORKFLOWS
Developing and refining management tools to maintain alignment and momentum
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SEIZING OPPORTUNITIES TO FLOURISH
Leveraging the resulting confidence and engagement to seize new opportunities as they arise



WHAT MADE THE NEXUS SO SPECIAL IS THE 
COLLABORATION IT FOSTERED

THE TRUE HIGHLIGHT OF OUR EXPERIENCE WITH THE GAME WAS OUR UNIQUE

TEAM AND OUR VERY OWN GOAL OF 26 TOUCHES
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THANK YOU
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Q&A
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