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ÁThe Immaturity of the Game Industry:

ÁProducers & managers have poor / no experience 
with large complex projects

ÁMethodologies used are diverse and/or undefined

Á(ÁÖÅÎȭÔ ÓÏÌÖÅÄ ÐÒÏÄÕÃÔÉÏÎ ÃÈÁÌÌÅÎÇÅÓ ÔÈÁÔ ×ÅÒÅ Á 
problem on smaller teams



ÁHarness the power of large teams:

Á Organization
A network of self-organized teams

Á Process
Achieving the right balance between top down direction and 
individual contribution

Á Culture
Keeping the organization human



Organization
A Networkof Self-Organized Teams
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Á 5 principles to put together the optimal 
structure



1. De-centralization

ÁCreate a network of self-organized teams

ÁFocus on empowerment & reducing dependencies
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2. Separation between management and 
content direction

ÁStarts with the Producer and the Creative Director

ÁModel replicated throughout the team
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3. Multi -Disciplinary Teams
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4. Small Teamsin a Large Team

Á10 direct reports per managers at peak as a general 
rule

Áȣ-ÁÐ ÐÒÏÄÕÃÔÉÏÎ ÔÅÁÍÓ ÔÅÎÄ ÔÏ ÇÅÔ ÔÏ ΨΦ-25 at peak

ÁShould be less, but hard to achieve without the right 
people
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5. Stay Closeto the Vision

ÁAdapting the structure to support design 
intentions

ÁAdapting design to reduce dependencies

ÁCreating team to generate ideas and innovation
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ÁCore team and part of extended core team

ÁBackbone / Skeleton of project structure

ÁFocus on innovation and supporting idea 
generation
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ÁCore team + extended core team

Á80% of programming team

ÁProduction staff to put together vertical slice of all 
major components

ÁAdapt structure based on project concept & vision
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Á $ÏÎȭÔ ÒÁÍÐ-up until vision is crystal clear

ÁAll levels done in parallel

ÁOften ramp-up additional people in the second 
half of production to finish & polish levels
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ÁProgrammers

ÁTech artists for debugging support

ÁPolishing team
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ÁEngineers for post-launch support & patches

ÁDLC team
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ÁSpecialization

ÁSenior team members focusing on smaller section 
ÏÆ ÔÈÅ ÇÁÍÅȭÓ ÓÃÏÐÅ

ÁNew positions



ÁSpecialization

Level Design
Director

ÁMission design
ÁLayout approval
ÁPacing
ÁLearning curve
ÁDifficulty

Presentation
Art Director

ÁUI
ÁFront End
ÁHUD
ÁProjections

Scripted Events
Director

Animation director 
specialized in 
directing human 
performances for 
games
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