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KOMAHOA TEMMAN3AUHA

KAK Mbl PABOTAEM?

Bagum CuBonan
Game Design Team Lead
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e founded in 2009
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* 8 Offices & Studios

We're home to some of the best talent in the social and mobile gaming industry.

Over 1200 professionals in eight offices and development studios across
Europe and United States.
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KOMAHAA / UHCTPYMEHTDI

e 4 Game Designer
e 2 Game Balance Designer

e 1 Game Analyst



KOMAHAA / UHCTPYMEHTDI

e 4 Game Designer e Confluence
e 2 Game Balance Designer e Google Sheets

e 1 Game Analyst e Jira
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e HoBass kKoMaHAa, NnonHoe OTCYTCTBUE NMpOouUEeCCOB

e [1na HekoTopbix Game Designers n Game Balance Designers

3TO 6bIN I'IGpBbII7I onbIT pa6OTbI Ha TaKnX AOJDKHOCTAX

e [lonr nepen KOMaHAOM pa3paboOTKU B BUAE HEXBATKM
AV3anH-00KYMeHTauum
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NMOCTAHOBKA LIEJIN

e Co3paTb 3PpPEKTUBHYIO KOMaHAY renMan3anHepoB

e PaspaboTaTb U BHEAPUTb NOHATHDLIN N NpenCcKasyeMbIN NpoLecc

e [1po3payHble Npouecchl AN5 BCEX YYAaCTHMKOB Pa3paboTKu

e Pa3Bntme egUHOM 3KCNEPTU3bl N €UHOIo NOHATUMHOIO annapaTa

e Co3gaTb ycnoBusa g NOCTOAHHOIO POCTa U PasBUTUS KOMaHAbI



POJ1Ib TEMUM-OU3AUHEPA
B KOMAHAE
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POJ1b TEMM-AU3AUHEPA B KOMAHAE
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POJ1b TEMM-AU3AUHEPA B KOMAHAE

e [emmagmsanHep = Feature Owner

e [emmamsanHep = lNpoptocep
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ACTION

o Workflow

e Jira, Scrum, Poker Planning
e PeTpocnekTuBa

e LleHHOCTM KOMaHAbI

e Pa3BuTme TexHn4eCcKoro YPOBHA KOMaHObl



WORKFLOW

‘A Copyright Plarium Global LTD. 2018

= Do not distribute



WORKFLOW

* Workflow nokpbiBaeT BeCb pa6oumnm npouecc oT naem Ao penmsa,
aHanM3a N BHECEHUS USMEHEHUN Ha OCHOBE aHaIMTUYECKNX AaHHbIX



WORKFLOW

* Workflow nokpbiBaeT BeCb pa6oumnm npouecc oT naem Ao penmsa,
aHanM3a N BHECEHUS USMEHEHUN Ha OCHOBE aHaIMTUYECKNX AaHHbIX

o Kaxxgbin aTan B Workflow gpononHseTcs petanbHbiIM pyKOBOACTBOM
* YTO AOMKHO ObITb CAENAHO
* K KOMYy O6paLlaTbCs

e KAKOW OXUAaeMbIN pe3ynbtaT MUTUHTa



WORKFLOW

Pre-production 3tan | (Hayano)

N2 Status Step

1 ( Monyyex Deadline u penn3s nnaH GyHKUMOHANBHOCTH.

2 ( B nocke Game Design co3aaHbi:
* Epic JIRA-task Ha GYHKLMOHANbHOCTb.
* JIRA-task Ha ¢ ™.
* JIRA-task Ha ) n.

JIRA-task Ha onucaHue UI/UX mobile.
JIRA-task Ha onucaHue UI/UX Web.
JIRA-task Ha pegbio onucanua UI/UX mobile.
JIRA-task Ha pegbto onucanmna UIJUX Web.

3 ( CozpaHx Cor T,
dyHKUMoHanbHoCcTH (feature specification).
Game Designer co3paeT 3T0T AOKYMEHT B Features in Conf| (paszpen
RTS Feature Library, P ® Tein).
4 ( NanHbie u3 feature concept nepi 3 T feature
5 ( CozpaH Google Sheet: ) PbIv T 6anaHc ¢y ]

(balance doc).

Game Designer co3fiaeT 3T0T AOKYMeHT 8 nanke Gameplay (Google Space nanka,
P T AOKY Tol RTS urp).

6 KoHuenTt 6anaHca nepeHeceH U3 balance draft 8 HosbI 6anaHc AOKYMeHT balance doc.
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Building Efficient Game Design Team

Details

* Y3HaeM Ha KOrfa U Ha Kakue urpbl 3ar penus by TI U3 y Ta 2017 Release plan Kharkov Studio..
* [na Toro, 4To6bl Nony4uTs cpok Deadline No ®YHKUMOHANLHOCTY, NULLEM )

« [lo cpoka Deadline ponxeH 6biTs Game Des:gn D (nanee GDD).
& Important!!!
GDD — TOB, P! {0 Aam ana n W. Feature

specification — 0CHOBHOI1 aneMeHT GDD. 3ToT :-meuem
3NeMeHTaM KoMNNeKca.

[OCTYN KO BCEM OCTanbHbIM

it b 8 Tabnuue Huxe.

Jil ] no GDD

B RTS Feature Library Guide.

* ®opmMaTt uMeHu Epic JIRA-taska: Feature Name.
* Epic JIRA-tasky CNpUHT He BbiBMpaeTca.
* ®opmMaT uMeHu JIRA-taskoe oTHocswmxcs Kk Epic JIRA-tasky: Feature Name. Task name.

& Importan
Bce Tacku ot K An3aHa

NOMXHBI BbITL NpUKpenneHs! K Epic JIRA-tasky.

* Game Designer AT Feature

* Game Designer 3anonxseT cekumio The team:

* Game Designer 3anontseT cekumio Related resources.
* [o6aenseT ccbinky Ha balance doc.
* [o6aenseT ccbinky Ha Epic JIRA-taska.

[lokyMeHT feature concept He yaansem.

* ®opmart umeHn balance doc: Gameplay. FeatureName.

* Bnagenbuem OKYMeHTa Aenaem akkayHT Google documentation.kh@plarium.com.
* [laeMm gocTyn BCEM COT Game Bl & lyti

* Tpe6oeaHus K opopmneruto balance doc




Building Efficient Game Design Team

WORKFLOW

7 ) Mpoeeaex MuTuHr ¢ Technical Writers u QA.

o Lenb MuTUHra:
1. MNposecTu NpeseHTauu wana ical Writers n QA.
2. Yteepauts ¢ Technical Writers cTpykTypy onucaHns GyHKUMOHANbHOCTH.
3. ¥ c ical Writers.

4. 06cyanTb ¢ QA TOHKME MeCTa B peanusaumu, 4To6bl y4ecTb BCe 3TO B ONUCAHUM dYHKUMOHANBHOCTH.
* Ha MUTUHI 30BeM:

* @Daria Riaboshapka .

* @Maksym Arhunov .

* @Anton Kolesnyk .
« Pe3ynbTaT MUTUHra:

* CTPYKTYpa ONUCAHMA GYHKUMOHANLHOCTH.
CIRY%

[

& Important
J10 MMTHHra, KaXAblA Y4ACTHUK MUTUHIa 0693aH NPOYMTATh KOHUENT GYHKUMOHANbHOCTH.

MpoeeaeH MUTUHT No UX mobile, NnonyyeHbl 3CTUMERTLI M HauaTa paboTa Hag * Ona mokana ¢y nuwem 2d/Ul Art Team Lead @ Kateryna Pshenychnykova u y3Haem:
MOKanamu. * Kakoit UX Designer 6yaert ot 3a Au3aiiH ans oy

* Koraa komaHaa UX Designes CMOXET NPOBECTH NepPBblit MUTUH.
* Korpa komaHaa UX Designers CMOXeT NpUCTynuTL K paboTe.
* YTBEpXIaeM UCNONHUTENEi 1 AaTbl C
+ [orosapusaemcs 0 MUTUHre ¢ @ Kateryna Pshenychnykova .

« CospaeM MBEHT B KaneHaape:
« BpOHUPYEM NEPEeroBOPHYIO C TENEBU3OPOM.
* 3anonHsem nons weexTa no npumepy LWabnoH onucaHus cobbiTus.

* Llenb MutuHra:

o I oTBeTC UX Desi 'y uH o W
« O Locali: c bio.
« [lorooputcs o MUTUHTE, Ha

6yneT roTos Nepsbiil BAPUaHT MOKaNa GyHKUMOHANLHOCTH.
* Ha MUTUHT npurnawaem:

s 2D/UI Art Team Lead - @Kateryna Pshenychnykova .
« UX designer i 3a /
o Localizator - @Iryna Babenko .

* Creative Content - @Iryna Babenko .

Pe3ynsTaT MUTHHra:

* 3apava nepefaHa B pa3paborky.

@Kateryna Pshenychnykova .

« Or 1 UX Designer / L li; / Creative Content noHsn 3apavy.
* [ony4eHsl 3CTUMENTI OT @ Kateryna / @Iryna .
* TPOBOAUM faHHble MUTUHIU NOKa He pabora Hag / n/ KO i ans
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WORKFLOW

» Workflow 310 6t10pokpaTtus!?



WORKFLOW

» Workflow 310 6t10pokpaTtus!?

e Workflow He MHCTpYMEHT KOHTpONA A1 MeHeaxepa



WORKFLOW

» Workflow 310 6t10pokpaTtus!?
e Workflow He MHCTpYMEHT KOHTpONA A1 MeHeaxepa

e Workflow - MHCTpyMeHT OCO3HaHus ong remmansamHepa



JIRA, SCRUM,
POKER PLANNING
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JIRA, SCRUM, POKER PLANNING

e 2-HeAenNbHbIN CIIPUHT U A3NAN-MUTUHIU
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JIRA, SCRUM, POKER PLANNING

e 2-HeAenNbHbIN CIIPUHT U A3NAN-MUTUHIU
e YHUdnumposaHHas nekoMmnosnumsa 3agau
e Poker Planning u oueHka 3agay B Story Point

e Qusnyeckme Burndown u Velocity Charts
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PETPOCINEKTUBA

e PeTpocnekTuBa Kak cnoco6 OTKPbITO rOBOPUTH O Npob6aemax
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e PeTpocCneKTuBa Kak CNnoco6 OTKPbITO rOBOPUTb O Npobnemax
e [1Ba TMNa peTPOCNEKTMB:

BHYTpPEeHHSAI1 — O6CY)XAaloTCs BOMNPOCHI NO paboTe
reMMmansamHeposB

BHewHA — renmansanHepbl BMeCTe C KOMaHAaMM pa3paboTKm O6CyXaatoT
BCe BOMNPOCHI, BO3HUKalOLLME BO BpeMS pa3paboTKn GYHKLMNOHANbHOCTU
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PETPOCINEKTUBA

e PeTpocCneKTuBa Kak CNnoco6 OTKPbITO rOBOPUTb O Npobnemax
e [1Ba TMNa peTPOCNEKTMB:

BHYTpPEeHHSAI1 — O6CY)XAaloTCs BOMNPOCHI NO paboTe
reMMmansamHeposB

BHewHA — renmansanHepbl BMeCTe C KOMaHAaMM pa3paboTKm O6CyXaatoT
BCe BOMNPOCHI, BO3HUKalOLLME BO BpeMS pa3paboTKn GYHKLMNOHANbHOCTU
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LEHHOCTU KOMAHADI

e BO3MOXHOCTb yC/bIWwaTb LEHHOCTU CaMOW KOMaHAbl



LEHHOCTU KOMAHADI

e BO3MOXHOCTb yC/bIWwaTb LEHHOCTU CaMOW KOMaHAbl

e BO3MO)XHOCTb MOHATb, KAKOW KOMaHAa cebs BUAUT N KAKON XOYEeT BUAETb



LEHHOCTU KOMAHADI

e BO3MOXHOCTb yC/bIWwaTb LEHHOCTU CaMOW KOMaHAbl
e BO3MOXHOCTb MOHATb, KAKOM KOMaHAa ceb6s BUOUT U KaKOM XxouyeT BUOeTb

e OnpepeneHue cyrnepkomMaHabl



MAHTPA TEMM-OU3AUHEPA

=

He 6bITb TOKCUYHbIM

Monb3oBaTbCa 3KCNEpPTU30M Konner

BbITb 3MOLMOHANIBHO KOMMNETEHTHBIM

BbITb ApyXento6bHbIM

Pa3BuBaTbCca camum 1 genutbca nHbopmaumnen
Bocxumwatbes

He 60aTbCca NopaxeHui

He 605TbCa NpO60BaTh, yUNTbCS Ha OLLIMOKaX

© ©® N o U B WD

He 60aTbCcA OTBETCTBEHHOCTU

10. CTpeMnTbCSs BbICKa3blBaTb a/ibTEPHATUBHOE MHEHUE

11. CHayvana BbICNyLUMBAEM aNbTEPHATUBHOE MHEHME

12. He 3a6biBaeM, 4TO BOKPYT Hac NpodeccnoHabl

13. KpuTtnkoBaTb Uaeu, a He IMYHOCTb

14.Nomoraem, ecnm NpocsaT 0 NOMOLMU

15. bnarogapum

16.Mpepnaraem nomoLub

17. BoinonHsiem o6sa3aTenbCcTBa, Cneayem 4OroBOPEHHOCTHU
18. Bcerpa roBopum npasay

19. BbiTb no3nTuBHbIMM! Always stay on the bright side!



PASBUTUE
TEXHUHECKOI'O YPOBHA
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e Pa3bop nrp Ha NOCTOAHHON OCHOBE



PA3BUTUE TEXHUYECKOIO YPOBHHA

e Pa3bop nrp Ha NOCTOAHHON OCHOBE
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PA3BUTUE TEXHUYECKOIO YPOBHHA

e Pa3bop nrp Ha NOCTOAHHON OCHOBE
e LllabnoH gnga pas6opa
e MUTUHT NO pe3ynbTaTtam pasbopa:

— NMOUCK naewn

— NMOUCK peLleHUi
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PE3VJIbTATDbI
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PE3VJIbTATDbI

e [locTUrnm BblICOKOM 3 PEKTUBHOCTU U NpeACcKasyeMoCTuM npoLecca

e KOMaHaa meeT eAnHbIN MOHATUNHBLIX annapaT

N obnapgaeT O6LEN SKCNEPTU3ON

e BHegpsieM NOXOXXun npouecc B TPEX KOMaHAaxX genapTamMmeHTa



PABOYUU NPOLLECC
yacTtb |l
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FEATURE DEVELOPMENT WORKFLOW
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FEATURE DEVELOPMENT WORKFLOW

e Concept Development - co3zgaHune KOHLenTa
e Pre-Production - pa6oTa Hag aM3amHoM ¢uum
e Stage | - Hauyano, geTanmnsaums KoHuenTa
 Stage Il - c60p obpaTHOM CBA3MU
e Stage lll - duHanun3aums gmsamHa, NOAULLINHT,
e Production - atan pa3paboTku

e Analysis & Maintenance - aHanu3 U noanepKKa



CONCEPT DEVELOPMENT

e [lonck, reHepaumsa n otéop naen
e Co3paHune n npopaboTka KOHLENTOB ONMcaHua U 6anaHca

e YTBEepXOeHne KOHUenTa



PRE-PRODUCTION. STAGE |

e [leTannsaumm KOHUeNTa, Co3gaHne AN3anH-AOKYMEHTa
e PaboTa C TeXHUYECKUMU NUcaTenaMum
e [lpopaboTka 6anaHca

e Hayano pa6oTbl Hag UX gM3anHoOM n nokanmsaumemn



PRE-PRODUCTION. STAGE Il

e [lonyyeHmne obpaTHOM CBA3M Yy KOMaHAbl BP
e [lonyyeHmne o6paTHOM CBA3M Y KOMaHAbl pa3paboTKu

e [lonyyeHmne o6paTHOM CBA3M Y KOMaHAbl CTENKXONOEPOB



PRE-PRODUCTION. STAGE III

e O6paboTKa NoNy4YeHHON O6paTHOM CBA3M

o OyHanu3mpoBaHme gmMsanH JOKYMEHTA

o QuHanm3smpoBaHmne 6anaHca

e PeBblo U puHanmsnpoBaHue UX amsamHa

e BblunTka am3anH JOKyMeHTauum

e [Ipe3eHTaumsa An3anHa KOMaHae pa3paboTKu

e Bzammopencrteme ¢ KOMbIOHUTU



PRODUCTION

o CannopT KOMaHAbl pa3paboTKu
o AKTyanusmpoBaHune amsamH AOKyMeHTa / 6anaHC LOKYMeEHTa

e TecTupoBaHue dn4M Ha TeCTOBOM bunae/cepsepe



ANALYSIS & MAINTENANCE

e BsanmopencTteme c KomaHgomn BP
e [lony4yeHne aHaNNTUYECKUX OTYETOB

e BHeceHune nsmeHeHu Ha OCHOBE aHaIMTUYECKUX OTHeTOB / pnabekos



THANK YOU



‘ KOHTAKTDI

Vadym Syvolap | Game Design Team Lead

vadymsyvolap E SCUBOMBOM

v.syvolap El' SW-2152-9276-4234
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