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BLACKBIRD INTERACTIVE



BLACKBIRD INTERACTIVE

https://www.youtube.com/watch?v=1y8EcA92YFA




http://drive.google.com/file/d/1dFaxEPTy3TonBXhUhAFFl3M6hFuurvEy/view


WHAT ARE WE TALKING ABOUT?

● Blackbird Goals

● Shipbreaker Development

● Takeaways



STUDIO STRATEGY
What are we trying to accomplish?



2016 - Blackbird Game Jam
The Birth of an Idea

● Just shipped Deserts of Kharak

● Wanted to decompress / “blood-let” creatively

● Five teams of 7-8, everyone involved!



2016 - Hello, Collector
Game Jam

http://drive.google.com/file/d/1V2XF0r28TMNugO1GhiztNTlP8-ZsI4Jk/view


2016 - Hello, Collector
Game Jam

● Let’s make a game!



GOALS

● Not worrying about being profitable

● Making an original game is hard enough

● Make something unique here



2016 - Hello, Collector
First Year



2016 - Hello, Collector
Game Direction



2016 - Hello, Collector
A Solid Core



LEARNINGS 
Gates and Milestones



LEARNINGS 
Following the breadcrumbs



2016 - Hello, Collector
Confidence Check



2017 - Falling Skies
First Pivot

● Pivots CAN be healthy!

● Goodbye Collector

● Hello Falling Skies



2017 - Falling Skies
Fruit Ninja in Space

● Slice up warships falling toward Earth

● Exciting & Action-oriented

● Existing breadcrumb: zero-g traversal

● New breadcrumb: Cutting



2017 - Falling Skies
An Inflection Point

● Team wasn’t happy

● An OVER-Pivot

● Too “action-arcade”

● Lost breadcrumbs: relatable, thematically unique



2017 - Falling Skies
Branching Paths

Falling Skies ShipbreakerSaboteur Knight Errant



2017 - Falling Skies
Branching Paths

Falling Skies ShipbreakerSaboteur Knight Errant



2017 - Shipbreaker (Handcrafted)
Second Pivot - A Whole Loaf



2017 - Shipbreaker (Handcrafted)
Blue Collar Fantasy



LEARNINGS 
Defining Pillars

● Authentic vs. strategic

● Be specific - not single word pillars 

● Repeat them often 

● But do refine them



LEARNINGS 
Defining Pillars

● Collaborative with the team

● Team was in on pillars because they shaped them

● Individual members can carry pillars into their work



LEARNINGS 
Defining Pillars

wikipedia.org/wiki/MDA_framework



2018 - Shipbreaker (Handcrafted)
Vertical Slice

http://drive.google.com/file/d/1Pw4i7Kir3KIWgyHmW9ij7LMJ-lg6wbk0/view


2018 - Shipbreaker (Handcrafted)
Content Problem



2018 - Shipbreaker (Procedural)
The Final Breadcrumb



2020 - Shipbreaker (Procedural)
The Pillars Now

PILLARS (2018 - Now)

● Blue Collar Fantasy

● Total Ship Disassembly

● Systems as Content

PILLARS (2017)

● Blue Collar Fantasy

● Tactical Ship Disassembly

● Vehicle Fantasy from the 

human perspective



LEARNINGS 
Team Size

● Keeping team below 10

● Not moving people off of the team

● Never pausing the team or spinning it down



LEARNINGS 
How much is too much? 

● Timebox it

● Then examine it

● If we’re making progress we’re ok



LEARNINGS 
Ask for help

● Brian and Hayley Martel

● Shane Neville

● Jamie Cheng

● Tyler Sigman

● Derek Johnson



LEARNINGS 
Finding a partner

● Not everyone needs a partner, but if you do...

● Find someone who loves your game for what it is

● And believes in what that will be



LEARNINGS 
Finding a partner

● Not everyone needs a partner, but if you do...

● Find someone who loves your game for what it is

● And believes in what that will be



http://www.youtube.com/watch?v=SAtM-H3wrP4


Contact!

Rory McGuire
Chief Creative Officer

@rorymcguire

rory@blackbirdinteractive.com

Elliot Hudson
Assoc. Creative Director

@elliot_k_hudson

elliot@blackbirdinteractive.com


