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Mi‘pu’'mi Games

A Year of Establishment: 2009

A Sector: Game Development

A Based in: Vienna, Austria
A Team Size: 16
A Self-funded and debt free
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Projects 2009

A Animal World: 7-title series of educational trivia games for

Nintendo DS and DSi
I Publisher: UIG GmbH

A Animal Life: 5-title series of educational trivia games for

Nintendo DSi
I Publisher: UIG GmbH
A Fit for Fun: dieting game for Nintendo DS
I Publisher: Namco Bandai Partners
A Consulting & Asset outsourcing

I plazz entertainment, Ibx games, SevenOne Intermedia, Broken
Rules, Team Vienna
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Projects 2010

A At.lant.is: Design, development and social network
integration for an existing Flash-based MMO for
kids

I Publisher: plazz entertainment
A Unannounced game service project fir Sony

DADC

A Technical and design consulting for an
unannounced Microsoft Kinect project for Square
Enix Europe
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Projects 201 1

A Unannounced Free-to-play Browser-based
MMORPG
I 4 Player Action Gameplay
| Random Content Generation
I Asynchronous Gameplay Elements

| Facebook Connect
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Gregor Eigner

A 15 years of experience in game development
A Studies of law and economics in Graz, Austria
A Producer at Dion Software

A Associate Producer at Rockstar Vienna

A Project Manager at Related Designs

A Head of Development at10tacle Vienna

A Managing Director at Mi‘pu‘mi Games
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Ob ] ective

A Giving an overview on various key workflows
and processes in game development

A Expectation management of game developers

and publishers:
I Which mistakes can be done?

| How can these be avoided?

I Which ones can’t be avoided?
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Objective

A "If there is any great secret of success in life, it
lies in the ability to put yourself in the other
person's place and to see things from his point of
view - as well as your own" — Henry Ford
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I. Contract & Negotiation

A Why are contracts so important?

I Honeymoon will be over

I Definition of mutual responsibilities and rights
I Worst case scenario for mutual protection

| Assessment of potential risks and problems at the
beginning of a business relationship
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I. Contract & Negotiation

A Expectation-management

[ Which output is expected in which quality?
A Original IP or Work-for-Hire?

T W
I W
I W

ho's holder of the copyrights (Source, Name etc.)?

hat's the size of budget and / or revenue share?

hen shall the game be finished?
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I. Contract & Negotiation

A Production phases and milestones have to be
adapted to the development (no classic “EA-
compliant” Milestones)

A Flexibility in amount of features and assets

(Change Request Management)
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I. Contract & Negotiation
A What are the risks I have to deal with and am I

aware of these risks?

| Financial risks

| The market as risk

| The experience as risk

I Is the success of the game of any importance?
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I. Contract & Negotiation

A How can a project be defined without a finished

game design document?
I Declaration of an intention
I Examples and references

I The production shouldn’t be started without any
game design

I Change request system after having started the
production phase
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I. Contract & Negotiation

How much effort to come up with a project
plan, a budget and milestones?

I Depending on the size of the project

I Nobody likes long term planning — People are afraid

to commit to promises they cannot keep

| Iterative workflow for planning and changes to the
contract should be defined in the contract
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[I. Milestone Planning

A Why milestones?

Internal development: often “agile” planning methods

External relationships: Payments are triggered by
approvals...

Combination of reasonable tools:
A Daily update meetings
A Definition of goals
A Sprints
A Milestone plans / work packages
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[I. Milestone Planning

A Which milestones should exist?
| Start (signing fee) / LOI / contract:

I Rough planning of milestones
A Shouldn’t be underestimated — Basis for mutual trust!

I Scope: Definition based on references or proven game
play

I Prototypes for high risk features

I Vertical slice: ha, ha.

I MS1,2,3..
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[I. Milestone Planning

A Naming conventions for milestones
| Public Alpha,
| Closed Beta
| Internal Test...
| Expectation management often problematic

I Give numbers!
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II. Milestone Planning

A Duration of milestones

I Every MS produces overhead — on both sides

I Necessary for the cash flow of a developer
I Establishes focus

I Next MS should be discussed
I Everyl-2 months...
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II. Milestone Definitions

A Asset lists are not so bad
| 50 enemies...

| If assets are not well communicated you will either
have not enough assets or assets in bad quality.

A Soft definitions:
I “Game is fun”, “AAA Graphics”

| Sometimes those cannot be avoided

[ Create a common unterstanding
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II. Milestone Approvals
A The build shouldn’t have to be bug-free

A Build alone is not sufficient — documentation is

needed!

A Are all features accessible?

I Testlevels, cheats, renders, documents
A Milestone on a Friday (evening)?
A No surprises (for the project team)!
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[I. Milestone Planning

A Knowledge in the team

I Producer has to know the contract

I Leads have to know the milestone plan

I Strategy has to be discussed within the team
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[II. Release Management

A How can the quality of a milestone be measured?
I Meaningful and measurable criteria

| Milestones can be adapted with change requests and

feedback

I Development and aprovals should be a mutual
agreement in a business relationship

‘ @ Mi'pu'mi Games
/ All rights reserved. This document is confidential. Di stribud%ymduction or use are forbidden unless these rights have been explicitly granted through a written permission of the copyright holder.

=



ili“l'li s
pu'mi / §
( ames

[II. Release Management
A When is the game (development) finished?

I When it meets the expectations to a certain quality level?
I When budget, time and resources are consumed?
I When it’s done?

A Importance of finishing

Constant communication of expectations for the release
(Ratmg, User numbers, time, budget)

| Identification of a possible mismatch and try to
communicate / fix the mismatch
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[II. Release Management

A Expectations of the market

I Demand and supply: Is the game necessary for the
market?

I Influence on a potential revenue share deal

A Expectations for the contract

| Correct behaviour of both contract parties, even
though the contract might be terminated

I Settlement of all open issues
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IV. Marketing

A Planning of marketing-requirements
! Markeing

A

A
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