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@ What Didn't Work and Why

@ What We Did to Make Things Work
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@ What Didn't Work and Why

GOC

@ What We Did to Make Things Work

& Key Takeaways
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GOC @ What Didn't Work and Why .—’ ‘

X-Level
Prove Out Major Systems
Establish and Implement Core Aesthetic
Showcase Representative Gameplay

Snapshot of the Game as a Whole
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No GDD
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No GDD
No Reference Data
for Time Estimates
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No GDD
No Reference Data

for Time Estimates
First Time for Everything
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GDCO @ What Didn't Work and Why

No GDD
No Reference Data
for Time Estimates
First Time for Everything
Hidden and Forgotten Features
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No GDD
No Reference Data

for Time Estimates
First Time for Everything
Hidden and Forgotten Features
Working from the Inside Out
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No GDD
No Reference Data

for Time Estimates
First Time for Everything
Hidden and Forgotten Features
Working from the Inside Out
No Way to Gauge Time
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No GDD
No Reference Data

for Time Estimates
First Time for Everything
Hidden and Forgotten Features
Working from the Inside Out
No Way to Gauge Time
Story Stalled .. Lost Our Anchor
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No GDD
No Reference Data

for Time Estimates
First Time for Everything
Hidden and Forgotten Features
Working from the Inside Out
No Way to Gauge Time
Story Stalled .. Lost Our Anchor
Endless Prototype Mode
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GDC\{\ @ What Didn't Work and Why —
No GDD
No Reference Data Hands Solo

for Time Estimates
First Time for Everything
Hidden and Forgotten Features
Working from the Inside Out
No Way to Gauge Time
Story Stalled .. Lost Our Anchor
Endless Prototype Mode
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Isn’tit “indie” to just find your way?!
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GOC @ What Didn’t Work and Why — A
No GDD
No Reference Data Hands Solo
for Time Estimates Not Following Best Practices

First Time for Everything
Hidden and Forgotten Features
Working from the Inside Out
No Way to Gauge Time

Story Stalled .. Lost Our Anchor
Endless Prototype Mode
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GDC\{\ @ What Didn't Work and Why — ‘
No GDD
No Reference Data Hands Solo
for Time Estimates Not Following Best Practices
First Time for Everything Mission Unclear

Hidden and Forgotten Features
Working from the Inside Out
No Way to Gauge Time

Story Stalled .. Lost Our Anchor
Endless Prototype Mode
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No GDD
No Reference Data Hands Solo
for Time Estimates Not Following Best Practices
First Time for Everything Mission Unclear
Hidden and Forgotten Features | Communication
Working from the Inside Out Not Guaranteed

No Way to Gauge Time
Story Stalled .. Lost Our Anchor
Endless Prototype Mode
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GDC\{\ @ What Didn't Work and Why : ‘
No GDD
No Reference Data Hands Solo
for Time Estimates Not Following Best Practices
First Time for Everything Mission Unclear
Hidden and Forgotten Features | Communication
Working from the Inside Out Not Guaranteed
No Way to Gauge Time Overloaded

Story Stalled .. Lost Our Anchor
Endless Prototype Mode
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GDC@\ @ What Didn't Work and Why : ‘
No GDD
No Reference Data Hands Solo
for Time Estimates Not Following Best Practices
First Time for Everything Mission Unclear
Hidden and Forgotten Features | Communication
Working from the Inside Out Not Guaranteed
No Way to Gauge Time Overloaded

Story Stalled .. Lost Our Anchor | Fatigued
Endless Prototype Mode
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GDC @ What Didn't Work and Why

No GDD
No Reference Data Hands Solo
for Time Estimates Not Following Best Practices
First Time for Everything Mission Unclear
Hidden and Forgotten Features | Communication
Working from the Inside Out Not Guaranteed
No Way to Gauge Time Overloaded
Story Stalled .. Lost Our Anchor | Fatigued
Endless Prototype Mode Creative/Art Director Overseas
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@ What Didn't Work and Why

@ What We Did to Make Things Work
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Turned Problems
Into Opportunities
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GOC & what We Did to Make Things Work

Turned Problems
iInto Opportunities
Listened to the Game

GALAK-Z : Flying by the Seat of Our Pants



. 4
.
>

GOC & what We Did to Make Things Work

Turned Problems

iInto Opportunities
Listened to the Game
Long Live Prototype Mode
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G B What We Did to Make Things Work

Turned Problems

iInto Opportunities
Listened to the Game
Long Live Prototype Mode
Got It All Captured
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GOC & what We Did to Make Things Work

Turned Problems
iInto Opportunities
Listened to the Game
Long Live Prototype Mode
Got It All Captured
Embraced Forgotten Features
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GOC & what We Did to Make Things Work

Turned Problems
iInto Opportunities
Listened to the Game
Long Live Prototype Mode
Got It All Captured
Embraced Forgotten Features
GDD and Shared Understanding
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GDC B What We Did to Make Things Work

Turned Problems
iInto Opportunities
Listened to the Game
Long Live Prototype Mode
Got It All Captured
Embraced Forgotten Features

GDD and Shared Understanding
Empowerment
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GOC @ what We Did to Make Things Work __’ ‘

X-LevelL [
a
File Edit View Insert Format Data Tools Add-ons Help Comments = Share

e ™ -r' $ % 0_ .00 123~ Arial v 24

=date(2014,2,5)-TODAY()-4
A
Estimated Actual Work

-772‘Da s Left Until X-Level : : Status

:
1?.?. Zach

101 1 Streaming Tests - Distances Zach 3 3 Not Started

102 2 Asset Bundles - Core approach and Use-cases Zach 3 Not Started

103

104 Generate polygonal meshes to fill in cavern walls Zach

105 Place rocks around edges of cavern interiors Zach

106 Place generated caverns on a sub-sector grid Zach

107 Fill in empty grid cells with a tiling rock mesh Zach

108 Add background deco pieces Zach

109 Add padding to grid cells so that generated rooms don't occupy the entire area Zach

110 Connect cavern exits with straight tunnels Zach

m Create A* path grid at runtime Zach

112 Place enemies on patrol points within each room Zach

113 Spawn interactable objects at points on Interactables layer Zach

114 Write an algorithm for generating the layout of a sub-sector Zach

115 Add light triggers to transition between rooms Zach

116 [Room Editor] Support for saving/loading from an external file Zach

117 [Room Editor] Library for previewing saved templates Zach

118 [Room Editor] Groundwork for layer/painting system Zach

119 [Room Editor] Add Enemy Patrols layer Zach

120 [Room Editor] Enemy patrols layer: Add support for editing paths once placed Zach 0.5

121 [Room Editor] Enemy patrols layer: Add support for multiple paths Zach 05 0.5
122 [Room Editor] Add Interactables layer Zach 0.5 05
123 [Room Editor] Interactables layer: Add support for specifying orientation Zach 1 1
124 [Room Editor] Add Adjustment layer Zach 1.25 1

Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete
Complete

OO 0O 0O OO oo oo oo oo oo o o

| Review 2.4 Tracking_SheeT Copy of Copy of Wes SFX SFX X Level SwimLane Centipede Video - Sony/GungHo
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= X-LevelL []
L
File Edit View Insert Format Data Tools Add-ons Help Comments

= e ~ T 8 % .0 .00 123- Aral - 24 -4 -2l Huy- -

=date(2014,2,5)-TODAY()-4 E|:] (] docs.google.com &

A O . F My Drive - Goecgle Drive Production PRIVATE - Goegle Drive Galak-Z Scope! - Google Sheets Tracking List - Gocgle Sheets X-Level - Google Sheets
Estimated Actual Work

-772 Days Left Until X-Level e e o status =] TrackingList 5 m

File Edit View Insert Format Data Tools Add-ons Help Lasteditwason January 12

LI Engineering
Bl Zach & e ~ T 0§ % .0 .00 123- Arial 5 A. &-H- A coBHmY - 2 -

M

101 1 Streaming Tests - Distances Zach Not Started "

102 2 Asset Bundles - Core approach and Use-cases Zach Not Started

103 C D M
104 Generate polygonal meshes to fill in cavern walls Zach Complete —y

105 Place rocks around edges of cavern interiors Zach Complete ! El Priority Asset Iﬂ l; Pat Zac Anc Notes +
106 Place generated caverns on a sub-sector grid Zach Complete 81 Design Tuning
107 Fill in empty grid cells with a tiling rock mesh Zach Complete

108 Add background deco pieces Zach Complete = IP assives

109 Add padding to grid cells so that generated rooms don't occupy the entire area Zach Complete 83 OffensivePassiveMech - Turret Taker 2 Grappling turrets rips them out. They will fac Firing time stacks.
110 Connect cavern exits with straight tunnels Zach

: : Complete 84 I OffensivePassiveShip - Doubletap Deadfire [\X] Double-tap missile button to shoot 2 non-homing missiles pass
m Create A* path grid at runtime Zach Complete : : : _ S
112 Place enemies on patrol points within each room Zach Complete 85 B 2 OffensivePassiveMech - Pheremone Injectors ik Grappling a small bug converts them for 15 : Conversion time stacks, bug stats are up:

113 Spawn interactable objects at points on Interactables layer Zach

114 Write an algorithm for generating the layout of a sub-sector Zach

115 Add light triggers to transition between rooms Zach

116 [Room Editor] Support for saving/loading from an external file Zach

117 [Room Editor] Library for previewing saved templates Zach

118 [Room Editor] Groundwork for layer/painting system Zach

119 [Room Editor] Add Enemy Patrols layer Zach

120 [Room Editor] Enemy patrols layer: Add support for editing paths once placed Zach 05

121 [Room Editor] Enemy patrols layer: Add support for multiple paths Zach 0.5 05
122 [Room Editor] Add Interactables layer Zach 0.5 0.5
123 [Room Editor] Interactables layer: Add support for specifying orientation Zach 1 1
124 [Room Editor] Add Adjustment layer Zach 1.25 1

Complete 88
Complete 87 HUD & Menu
Complete

Complete E
Complete 88
Complete 90
Complete

Complete o
Complete 92
Complete 93
Complete

Complete o

95
96
97
98
99

Fonts spin cycle, eslava, vcrosd, united clear
Credits

Crash dialogue integration

slug out .. engineering setup

get Crash barks into the Stash

Weapons, Passives, Blueprints final content check and localization text s
in-game HUD assets

Database/Inventory Screen
Remaining Ul Art Implementation
Crash's Stash

New passive pickup notification art

outstanding questions about functionality/loo anything remaining?

OO 0O 0O OO oo oo oo oo oo o o

Blueprints system hookup how much of this is working right now?

i , Tracking SheeT ' ' ' - / . ‘
| Review 2.4 g_ Copy of Copy of Wes SFX SFX X Level SwimLane Centipede Video - Sony/GungHo Achievements & Trophiee

Shields Restored
Update Button Guide on HUD

Cutscenes Menu

Encyclopedia

still need season 4 & 5 completion

12.23.14

B 8

W NN NN @ QO Q& & @ a b -

THE LIST Final Push Swim Lanes What's Left HL Calendar All Formats Sprint Guide Engineering Needs to Finish IGF
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X-LevelL []
L
File Edit View Insert Format Data Tools Add-ons Help Comments

| ——

= e ~ T 0§ % .0_ .00 123- Arial

=date(2014,2,5)-TODAY() -4 [( | ] [ il ] docs.google.com ’]

A B C D E F G

My Drive - Goocgle Drive Production PRIVATE - Goegle Drive Galak-Z Scope! - Google Sheets Tracking List - Gocgle Sheets X-Level - Google Sheets

<[> @] docs.google.com ’] Hul [ J ]

a8 My Drive - Google Drive Production PRIVATE - Google Drive Galak-Z Sceope! - Google Sheets Tracking List - Google Sheets X-Level - Google Sheets Inbox (2,271) - raj@17-bit.com - 1... -+

= . . Y - T -

T : ricousal23@gmail.com «

101 1 Streaming Tests - Distances E Galak-Z SCOpe! [ =

102 2 |Asset Bundies - Core approach and Use-cases File Edit View Insert Format Data Tools Add-ons Help e "

104 Generate polygonal meshes to fill in cavern walls - ) —

105 Place rocks around edges of cavern interiors 0o e T_' $ % '0.- .0(_). 123 ~ Arial : 10 : B 7 5 A " é N EE] : - L : lDI i i E IEI Y - 2 - fotos x

106 Place generated caverns on a sub-sector grid

107 Fill in empty grid cells with a tiling rock mesh

108 Add background deco pieces

109 Add padding to grid cells so that generated rooms don't occup' A B ¢ D E F G H I J K L M N acks.

110 Connect cavern exits with straight tunnels 1 Jake Jake Jake Callen Callen Callen Callen Aaron Aaron Andy Leon pass
e W ks T GorolSadng mm e . e
113 Spawn interactable objects at points on Interactables layer x Units & Charac Concepting t Rig Rig Anima L Time : o - Contra

114 Write an algorithm for generating the layout of a sub-sector 4 Allies

115 Add light triggers to transition between rooms - :

116 [Room Editor] Support for saving/loading from an external file 6 U Axelios - 0 0 L 2 > slava, verosd, united  clea
117 [Room Editor] Library for previewing saved templates 8 U A-Tak Galak-Z 1 0.5 2 2 1 4 1 2 ¢ 1.5

118 [Room Editor] Groundwork for layer/painting system

119 [Room Editor] Add Enemy Patrols layer 7

120 [Room Editor] Enemy patrols layer: Add support for editing pat U A-Tak Mech 1 1 2 = 10 1 8 2 2 2 30

121 [Room Editor] Enemy patrols layer: Add support for multiple pz

122 [Room Editor] Add Interactables layer 8

123 [Room Editor] Interactables layer: Add support for specifying o U Beam - Stealth 1 0.25 0 1 20 1 1 0 23.25

124 [Room Editor] Add Adjustment layer

+ = d Review 2.4 Tracking_SheeT Copy of Copy of Wes S C A-Tak 0 05 4 3 0.25 7.75
10 C Beam 1 0.5 1 2 3 0.25 7.75
11 C Crash 1 1 3 0.25 5.25
12 C Captain 1 2 1 1 3 0.25 8.25

14 Imperials

15

U Imperial Destroyer 2 1 2 1 2 1 3 2 2
16 U Imperial Drones 2 0 1 3 1 2
17 U Stingray 2 D 0 1 3 1 2
18 U Hammerheads 2 D 0 1 3 1 2
18 U Piranhas 2 0.5 0 1 3 1 2
20 U Bazooka Sentinels 2 5 1 3 1 2
21 U Sword Sentinels 2 5 1 3 1 2
22 U Gunships 2 0.5 1 1 0 1 3 1 2
23 U  Bounty Hunter Ship 2 0.5 0 1 3 1 2
24 C Evil Emperor 2 ? re-use Standing 1 3 0.25

High Level Calendar CoRe Units & Characters BuDGeT Environments Customization Behaviors Menu Features ¢ )
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GOC & what We Did to Make Things Work

X-LevelL []
L
File Edit View Insert Format Data Tools Add-ons Help Comments

| ——

= e ~ T 0§ % .0_ .00 123- Arial

=date(2014,2,5)-TODAY() -4 [( | ] [ il ] docs.google.com ’]

A B C D E F G

My Drive - Goocgle Drive Production PRIVATE - Goegle Drive Galak-Z Scope! - Google Sheets Tracking List - Gocgle Sheets X-Level - Google Sheets

<[> @] docs.google.com ’] Hul [ J ]

My Drive - Google Drive Production PRIVATE - Google Drive Galak-Z Sceope! - Google Sheets Tracking List - Google Sheets X-Level - Google Sheets Inbox (2,271) - raj@17-bit.com - 1... -+
99 . . Y - -
T : ricousal23@gmail.com «
101 Streaming Tests - Distances E Galak-Z SCOpe! [ "
102 2 Asset Bundles - Core approach and Use-cases File Edit View Insert Format Data Tools Add-ons Help Comments
103 M
104 Generate polygonal meshes to fill in cavern walls - ) —
105 Place rocks around edges of cavern interiors 0o e T_' $ % .0_ .00 123~ Arial ) 10 ) B 7 5 A - @ H - =7 L A R = IEI Y~-2- Notes +
106 Place generated caverns on a sub-sector grid
107 Fill in empty grid cells with a tiling rock mesh
108 Add background deco pieces
108 Add padding to grid cells so that generated rooms don't occup' A B c D E F G H ! J K L M N acks.
110 Connect cavern exits with straight tunnels 1 | Jake Jake Jake Callen Callen Callen Callen Aaron Aaron Andy Leon pass
m Create A* path grid at runtime ke Textu. General/Stand :
112 Place enemies on patrol points within each room 2 Units & Ch c ptin ” . the Vs ing Ani ion Ti VEX T me stacks, bug stats are up
113 Spawn interactable objects at points on Interactables layer - aracters oncep 5 - - e e e
114 Write an algorithm for generating the layout of a sub-sector
115 Add light triggers to transition between rooms 31 - - _
116 [Room Editor] Support for saving/loading from an external file U Spltter F'_Sh L 1 < - 1 3 S 2 18 Slava, verosd, united  clea
117 [Room Editor] Library for previewing saved templates 32 U Giant Spiders 1 D S 1 3 S 2 15
118 [Room Editor] Groundwork for layer/painting system 33 U Space Bees 1 5 1 3 1 2 11
119 [Room Editor] Add Enemy Patrols layer 34 U Fire-Living Bugs 1 1 2 5 1 3 5 2 2 18
120 [Room Editor] Enemy patrols layer: Add support for editing pat 35
121 [Room Editor] Enemy patrols layer: Add support for multiple pz =
122 [Room Editor] Add Interactables layer 36 Pirates
123 [Room Editor] Interactables layer: Add support for specifying o 37
124 [Room Editor] Add Adjustment layer U Pirate Mothership 2 2 1 2 1 3 2 2 2 14
; Tracking SheeT ~ B S < 38 U Vultures 2 1 1 0 1 3 1 2 2 10
+ = ({Review2d v | Tracking_shee opyofCopyofWesS 39 U  Hyenas 2 1 1 0 1 3 1 2 2 10
40 U Rhinos 2 1 1 0 1 3 1 2 2 9
41 U Pitbulls 2 1 1 2 0 1 3 1 2 2 12
42 C Pirate Captain 2 re-use Standing 1 3 0.25 7.25
43 C Pirates 2 1 3 0.25 7.25

53 Total
Total Time Total Jake Callen
367.5 83.25

High Level Calendar CoRe Units & Characters BuDGeT Environments Customization Behaviors Menu Features ¢ )
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GOC

X-LevelL
File Edit

B What We Did to Make Things Work

Insert Format

ES

View Data Tools Add-ons Help

.

= e ~ T 0§ % .0_ .00 123- Arial

=date(2014,2,5)-TODAY()-4

D E F G

<]

J (D]

My Drive - Google Drive

’]

X-Level - Google Sheets

docs.google.com

Production PRIVATE - Goegle Drive Galak-Z Scope! - Google Sheets Tracking List - Gocgle Sheets

| < | | | (] | docs.google.com ¢ | 0 | [ e |
My Drive - Google Drive Production PRIVATE - Google Drive Galak-Z Sceope! - Google Sheets Tracking List - Google Sheets X-Level - Google Sheets Inbox (2,271) - raj@17-bit.com - 1... -+
. . | Y - 2 -
ricousal23@gmail.com « J
1 Streaming Tests - Distances E Galak-Z SCOpe! [ "
2 Asset Bundles - Core approach and Use-cases File Edit View Insert Format Data Tools Add-ons Help Comments ) Share »
Gene ;
Place [ < | ] [ (L ] [ docs.google.com & » B IEI Y ~ 2~ Notes +
Place
Fillin My Drive - Google Drive Production PRIVATE - Goegle Drive Galak-Z Scope! - Google Sheets Tracking List - Gocgle Sheets X-Level - Google Sheets Inbox (2,271) - raj@17-bit.com - 1... -+
Add b . . . i com
Add o E Tracklng LlSt - ICOUSCI123g'ﬂaI|...,O'ﬂ J K L M N ks,
Conn File Edit View Insert Format Data Tools Add-ons Help Lastedit was on January 12 Comments & Share r Aaron Andy Leon pass
Creat
Place & e ~ T § % .0 .00 123- Aral - 10 -~ B I 5 A. ®-.H- =.1l- .|+ coBEmMY- = - ! me stacks, bug stats are up
Spaw — :
Write
Add & A B c D E FIG|H| I |J|K| LM N 0 3 5 2 18
[Roon slava, verosd, united clea
[Roon 1  Priority Asset Notes Notes + Scope of Work |£ Bre Cal Col/Jak Pai Zac OS Milestone Aaron Notes 3 5 2 15
[Roon 59 Lava Pools prE3 3 1 2 11
[Roon - - : 3 5 2 2 18
[Roon Hiding Spot rock combos handbuilt by Jake 1 0.5 prE3
[Roon 31 Vision Blocker heavy seaweed/grasser art, animation, implementation 1 0.2¢ 0.5 prE3
[Roon 32 Spider targetable, vfx, animation
{gzg: 33 Exploding Barrels 0S & integratfon art, implementation, vfx, sfx 1 0.5 0.1f 0.1£ prE3 3 2 2 2 14
34 Steamy Pipes OS & integration 1 0.5 0.1f 0.1£ prE3 3 1 2 2 10
+ = dRevie 35 Punctured Flaming Propane Tanks OS & integration 1 0.5 0.1£ 0.1£ prE3 3 1 2 2 10
36 Spinning Shrapnel Cover OS & integration 1 0.5 0.1% 0.1£ prE3 3 1 2 2 g
37 Imperial Gates & Turrets OS & integration 0.1£ 0.1£ 3 « 2 2 12
38 Laser Trip Wires OS & integration 0.5 0.1f 0.1£ prE3 0.25 7 .95
39 Power Cells OS & integration 1 0.5 0.1£ 0.1£ prE3 0.25 7.95
40 Barons captain of mothership/bounty hunter ship art, animation
41 Hyena in-progress 3/4 done - mouth & body art 0.5 prE3
42 Rhino art, skinning
43 Beam's Body her REAL body 92 49.25 367.5 <<
44 Crash rigging & idle (torso)
45 Vulture in-progress art, skinning prE3 27 | 4
46 Pirate Captain posed w/ arms behind body, just moves h: using as Rhino temporarily prE3

Mech Transformation

Generic Mission/Episode Ending
Pause Menu

Mission & Episode Complete

akamoto's soliloquoy

code hookup

andar All Formats Menu Screens

E3

prE3

High Level Calendar

Engineering Roundup

GALAK-Z : Flying by the Seat of Our Pants

1
1

Total for 1 13.€3.2£7.7€6.5 98 2 3 1.0£prE3

prE3
prE3
prE3
prE3

Total
Total Jake Callen

83.25

Total Time
367.5

Copy of Engineering Swim Lanes
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GOC & What We Did to Make Things Work

——

[< | ] =) | app.asana.com ¢ |

My Drive - Google Drive Production PRIVATE -... Galak-Z Scope! - Goo... Tracking List - Google... X-Level - Google She... Tri robe - raj@17-bit.c... (2) Jake Kazdal e POLISH & TUNING -...

»0 ASANA X

eam Calendat

POLISH & TUNING List | Calenda
TRRREES S e £ T L ey o DR - R0 4 3

PROJECTS ! ‘ \
; | ‘ Ioh | ﬂ Jake K

GZ Steam Build

GZ Steam Build - COMPLETE ‘ BUG1 - Shields Overcharge - Passive remains in inventory (with 0 eqt 0

The VOID ; BUG1 - TUTORIAL - Can get into the hulk without trigge 9 DLC [Moods] Talk to Callen about

GZ Japan . .
UGS DLC - Tie In Art - add partner game art ' ﬁ,\ using his planets for more moods 1

VERIFY FIXED

POLISH & TUNING ~ larger flare on reverse thruster

©

WEEK 1 PATCH
: - P1- HUD - Map screen - add mission number - 0.25

-
b )
-

Season 5 DLC
P1- Opening Tutorial - Cleanup various broken bits
Daily Sync Internationa

P1- SFX - containers have no collision audio or wall scrape sounds

Cassette tape plan
51.2p3 BUGS % P1- Shields VFX - Sentinels

The VOID schedule . "
P1- VEX - Element effects for Beam weapon upgrade - .5 ; ﬂ; Jake Kazdal

The VOID Schedule 2 Callen/Raj, whats the possibility we could use some of your

Pl - Weapons System - selup & tuning - 3 planet sprites for more moods?

*NEW TASKS*

P1[Tutoriall Gameplay loo
Bugs from the public [ J play P

P2 - Animation - Sentinel

o

P2 - Bubbles - need to be affected by engines - 0.1
Galak-Z: Variant Mobile

M SO0 +

GALAK-Z : Flying by the Seat of Our Pants
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Galak Z: The Dimensional

| Re » Date 4, 2015 | Also On

Metascore
Generally favorable reviews

— s THE DIMENSIONAL

Summary: This hand painted i'r.crga actic adventure - " s '
takes you to the ends of the universe to fi ]h '
vays. Inspired by the clas

1970s arly 1980s ell as more modern shooters. : " \ v
LR »
. . . \ e
. »

»
. »

PC

=3 | '-E3

+

3 (5) il 5] 2015 NOMINEE 2015 NOMINEE  ° e

BEST GAME DESIGN BEST PS(GAME _ BESTACTION GAME 2015 Sprite Award Nomination
“There are a thousand little points of “The amount of love and cffort that “GALAK-Z's controls are smartl
tension beyond the “die and restart” went into crafting GALAK-Z is plainly designed and responsive... Wha
loop, and that's what helps GALAK-Z evident...17-Bit has produced nothing really pushes it to the next level is the -

stand comfortably among the best short of a masterpiece.” tremendous amount of detail put into /4
roguelikes ever created.” Q0 - Hardcore Camer the enemy design and the combat.” ‘ '

9.0 - Polygon Q0 - US Gamer

/.

-~
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@ What Didn't Work and Why
8 \What We Did to Make Things Work

& Key Takeaways
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Discipline, Discipline, Discipline
Schedule is a Collaborative
Responsibility
Embrace Structure ..
.. It Will Set You Free

. 4
.
——

Bk Key Takeaways

GALAK-Z : Flying by the Seat of Our Pants



GD c l Key IEVGEWWE ys m—

Discipline, Discipline, Discipline
Schedule is a Collaborative
Responsibility
Embrace Structure ..
.. It Will Set You Free

Scope, Scope, Scope
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Discipline, Discipline, Discipline
Schedule is a Collaborative
Responsibility
Embrace Structure ..
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Be Realistic
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Discipline, Discipline, Discipline

Schedule is a Collaborative
Responsibility

Embrace Structure ..
.. It Will Set You Free

Scope, Scope, Scope

Be Realistic

Surround Yourself
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Discipline, Discipline, Discipline
Schedule is a Collaborative
Responsibility
Embrace Structure ..
.. It Will Set You Free
Scope, Scope, Scope
Be Realistic
Surround Yourself
Everyone Should Be Able
to Pitch the Game
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Discipline, Discipline, Discipline

Schedule is a Collaborative Foster Communication
Responsibility

Embrace Structure ..
.. It Will Set You Free

Scope, Scope, Scope

Be Realistic

Surround Yourself

Everyone Should Be Able
to Pitch the Game
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Discipline, Discipline, Discipline
Schedule is a Collaborative Foster Communication

Responsibility Dev First, Shows Second
Embrace Structure ..

.. It Will Set You Free
Scope, Scope, Scope
Be Realistic
Surround Yourself
Everyone Should Be Able
to Pitch the Game
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Discipline, Discipline, Discipline

Schedule is a Collaborative Foster Communication
Responsibility Dev First, Shows Second
Embrace Structure .. Sensible Show Builds

.. It Will Set You Free
Scope, Scope, Scope
Be Realistic
Surround Yourself
Everyone Should Be Able
to Pitch the Game
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GOC B Key Takeaways —

Discipline, Discipline, Discipline

Schedule is a Collaborative Foster Communication
Responsibility Dev First, Shows Second
Embrace Structure .. Sensible Show Builds
.. It Will Set You Free Keep It Clean and Stable
Scope, Scope, Scope
Be Realistic

Surround Yourself

Everyone Should Be Able
to Pitch the Game
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Discipline, Discipline, Discipline

Schedule is a Collaborative Foster Communication
Responsibility Dev First, Shows Second
Embrace Structure .. Sensible Show Builds
.. It Will Set You Free Keep It Clean and Stable
Scope, Scope, Scope Know When to Hold ‘Em
Be Realistic

Surround Yourself

Everyone Should Be Able
to Pitch the Game
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GOC @R Key Takeaways —

Discipline, Discipline, Discipline

Schedule is a Collaborative Foster Communication
Responsibility Dev First, Shows Second
Embrace Structure .. Sensible Show Builds
.. It Will Set You Free Keep It Clean and Stable
Scope, Scope, Scope Know When to Hold ‘Em
Be Realistic Bizdev is a Beast .. Tame It

Surround Yourself

Everyone Should Be Able
to Pitch the Game
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GOC Bk Key Takeaways —

Discipline, Discipline, Discipline

Schedule is a Collaborative Foster Communication
Responsibility Dev First, Shows Second
Embrace Structure .. Sensible Show Builds
.. It Will Set You Free Keep It Clean and Stable
Scope, Scope, Scope Know When to Hold ‘Em
Be Realistic Bizdev is a Beast .. Tame It
Surround Yourself Focus

Everyone Should Be Able
to Pitch the Game
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GOC @R Key Takeaways —

Discipline, Discipline, Discipline

Schedule is a Collaborative Foster Communication
Responsibility Dev First, Shows Second
Embrace Structure .. Sensible Show Builds
.. It Will Set You Free Keep It Clean and Stable
Scope, Scope, Scope Know When to Hold ‘Em
Be Realistic Bizdev is a Beast .. Tame It
Surround Yourself Focus
Everyone Should Be Able Sleep and Stay Focused

to Pitch the Game
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GOC Bk Key Takeaways —

Discipline, Discipline, Discipline

Schedule is a Collaborative Foster Communication
Responsibility Dev First, Shows Second
Embrace Structure .. Sensible Show Builds
.. It Will Set You Free Keep It Clean and Stable
Scope, Scope, Scope Know When to Hold ‘Em
Be Realistic Bizdev is a Beast .. Tame It
Surround Yourself Focus
Everyone Should Be Able Sleep and Stay Focused
to Pitch the Game Push for Quality

GALAK-Z : Flying by the Seat of Our Pants



GOC

Bk Key Takeaways

GALAK-Z : Flying by the Seat of Our Pants



@R Key Takeaways _:’ 2

GOC

Be Good to Each Other
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@RicoUsa123
@17 BIT
raj@17-bit.com
17-BiT.com

'. . facebook.com/SeventeenBit
-~ GALAK-Z.com
~ Al: cyntient.com

Seattle Co-working space:

indiesworkshop.com

facebook.com/indiesworkshop

available on PS4 and Steam /& ),(’f

7. Flvi Vaiso \
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