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 Executive producer
 Producer
o Director
« PM (Project Manager)
 Line producer, assistant producer, assistant director
« (Game designer
— Lead game designer
— Writer

— level designer
— system designer

e Programmer
 Graphic designer
— Art director
— Concept artist (character, background, monster ...)
— Animator
— modeling, texture, dot, ...
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* Preproduction
e Production
e Prototype
 Milestone
* Alpha version

e Beta version
— Closed beta
— Open beta
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