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About me...

 Pterodon (2000)

 Illusion Softworks / 2K Czech (2006)

 Vatra Games / Kuju Ent. (2008)

 MADFINGER Games (2012)



Mobile vs. Console development

Mobile

 Small teams

 Short projects

 Developer driven

 Self-published

Console

 BIG teams

 Lo(ooo)ng projects

 Manager driven

 Publisher inevitable



About MADFINGER Games...

 Mad Finger Games (2009)
▪ Founded in 2009 by four developers

▪ Leisure time activity



About MADFINGER Games...

 Mad Finger Games (2009)
▪ Founded in 2009 by four developers

▪ Leisure time activity

▪ 15 Blocks Puzzle (iOS, 1.5 months)



About MADFINGER Games...

 Mad Finger Games (2009)
▪ Founded in 2009 by four developers

▪ Leisure time activity

▪ 15 Blocks Puzzle (iOS, 1.5 months)

▪ Samurai: Way of the Warrior (iOS, 4 months)
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 Mad Finger Games (2009)
▪ Founded in 2009 by four developers

▪ Leisure time activity

▪ 15 Blocks Puzzle (iOS, 1.5 months)

▪ Samurai: Way of the Warrior (iOS, 4 months)

▪ BloodyXmas (iOS, 2 months)
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About MADFINGER Games...

 MADFINGER Games, a.s. (2010)
▪ Samurai II: Vengeance (iOS, Android, 5 months)

▪ SHADOWGUN (iOS, Android, 8 months)

▪ SHADOWGUN: DeadZone (in development)

▪ DEAD TRIGGER (iOS, Android, 5 months)



DEAD TRIGGER

 Birth of the project

 Early plans









DEAD TRIGGER

 Getting into Unity for 3 mobile rookies :)



The project base

 The core team

 Player and Weapon base

 GOAP & Agent base

 Shaders

 Pipelines, Tools
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Generic Gameplay

 4 Maps (v1.0.0)

 4 Gameplays: 
▪ Carry resources

▪ Kill Zombies

▪ Protect Objects

▪ Time Defense



Generic Gameplay

 Randomized mission configuration: 
▪ Spawn points

▪ Gates

▪ Objects

▪ Enemies

▪ Objectives





Generic Gameplay

 Result: 

▪ Over 60 unique configurations

▪ 10 hours of gameplay





Rank-driven progression:
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Some numbers...

• Scene: 12.000 polygons

• Weapon: max. 1500 polygons

• Character: LOD0=1500 , LOD1=600 , LOD2=300 

• View: up to 23.000 polygons

• 2 Shader LODs

• 6 Ragdolls (latest iOS and all Tegra 3 devices)

• App size (2nd update): 140 MB (iOS) / 120 MB (Android)



Free-To-Play vs. Paymium

 Concept of both

 Our strategy



Launch & Reception

 28th June iOS,  3rd July Android

 Great reviews

 All blown away by $0.99 price

 3rd best selling iOS app (USA)

 1st on Android



Lessons Learned

 IAP reception

 Need Tutorial

 Mission Difficulty

 In-game texts and dialogues



Update (v1.2.0):

 Free-To-Play

 Cloud Service (Friends, Stats, Save)

 Arena Mode

 Daily Rewards, Casino

 New content (levels, characters, items, AI, ...)







Conclusion:

 4 ½ months of development, no crunch!

 Small team, 3 newbies! :)

 Console-quality project

 Great reception

 Solid technology

 Lots of ideas for future...



THANK YOU!
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