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About me...

* Pterodon (2000)
* Tllusion Softworks / 2K Czech (2006)
* Vatra Games / Kuju Ent. (2008)

MADFINGER Games (2012)
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Mobile vs. Console development

Mobile Console

* Small teams * BIG teams

* Short projects * Lo(oo0)ng projects
* Developer driven * Manager driven

* Self-published * Publisher inevitable
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About MADFINGER Games...

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

Leisure time activity
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About MADFINGER Games...

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

Leisure time activity
15 Blocks Puzzle (iOS, 1.5 months)
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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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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 (i0S, 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)
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About MADFINGER Games...

* MADFINGER Games, a.s. (2010)

Samurai II: Vengeance (iOS, Android, 5 months)
SHADOWGUN (iOS, Android, 8 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
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DEAD TRIGGER

* Getting into Unity for 3 mobile rookies :)
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The project base

e The core team

Player and Weapon base
GOAP & Agent base
Shaders

Pipelines, Tools
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Making of...

The Design Evolution

Story Development
City Map

The idea of Generic Gameplay
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The world we know is gone.

Billions of people have died from an unknown
plague. Many who survived have changed. They
hunger for the living. Those who still cling to
their humanity are scattered throughout the
world, fighting for their life.

You are one of them, and your fight has just
begun...
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Making of...

The Design Evolution

Story Development
City Map

The idea of Generic Gameplay
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Generic Gameplay

* 4 Maps (v1.0.0)
* 4 Gameplays:

Carry resources
Kill Zombies
Protect Objects
Time Defense
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Generic Gameplay

* Randomized mission configuration:
Spawn points
Gates
Objects
Enemies

Objectives
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Generic Gameplay

 Result:

Over 60 unique configurations
10 hours of gameplay
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Rank-driven progression:

« Zombie types & models St e
e T
° S p a W n m iX R e
00

Average zombie health & damage

Weapons, Items, Character upgrades

Mission rewards



MissionEditor

Player Level

Story Flow

10
11
12
13
14
15
16
17
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19

20

PlayerXpP
500
1000
2500
2000
8500
13000
18500
25000
32500
41500
52500
65500
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191500

222500

Mission Flow

Recommended Weapon
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Mission Graphic Data

XP / Zombie

10
11
12
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Flayer Level Data

XP Bonus / Mission
300
400
500
&600
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Enemy Settings

% Bonus f Mission
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Enemy Health
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E
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=
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65
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Enemy Attack
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10
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Rank-driven progression:

« Zombie types & models St e
e T
° S p a W n m iX R e
00

Average zombie health & damage

Weapons, Items, Character upgrades

Mission rewards



MissionEditor

'l

]
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Story Flow

Type
Walker 1
Zombie Slow 1
Zombie Fast 1
Berserker 1
Vomitter 1
Boss 1
Swat
Boss 1_small

Athlete

Since Player Rank

1

10

12

Mission Flow

Health Modifier

1.2

1.25

10

1.3

0.7

Mission Graphic Data

Attack Modifier

0.5

1.4

Flayer Level Data

Prefabs

"Enemies/EnemyZombiedl,

|

"Enemies/EnemyZombie0l,

|

"Enemies/EnemyZombie0l,

|

"Enemies/EnemyZombielZ

|

"Enemies/EnemyZombiels

|

"Enemies/EnemyZombie06

|

"Enemies/EnemyZombie08

|

"Enemies/EnemyZombie06s |

"Enemies/EnemyZombied?

|

Enemy Settings
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Rank-driven progression:
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New technologies:

(=] 103 5 019 @ 47

¢ Li m b D i S m e m b e rm e n t |:It-|E:tl'.-!-.:_.Hc-uF-ll-:h'l for Rockstock 1 /3

GUNS ITEMS CHARACTER FUNDS FREE GOLD

CHAINSAW T-B800

* Weapons

° GadQEtS S 5000

EDUIR By CLOSE

+ Clty Manager L =y i

CHARME AR RHAIY




NEWS! & 338 S 53870 © 4 R*™ 18 HSSeN
Carry out tasks in the city . -
GUNS ITEMS CHARACTER FUNDS FREE GOLD

TURRET
J_______‘_,f_w__ Tripod with a mounted machine gun. Using
7y ; motion sensors and auto-tracking, this
! JL | Q/ device seeks and destroys. Consider it
L . g . your best friend in the field.
$ 1500 OWNED: 2
EQUIP BUY CLOSE
2on +2 ";‘;‘Q +3 - JQ‘ +2 ‘jé{“: +2 ;ii, +2 \l*ﬁk””’m— +4
RENADE MINI-MORTAR BLADE CUTTER  TURRET LASER TURRET  MINE
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New technologies:

(=] 103 5 019 @ 47

¢ Li m b D i S m e m b e rm e n t |:It-|E:tl'.-!-.:_.Hc-uF-ll-:h'l for Rockstock 1 /3

GUNS ITEMS CHARACTER FUNDS FREE GOLD

CHAINSAW T-B800

* Weapons

° GadQEtS S 5000

EDUIR By CLOSE

+ Clty Manager L =y i

CHARME AR RHAIY




MissionEditor
Story Flow Mission Flow Mission Graphic Data | Flayer Level Data | Enemy Settings
Story Id Mission Type Mission Subtype Story Unique Spec. Icon Text(s) Level(s) Difficulty City Slot Bonus
1] Kill Zombies GamePlayHelil Chopper Mi false 0 entries ulicka 01 Mormal Chopper_Missio
] Survive Defined Time GameFlayHeliz Chopper Mi false 0 entries ulicka 01 Mormal Chopper_Missio
] Protect Objects GameFPlayHeli3 Chopper Mi false 0 entries ulicka night Hormal Chopper_Missio
1] Carry Resources GamePlayHeli4 Chapper Mi false 0 entries ulicka niaht Hormal Chopper_Missio
0 Kill Zambies Daily Rewal false Daily Reward Mi
0 Survive Defined Time Daily Rewal false Daily Reward Mi
0 Protect Objacts Daily Rewal false Daily Raward Mi
] Carry Resources Daily Rewal false Daily Reward Mi
1 Kill Zombies GamePlayStoryl-1 Stary True %] car 1 entries ulicka night Mormal Slot_1.1 Mone
2 Survive Defined Time GameFlayStory2-1 Story Ttrue 5 1 entries ulicka 01 Mormal Slot_2.1 Second Mission
3 Kill Zambies GamePlayStory3-1 Story Ttrue 2 1 entries ulicka 01 Hormal Slot_3.1 Mone
5 Carry Resources GamePlayStory4-1 Story Ttrue 7 1 entries underpass Marmal Slot_5.1 Rock Stock
5 Carry Resources GamePlayStory4-2 Story Ttrue ¢ 1 entries ulicka niaht Maormal Slot_5.2 Rock Stack
= Carry Resources GamePlayStory4-3 Story Ttrue # 1 entries mall Marmal Slot_5.3 Rock Stack
5 Survive Defined Time Depandeant falze
5 Kill Zombies Dependent false
5 Carry Resources Dependent false
5 Protect Objects Dependent false
5 Kill Zombies Mone false
] Sul Defined Time Mone false
s Protect Objects Mane false
E Carry Resources Mone false
& Carry Resources GamePlayStory5-1 Story e & 1 entries mall Mormal Slot_6.3 Mone
6 Protect Objects GamePlayStorys-2 Stary Tt & 1 entries ulicka 01 Mormal Slot_6.2 Mone
& Kill Zombies GamePlayStory5-3 Stary Ttrue & 1 entries underpass Harmal Slot_6.1 Mone
3 Carry Resources Dependent false

6 Protect Objects Dependent false
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Objective: Moonlight for Rockstock 1 / 3
ARENA
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New technologies:

* NES (Gameplay tool)
* In App Purchase (IAP)

* Shop & Equip

* Social Connection (FB, twitter)
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Scale gt
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Initializer
Size =
_SpawnPlayer
X 15 yi z1 arrow_gameplay
v B ¥ Trigger (Script) %, comp
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Objectivekill_boss
On Enter Max Trigger Count 0 Shiect ek liLuavert
Re-Trigger Delay L Objectivekill_vave_z
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Re-Trigger Delay 01
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On Empty Max Trigger Count .
: Re-Trigger Delay o
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= a X Triggers
L NES Editor z i
Game Logic Definition Gizmo: [Shaw Selected 31 [ R
Instigator Triagerz o » TIME DEFENSE
OnEvent : Trigger : On Enter T » Doorl
. g . » Doorz
Target Component Action Param Delay
= » Door3
[ Doorl ® IDynamicDLObstacle ¢ [OpenForAl ¥ none [] mRE » Doord
] Door2 ® IDynamicDLObstacle ¢ (OpenForAi ¥ none 3 Lol » Doors
O Doorz © BynamicOLObstacle & (OpenForAi ¥ none 5 L) e Eoewnias
O Doara © MDynamicDLObstacle ¢ [FullyOpen ¥ nons 0.7 L) e wei
[ KILL ZOMBIES © [GameFlawSuppart ¥ [SpawnBoss * boss @ 05 7R ¥ _Mission
O Triager2 @ (Trigger ¥ (Disable P none 0 ) GuiManager
O Door4 © (DynamicOLObstacle ¢ [Close ¥ none B B P InGameCamera
[ Obiectivekill boss © (GameFlowObjective ¢ [Activate ¥ none (i v B light_direct
[ Triager3 o Trigger ! Disable ¥ none 1] [l -] Occlusion Area
] © MBynamicoLObstacle ¢ [Showleans T e T4 L] plech_nz
O KILL ZOMBIES © (GameFlowSuppart ¥ (Startspawning T Mieak T ) » sounds
O Obiectivekill vave 1 © (GameFlowObjective ¥ MActivate ¥ none 0 i) »> _bonus
% None (GameObiect) ® [mone ¥ (rone’ 7 none 0 : _lab
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New technologies:

* NES (Gameplay tool)
* In App Purchase (IAP)

* Shop & Equip

* Social Connection (FB, twitter)
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Carry out tasks in the city ‘v,
GUNS ITEMS CHARACTER FUNDS FREE GOLD

MINIGUN DAMAGE ACCURACY CLIP  RANGE
1 400 , 77 | 350 , 106

| 0 L

e

“g’! The MINIGUN: When you absolutely,
8 positively, must kill every single

sonofabitch in sight.

G 80
EQUIP UPGRADE CLOSE
m—__im ST S SN R
e ',‘ \“I., e a0 p==l= e ——r——r
STRIKER RMGT Tactics MINIGUN LEWIS BREN

v0.10.0.6587
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New technologies:

* NES (Gameplay tool)
* In App Purchase (IAP)

* Shop & Equip

* Social Connection (FB, twitter)



AUGUST 13-15, 2012 WWW.GDCEUROPE.COM

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 (2" update): 140 MB (iOS) /120 MB (Android)
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Free-To-Play vs. Paymium

* Concept of both
* QOur strategy
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Launch & Reception

‘il T-Mobile GZ E  14:22 30% @

W oW W o 1252 Ratings

¢ 28" June iOS, 3™ July Android B sy oo

e Run: Brave © $0.99 »
) 3333 Ratings

e Great reviews

l " I MADFINGER Games, a.s.
3. DEAD TRIGGER  © $0.99 >

All blown away by $0.99 price
3 best selling i0OS app (USA)

("®W 4. Angry Birds Space $0.99 »
1%t on Android

< W W . 5377 Ratings

Armor Games Inc

&) 5. Kingdom Rush $0.99 >
W oW oW wopt 193 Ratings
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Lessons Learned

* IAP reception

* Need Tutorial

* Mission Difficulty

* In-game texts and dialogues
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Update (v1.2.0):

Free-To-Play

Cloud Service (Friends, Stats, Save)

Arena Mode

Daily Rewards, Casino

New content (levels, characters, items, Al, ...)
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Objective: GUARD REAR ENTRANCE!

DAILY REWARD

Come tommorow and earn morel!

PLAY DAILY MISSION
-
3X .e.+3
@ L L

and earn GOLD +1 Arena Entries Casino Chips

S N=,

-Ss
“f\ﬂi % }\. L;lﬂ’

Sell]




Objective: Find supply box

. |

ALIEN GUN
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Conclusion:

4 12 months of development, no crunch!

* Small team, 3 newbies! :)

* Console-quality project
* Great reception

* Solid technology

* Lots of ideas for future...
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