EVERY 2 WEEKS:
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WHY TWO WEEKS?



Welle eks. Let’sidolit in two weels!
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LAUNCH
August 2012

®
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Halloween
October 2012

Karka Island
November 2012

u

"/

Wintersday
December 2012



~ HYPOTHESIS

Biweekly Releases

2= Fun content

More players playing!



ITERATION

-~ Capitalize on strengths

~» Learnings come quickly




WHAT’S SO HARD
ABOUT TWO WEEKS?



LAUNCH
August 2012

W/

October
! Development
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Halloween
October 2012

‘ Ships!

November

Development

Karka Island
November 2012

/

Ships!

December

Development

"/

Wintersday
December 2012

Ships!



LAUNCH Karka Island
August 2012 November 2012
@ @ @ )
Halloween Wintersday
October 2012 December 2012
October 1 :
Development ‘ Ships!
October 2 .
1 Development e
| November 1 Shios!
Development 122
November 2 Shios!
Development £
December 1 Shios!
Development 122
December 2

N

Development




HOW DID WE DEAL WITH
THIS OVERLAP?



~ Technology
~ People

~ Process




TECHNOLOGY




\ October Stop December Stop
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Monthly Workflow

Dev

Lockdown

Octcber Content

Lockdown

Lockdown

December Content

Phase

Stage

In Test

In Test

Live







FEATURE BRANCHES

DEVELOPMENT MICROCOSM




October
Release

November
Release

December
Release

Feature
Team 1




“Team Starts

Feature Branch
created

" Team Ends
Branch retired.

Feature complete

Integrated into dev

T

Development

Regular Integrations
from dev




WHY ARE FEATURE
BRANCHES SPECIAL?



v Code
v Art

Content




STREAMS

Feature 1

v Featurel.xml

Mainline

~ Basexml | @




v Code

Vv Art
~ Content




ROLLOUT

~ MVP in 5 months

~ |teration!




~ Technology

~ Feature Branches
~ Jrustart

~ Content Streams




PEOPLE







Feature 1

Ll ll

Feature 2

October
Content

. lll
\ lll

November
Content

December
Content




WHAT MAKES A
SUCCESSFUL TEAM?



~ Start and End Date
~ Clear Goals = Feature

I
~ Success Criteria leams

~ Teams aligned w/ priorities




Combat




Definitive Ship Date Ships when “Done”

Feature 1 _ Feature 2

November
Release |

October
- Release @&

January : ‘ i
Release |

December
Release |

Feature 3 Feature 4




POWER OF
TWO TEAMS

"~ Alleviates date pressure
= Maintains two weeks
~ Ability to craft releases




Technology People

Feature Branches Feature Teams
Trust art Success Metrics
Content Streams Ship when “done”

vs definitive date




PROCESS




HOW DO TEAMS PLAN?



~ Backlogs
~ Teams Estimate

~ Sprint Planning




First Code and
Playable Content
Review Complete

Design Prototype Final

Review Review Review




ANATOMY OF A REVIEW

> A|~_3proved

Content
 Complete

" Success P A Y
Review
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~ Set time every day
~ |n person feedback
= Small # of approvers

~ Large # of optional




First Code and
Playable Content
Review Complete

Prototype

Review




QUALITY ASSURANCE
~ Embedded QA

~» Test Plans
~ Set ZBR
~ QA Gates




. Reesse QA Gates

November
Release

December
Release

Feature
Team 1




Technology People Process

Feature Branches Feature Teams Planning
Trust art Success Metrics Reviews
Content Streams Ship when “done” QA Gates

vs definitive date
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THE TROUBLE WITH
FEATURE BRANCHES

~ Cross-team
dependencies difficult

~ Conscious of QA Load



~ Balanced development

is a difficult equilibrium
~ Engineers offline

~ Teams compete



INCORPORATING ITERATION

~ Process
~ Release Postmortems

~ Team Retrospectives

~ Content
~ Detailed analytics

~ Dial in on successful content



FLAME AND FROST:

RETRIBUTION
APRIL 30,2013

SUPER ADVENTURE
BOX
APRIL, 2013

FLAME AND FROST:

THE RAZING
MARCH, 2013

FLAME AND FROST:

THE GATHERING
STORM
FEBRUARY, 2013

FLAME AND FROST:

PRELUDE
JANUARY, 2013

WINTERSDAY
DECEMBER, 2012

THE LOST SHORES
NOVEMBER, 2012

THE SHADOW OF
THE MAD KING
OCTOBER, 2012

CLOCKWORK
CHAOS
AUGUST 20,2013

QUEEN'S JUBILEE
AUGUST 6,2013

CUTTHROAT
POLITICS
JULY 23,2013

BAZAAR OF THE
FOUR WINDS
JULY 9,2013

SKY PIRATES OF
TYRIA
JUNE 25,2013

DRAGON BASH
JUNE 11,2013

LASTSTAND AT
SOUTHSUN
MAY 28,2013

THE SECRET OF
SOUTHSUN
MAY 14,2013

A VERY MERRY
WINTERSDAY
DECEMBER 10,2013

FRACTURED
NOVEMBER 26, 2013

THE NIGHTMARES
WITHIN
NOVEMBER 12, 2013

TOWER OF
NIGHTMARES
OCTOBER 29,2013

BLOOD AND
MADNESS
OCTOBER 15,2013

TWILIGHT ASSAULT
OCTOBER 1,2013

TEQUATL RISING
SEPTEMBER 17,2013

SUPER ADVENTURE
BOX: BACKTO
SCHOOL
SEPTEMBER 3, 2013




QUESTIONS!

Kristen Bornemann

> kristenb@arena.net

\ 4 @elliptick



