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Gantt Charts

Gantt charts are useful for
production planning and
ensuring schedules are
successfully met.

They also allow teams to
keep track of scheduling
and identify issues with the
production pipeline at an
early stage.
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In traditional project planning, you end up with a cascading
“waterfall” view, which shows the timeline for completion of
the project and the dependencies that link the tasks together.

In order to do this, it is critical to remember to factor in
slippage, employee sick time, unexpected delays on features,
etc. This is a time-consuming step, but it will quickly give you
an idea of exactly how much time the project will actually

take to complete.
- Schultz, W. (n.d) Planning a Game Development Project
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TASKS
RESEARCH
hotography — Swansea
hotography — Cardiff

The task list on a Gantt chart should include |

every job that needs to be completed to ===

DK Forum Activity & Feedback

[= E=lE-] =|T|®
k3 5
2 z
b3 E
o =]
" ®
s g
< 2
9 w
s B
S g
Bl Ef
b 2
=3 =
s z
o m
2 ®
g S
E] s
5 g
o) g
o
z
2

Research Vehicle Al in UDK

enable successful completion of the |=ts

DK Level Tests — Flying Vehicles
DK Level Tests - Ramps/Obstacles

A DK Level Tests — Importing Custom Vehicle (Rough)
p roj e c ° Concept Art — Vehicles
Concept Art — Environments
Concept Art - Buildings
Concept Art - Track / Course
Logo design
roduce Reference Images for 3D (Vehicles)

To help with organization it may be wise to |[FrSES

evel Design & Planning — Race Track
Level Design & Planning - Scenery

arrange related subjects together. e
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Traditionally, the tasks should lead on from |E==
one another, starting from preproduction |F=—===
at the top to finished game at the end. This ===
forms the ‘cascading waterfall’ described

by Schultz. ERE
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Gantt Charts

2009
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Gantt Chart - Task List examples
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Gantt Chart - Task List examples
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There may be more tasks to do than initially anticipated —
this is normal and part of the process!

However, not all of these tasks may be realistically achievable
in the timeframe available for the project.
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Compromises may have to be made in order to deliver the
project successfully, which will result in amendments being
made to your project plan.

Unforseen circumstances often arise during production and
have to be dealt with by team members — no matter how
undesirable or unexpected these problems may be!
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As the project progresses, the team will have to review the
work completed to date and constantly compare to the
timeframes that have been stated on the project Gantt Chart.

The Gantt chart itself will have to be reviewed and modified
throughout the duration of the project - some tasks will take
longer or shorter periods of time to complete than expected.

This does help! Being able to get a quick overview of the
project and how much time is left will assist the team in
prioritising and completing important tasks in time.
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APRIL

Some features may have to be prioritised - similarly, others
may need to be dropped entirely.
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The objective of using Gantt Charts is to increase efficient
project management and development.

Managing, reviewing progress and goals and adapting
priorities and strategies where necessary is far more
important than being stubborn and trying not to compromise
— it is better to be realistic and pursue achievable goals!

Be wary of dependencies and bottlenecks that may arise
from restructuring your project plan!
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What benefits can be obtained from forward planning using
systems such as Gantt charts?

What problems may a development team experience without
thinking about project management and planning long-term
strategies?
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In your groups, create a Gantt Chart for a project lasting two
semesters.

Include a breakdown of the following:

Specific tasks (broken down into sub-sections if necessary)
Time allocated for each task

Team member responsible for completion of task

Present the chart to the tutorial group, explaining the reasons
behind your methodology.
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Must be considered and confirmed this week — who's skills
compliment each other?

Move out of your comfort zones in order to develop

Refer to Feature List and Gantt chart to see who should be
working on different aspects of the project

Present the list of team roles in tutorial session
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