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From Boxes to Life! How to Prototype and Develop
Creatures: Mass Effect 2 and 3 Case Study

Scylla Costa

Development Director, BioWare/EA
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Who am I?
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What do | do™?
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Core Programming Core Programming

Tools Tools

Performance Performance

GUI

GUI

Gameplay Gameplay

Character Art

Animation

VEX

Online
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What iIs & creature™
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What iIs & creature™
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N&eEee2 Process
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Example




Game Developers Conference™ Europe 2011 August 1517, 2011 | www.GDCEurope.com

Example
nrelesse 3(

= 18
R -
/ . 3
i ,
A7 & &,/ )4*
yy S Ty
\ ,,;w‘xi‘ » p |
A —
 \ & \




Game Developers Conference™ Europe 2011 August15-17, 2011 | www.GDCEurope.com

¥
BMinimize




Game Developers Conference™ Europe 2011 August15-17, 2011 | www.GDCEurope.com

Other examples
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N&eEee2 Process
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~ocus on the
NMost Important
FProblem
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i

Changes can
be scary!
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Cresature Creatftion Process

-> Final Prototype >> Rough Creature >> Polish

)

Character Character Character
Art Character Art Art Art

=

Gameplay Gameplay Gameplay
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CCP - Gameplay Concept
FPhase

* Factions

* Roles

* Creature Pipeline
* Creature Bible
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Cerberus FFachion




.
Reaper Faction
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* Cover Taker

* Slow Pressure
* Support

* Suppressor

* Cover Buster
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Creature Bible

Overview

(Cerberus) Assoult Trooper cover for longer when wounded




Cresture Pipeline Doc

Creature Pipeline

functional creature in a map that be
ould have box art and very rough animatio

fined, rough VFX and weapons should be p

hould be prototyped out (if appli
one designed to work with i
see how it could be fun when tuned properly (which will occur at a later
phase).

Prototype creatures are not for use in productic

G}
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Cresature Creatftion Process

-> Final Prototype >> Rough Creature >> Polish >

Concept

Character
Art




Heavy Vech and the Atlas
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Frototyping
FPhase

* Box Creatures (videos)
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Cresature Creatftion Process

-> Final Prototype >> Rough Creature >> Polish >

Concept

Character
Art Character Art

Gameplay
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Cresature Creatftion Process

-> Final Prototype >> Rough Creature >> Polish >

Character Character
Art Character Art Art

=

Gameplay Gameplay
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Cresature Creatftion Process

-> Final Prototype >> Rough Creature >> Polish

)

Character Character Character
Art Character Art Art Art

=

Gameplay Gameplay Gameplay
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RESULTS?
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Cresature Creatftion Process

-> Final Prototym Rough Creature >> Polish >

Character Character
Art Character Art Art

=

Gameplay Gameplay
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Work on
expectations
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Llse cross teams
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Improve communication
and visibihity!
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Howv are you
getting there™
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Cuestions™?

Big thanks to the entire Gameplay, Character Art, Animation,
VFX, Audio and QA team. You guys rock!

Special Thanks to Brenon, Boldwin, Noel and Preston.

scylla@bioware.com
@scyllacosta




