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The Situation
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• An appreciation for the puzzle in retrospect that 
makes you tell people about it
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2. Point where solution is realized

3. Point where solution is executed



What We Got Rid Of
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But we simplified the interface. Why?
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I love exploring and interacting with an original,  
beautiful world at my own pace.
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Dialog Tree Interactions?
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Something Wicked This Way Comes!



I’m Oliver Franzke and I’ve been playing and 
programming adventure games for a long time!



Tech Challenges

• Run-time and authoring 

• Target platforms
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Hybrig Rigs Vs. Flipbooks 

Boy: ~23MB vs. ~5.5GB (1 : 244)

Hybrid rig + all animations: 
5.8MB = 68810 frames (215 anims) 
150KB = rig 
17.4MB = textures (DXT5)

Flipbook estimation: 
Frames = 34405 (anims @ 15fps) 
Sprite size = 256 x 512 (DXT5)

Disclaimer: Pre-alpha numbers





















































Questions?


