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R & D process

Lasted about14months

From development to release 2013.12~2015.3

Planning, Programming, Art, UI/GUI

Totally finished over4000tasks
Fixed nearly2000BUGs
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TeamIncluding mainly 30+ main team members

7planners 12programmers

7QAs 4UI/GUI designers
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Magnitude 
Of R & D content
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Art 
Resources

More than12000artist/day

Re-design and re-make all the art 
resources of the mobile game 
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Character More than 130+

More than4000artist/day
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Scene 30+，>180screens

More than3000artist/day
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How to improve the quality and control the 
development progress?

How to continually iterate and polish the game?

So，the questions are

During the limited development cycle:
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Traditional Agile practices - in Scrum 
Case
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• Core elements of weekly iteration:
 Every weekly version has an authenticated 

version of game experience

 Continue to iterate based on the previous 
weekly version

 Clear weekly goals for the team: cooperate 
to complete the weekly version

Weekl
y 

versio
n

Management of weekly version (requirement 
locking, resource locking, adding and removing 

requirements)

Conten
t 

Creatio
n

Test
Acc
epta
nce

Product 
Milesto
ne Plan

Weekl
y 

versio
n 

conten
t

1 
week Wee

kly 
Revi
ew

Branc
h 

Mana
geme

nt

Rapid 
commu
nication 
based 
on the 
Kanban

Weekly Version 
Iteration

System 
Requireme
nts1Functional 
Requireme
nts2Art 
Requireme
nts3UI/GUI 
Requiremen
ts 4Programmi
ng 
Requireme
nts 5

Weekly 
version 

1

Weekly 
version 

2

Other 
Requireme
ntsLong-term 
Requireme
nts



Session Title

Speaker Name
Speaker Title & Company

Product iteration based on weekly version 
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Weekly Iteration - Kanban
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Weekly Iteration - Art Production Plan

Matching weekly art production plan (visualization)

Weekly visible art resources:

 Such as alternative sources, original paintings, models, barrier 
and mask versions

 Art internal production, art outsourcing production platforms
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Weekly Iteration - Requirement management
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Weekly Iteration - Requirement management
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Weekly Iteration - Conditions for 
implementation

 Experienced product producer

 Mature product team

 Specialized product PM and 
art PM

 Supporting project 
management and collaboration 
platform
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Is weekly version 
agile enough?

Can it be faster ?

Can weekly version

fully meet the product demand?
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Supplementation of weekly iteration: 
daily version/two-day version

During the final stage, the expectations of the team for 
version iteration include:
 Can experience the change everyday
 Can see the results of iteration everyday (can’t ensure stable 

quality)
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Weekly version iteration –
Experience and Lessons

 Efficiency: steady output VS 
explosive output

 Iteration cycle is not the shorter, the 
better
Higher management expense

Higher intensity of work

Sometimes you need time to think

 Weekly iteration practice also needs 
continuous iterationCautiously move forward like 

walking on the thin ice.
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THANKS
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Q&A


