




MARIO+RABBIDS HISTORY

DEFINING THE GAME’S NEEDS

DESIGNING THE PROCEDURAL TOOLS

USING THOSE TOOLS IN OUR ADVENTURE

RECAP



Tactical Game

Ubisoft Milan & Paris 
+ Pune, Montpellier, Chengdu

Nintendo Switch

Tactical Game

Ubisoft Milan & Paris

Nintendo Switch



Cursor: Programming Movement

Grid-Based

Covers

Movement Tools





Direct Control on Characters

No-Grid / Radiuses

More Covers, Panels & Props

New Movement Tools

















Multiple Maps with:



Requiring:



AND PROPOSE FLAVOURED BATTLES

















SPAWNING IS CHAOTIC 





3 Possibilities:



All Enemies Archetypes get their 

own Spawning Preferences





OBJECTIVES & DEPTH?





6 Objectives: 

Example: REACH







Lack of consistency & contrast:

HOW TO GIVE A FLAVOUR?





Generation Themes: 



















Main Path:

Side Content:



Game Mode with Replayable structure:





YOU SHOULDDON’T BE



THANK YOU
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