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INITIAL TARGETS



OUR CORE LOOP

 Movement abilities, verticality

 Class-driven gameplay

 Gravity-altering effects

 Objective based game modes

 Gunplay primarily



OUR AUDIENCE

 Arena shooter nostalgia

 Competitive gamers and sports fans

 Depth and mastery seekers



ON THE 30’s
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30 SEC/MIN

 Core shooting & movement

 Rough time-to-kill (TTK)

 Ideal encounter distances

 Map size with blueprint

 Our first three classes (roles)

 Showcase game mode

 Ton of experiments

12 months (Aug 2014 - Aug 2015)



DEFINE & 

USE PILLARS



PILLAR APPROACH

 Avoided broad terms

 Avoided forced choices

 Remained flexible



PILLAR 1: DEPTH OVER BREADTH



PILLAR 2: SKILLED PLAY WINS THE DAY



PILLAR 2: SKILLED PLAY WINS THE DAY



PILLAR 2: SKILLED PLAY WINS THE DAY



PILLAR 3: DON’T BLAME THE DEVS



PILLAR 4: HIGH DRAMA

Match Over



PILLAR 5: HIGHLIGHT REELS



PILLAR 5: HIGHLIGHT REELS



CHECKLIST

DESIGN



THE CHECKLIST



SHARPEN YOUR KNIVES



ACCEPT FEEDBACK, BUT DIFFERENTIATE



FUN OVER

FUNCTION



FUN DOESN’T ALWAYS LOOK GOODFUN LOOKS BETTER!



ABANDON [F2P] SHIP!



EXPECT, EMBRACE

THE UNEXPECTED



FEATURES, NOT BUGS



UNEXPECTED OPPORTUNITIES



TO BE CONTINUED…
(RECENT LESSONS LEARNED)



PUBLIC ALPHA!



TRANSPARENCY



PERSONNEL BACKUP PLAN



LEAP OF FAITH



THE CONTENT TRAIN



THE END

BEGINNING
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