Monster Teams

How a Producer Tamed the Beast and Lived to




UBISOFT

Alex Parizeau
Senior Producer @Jbisoft Toronto




Team of 325%
2.5 (5) years

Alex Parizeau
Senior Producer @Jbisoft Toronto




Jom

Alex Parizeau
Senior Producer @Jbisoft Toronto




January 2006
Monday

16




MATURE 17+




LIVE

O
(@)

)
\ F







e (l?h:n\l\uu., - -
. N o353

-







¢II? ‘:)J_ B . %7, PlayStation.Network

ASSASSINS

—

REVELATION

MATURE 17+

— VYCUAIZIOM



PROTELCT

TRANSFORMERS

Team of 1000+

Team of 400500

h \f\
Mm\ Y 8
| oo't‘l’i"i”’? ‘\‘ N\
‘ ,,0.0.0.0.\0“05## s
’QQQQ
"o’t’o’»’nm’o’o\’o’b

0’»'»’»\’0'0’0’0’0’0’0’0‘ N

"’t’c’»\’ﬁ\’o’b’o’o’ ’o \\ ,

~’..‘... " “‘ \\\\. 3

N“N

VAREKA/

CIRQ,E DU SOLEIL.

Team of 200+



A Thelmmaturity of the Game Industry:

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

Methodologies used are diverse and/or undefined
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problem on smaller teams



A Harness theoower of large teams:

Organization
A network of seHorganized teams

Process

Achieving the right balance between top down direction and
iIndividual contribution

Culture
Keeping the organization human




Organization

A Networkof SeltOrganized Teams




A Priorities
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A Priorities
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A 5 principlesto put together the optimal
structure



1. De-centralization

Create a network of selbrganized teams

Focus on empowerment & reducing dependencies
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2. Separation betweemanagementand
content direction

Starts with the Producer and the Creative Director

Model replicated throughout the team



LEVEL PRODUCTION TEAM

MANAGEMENT
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3. Multi-Disciplinary Teams
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4. Small Teamsin a Large Team

10 direct reports per managers at peak as a general
rule
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Should be less, but hard to achieve without the right
people
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5. Stay Closéo the Vision

Adapting the structure to support design
Intentions

Adapting design to reduce dependencies

Creating team to generate ideas and innovation






A Evolution through project phases

PRE
CONCEPTION PRODUCTION PRODUCTION RELEASE POSTFLAUNCH
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A Evolution

CONCEPTION

Core team and part of extended core team
Backbone / Skeleton of project structure

Focus on innovation and supporting idea
generation
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A Evolution

PRE
PRODUCTION

Core team + extended core team
80% of programming team

Production staff to put together vertical slice of all
major components

Adapt structure based on project concept & vision
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A Evolution

PRODUCTION

$1 1 6 O-upail vBion is crystal clear
A All levels done in parallel

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




R s0-120

A Evolution

A Programmers
A Tech artists for debugging support
A Polishing team
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A Evolution

POSTLAUNCH

Engineers for postaunch support & patches
DLC team



A Specialization

Senior team members focusing on smaller section
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New positions



A Specialization

Level Design
Director

AMlission design
ALayout approval
APacing
ALearning curve
ADifficulty

Presentation
Art Director

AU

AFront End
AHUD
AProjections

Scripted Events
Director

Animation director
specialized in
directing human
performances for
games
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