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* IGN #1 God of War Boss Battle

« Multimillion Dollar Money Shot

» 24 Months Development Time

5 Core Team Members (3 Dedicated)
« 35 Person Effort (1/3 of Studio)

« 420 Animations

* 500 Joints - 160k T, 18 Mill. Raw

« 25 Min Average Playtime
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1.Start With a Bang
2.Go Huge and Bring It In
3. Playtest A LOT

. Great Games are Made One Piece at a Time

. Top Down Commitment to Quality
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6. Director Is the Gate Keeper

/. Specialization = Singleness of Purpose
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. Don’t Play It Safe
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2. Epic Set Pieces
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~Concept / Image

~Get.On;-Do", Get Off

. Team Breaks for 30 Mins

. Regroup .- Put on Board

s Director/lLeads Vote. on
Favorite 3

6. Assess Popularity

/. Director Makes Decision
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. Emotional Buildup

. Keep It Believable

. “Dynamicism”

. Animation

. Visual Effects
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. VO and Sound FX
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1. Real Character
2.Relative Scale
3.Camera Work
4.Real Time / No Cuts

5.Animation
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Now You’re An

Environment
Artist! YAY!
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1. Zipper Tech

2. Massive Joint Count

Animation
1. Animating a Level

2. Stability Vs Aesthetic

3.Anim Resolution
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Level Design

. Nucleus of Effort

. One with Animator

. New Collision System
. Relilance on Other

Disciplines

Camera Design

1. Moving Foundation

. Ridiculous Scale







New Hades Layout

(for real)
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. Strength In Numbers
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Additional Credits

* Tyler Breon « Aaron Jessie

* Jason Hall « Weiching Wu

« Meng Vu « Max Ancar

* James Che « Ken Feldman

« Gary Kavenaugh « Cecil Kim

« Adam Puhl « Andy Park

* Nathan Gary * |lzzy Medrano
 Stig Asussen * Sung Jin

« Mark Simon « Katon Calloway
» Steven Peterson * John Lawrence
 Jacquie Shriver  Vassily Filippov
« Paul Fox  Jim Tilander
 Timo P » Fabrice Odero
« Todd Papy * Phil Wilkins
 Jason Minters * Yury Nedelin

« Matt Arrington « Cory Barlog

« Steve Caterson « David Jaffe
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Contact Info

Chris O'Neill
@chris_a onelll

Bruno Velazquez

bruno velazquez@playstat
pot.com/
@brunovelazquez
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