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What you’ll Learn

• Tackle the technical cross-platform 
challenge 

• Create amazing web experiences for your 
players with any size team 

• Work with your community to develop 
better products with a built in following



Presentation Outline

1. Choice Matters 
2. The Save Game Challenge 
•  The World Vault 

3. The Franchise Ecosystem 
• The Tapestry 
• The Interactive Story Summary 

4. Community Beta Program 
5. Closing Thoughts



Choice Matters





Save Game Challenge



2009
Dragon Age: Origins

The Stone Prisoner (DLC)

Warden's Keep (DLC)

2011
Dragon Age II

Mark of the Assassin (DLC)

The Exiled Prince (DLC)

The Black Emporium (DLC)

Legacy (DLC)

Return to Ostagar (DLC)

Dragon Age: Awakening

Feastday gifts & pranks (DLC)

Darkspawn Chronicles (DLC)

Leliana's Song (DLC)

The Golems of Amgarrak (DLC)

Witch Hunt (DLC)

Ultimate Edition (Compilation)

2010

Dragon Age Main Series Timeline





What you’ll LearnTraditional Save Import

• Errors are inevitable 
• Logic governing choices are complex 
• Fixes require patches to the client 
• No guarantee that knock-ons won’t be 

introduced



Dragon Age: Inquisition

2014
Dragon Age: Origins

2009 2011
Dragon Age II

The Stone Prisoner (DLC)

Warden's Keep (DLC)

Return to Ostagar (DLC)

Dragon Age: Awakening

Feastday gifts & pranks (DLC)

Darkspawn Chronicles (DLC)

Leliana's Song (DLC)

The Golems of Amgarrak (DLC)

Witch Hunt (DLC)

Ultimate Edition (Compilation)

Mark of the Assassin (DLC)

The Exiled Prince (DLC)

The Black Emporium (DLC)

Legacy (DLC)

2010

2013 Xbox One
PlayStation 4

Dragon Age Main Series Timeline



Case Study

The World Vault



Challenge

• Future-proof solution 
• Preserve player data after sunset 
• Support any platform 
• Support multiple clients



Plot Logic & Rules

Rules behind the plots

World Vault

Always valid world state

Autosolver

Ability to solve for plot conflicts

=

DAO choices

DA2 choices

DAI choices

Decisions across the franchise     +

+

Client n

Filter n
Clients only read what they care 
about

Client 1

Filter 1









Results

• Players are able to use their save game 
on any platform 

• Carry over what’s important to the 
franchise  

• Logic is independent of the client 
• Autosolver can  manage knock-ons 

and dependencies



I think I'm maybe 1/3 way through DAI, and I just 
wanted to say that every single time I see something 
reflected in the game that was captured through the 
Keep I get a little giddy inside and feel immense 
gratitude that this system was created.  It is working 
SO well! <3 

- Keep Forum Thank you Thread, Nov 23rd, 2014



Franchise Ecosystem





Case Study

The Tapestry



The Challenge

• Allow players to customize their World 
State 

• Make conflicts & knock-ons less 
confusing to navigate 

• Create an experience not a tool  
• Cater to new and existing Dragon Age 

fans  





The Process

• Beta program

• Ideation & Research
• Prototype 
• Development
• Refinement



Results

• On the right track with the concept of 
the Tapestry 

• Complex logic was simplified to the 
player 

• Imagery aided in memory of the plots 
• Able to take what was developed and 

start the beta program



What I saw was a lot more then I expected, I was 
thinking it would be like the game set up from mass 
effect 1 or a list of tick boxes.  

I was really impressed at first glance I love the art style 
so much. 

- Beta Feedback, First Impression Survey



Case Study

Interactive Story Summary



1,427,247,692,705,959,881,058,285,9
69,449,495,136,382,746,624 

Total number of valid World States




The Challenge

• Get caught up on the Dragon Age 
story so far 

• Set a few high-level choices in real-
time 

• Work across modern browsers and 
devices without using plugins 

• Must be localized in 8 languages with 
English, French & German audio



Play 
Outcome

Play 
Introduction

Edit Decision?

no

yes

Play Next 
Module Intro

Interactive Story Summary Experience



The Process

• Develop Script 
• Create Art Assets 
• Set-up ISS in the World Vault 
• Provide API end-points  
• Create player and animations 
• Integrate back into the Keep



Lessons

• Integration with the World Vault 
straight forward & allows for stand 
alone development 

• Player technology can be easily 
adapted for future needs 

• Able to hit the technical challenges 
• Varric narration was a big hit with fans 



The Dragon Age Keep is as good as any companion 
app I have seen if not better. The storytelling 
approach featuring the voice of Varric Tetras and the 
illustration of the Interactive Story Summary gives it an 
edge puts it ahead of other companion apps available.  

- Theodore Senene, Dragon Age Keep Review , leviathyn.com 



Case Study

Community Beta Program



The Challenge

• Get valuable feedback from a variety 
of fans 

• Ensure we’re able to respond and 
adapt to feedback 

• Manage feedback with a small team 
• Prepare for load at launch



Beta Onboarding Flow

Receive 
Welcome 
Email

Login to the 
Keep

Accept NDA

Keep Beta Site

Access Keep 
& Beta 
Forums

Keep &

Beta Forums

Wait
Read Beta 
Welcome 
Post

Confirm 
Participation

Lobby Forum



The Challenge

• Agile Development 
• 2-Week Release Cycles 
• Cohort-based Invites  
• Open Discussions 
• Continuous Feedback 
• Entire Dev Team Involvement

The Process



Release & Beta Invites

Mon Tues Wed Thurs Fri Mon Tues Wed Thurs Fri

Release Day

Post Release Notes

Start New Open Discussions

Close Old Open Discussions

Invites Sent
Announce Invites

Week 1 Week 2

New Participant Onboarding

Monitor feedback for trends

Collect Feedback & Adjust Priorities

Investigate



The Challenge

• Beta Feedback Button 
• BioWare Forums 
• Google Analytics 
• Surveys 
• Dedicated Email Account 
• Role-gating system on Keep 
• Twitter & Twitch

Getting Feedback





I've lurked around the forums but never posted, so I'm 
happy I can geek out about DA and actually get 
listened to! 

- Introduce Yourself Beta Forum Quote



Alpha
30 - 5k

Beta Forums Opened

5K - 100K

First Public Reveal (PAX Prime)

Closed Beta

Beta Program Phases

Keep Launch
Unrestricted Access

Beta Forums Closed

Open Beta
100k - 300K

Regular Twitch Q&A

Started Friends & Family BetaStarted Twitter Account

Talk about the Keep Program





CHOICES 
“Where is if you gave  

Leliana a nug!?”

COLOR 
“The color of the Keep  
is a bit bland. It’s very  

pretty and clear cut, but 
the color is a bit sad.” DETAILS 

“No music or sound,  
whatsoever. I'm sure  

you guys are aware of this,  
but I thought I'd report it.”

SYNCING 
“I love seeing my  
custom Warden!” 



Keep Progress Video
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Lessons

• Design a program around what your 
product needs 

• Get feedback in the moment 
• Encourage your whole team to get 

involved 
• Find common themes and investigate 
• Communicate openly during the 

process





Final Thoughts



Closing Thoughts

• Don’t just solve the immediate 
problem find the opportunities 

• Preserve the investment players have 
made in your franchise 

• Find ways to include your community 
in the development process 



Thank you!


