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A GROUP OF ARTISTS WORK ON STYLISH GAMES.



2006~2010, QIWEI “SOULFRAME” LIANG CREATED
RAINBLOOD RPG IN HIS COLLEGE DORMITORY.



[ don't remember seeing you around...

Why are you here?

\[I Right! Tu must be a member of “Shadow”,

and these shades are his undeslings.

THE GAME WAS RELEASED FREE IN CHINA, AND GOT OVER 2 MILLION DOWNLOADS.
THE ENGLISH VERSION WAS RELEASED THROUGH BIGFISH, GAMERSGATE,
DIRECT2DRIVE, ETC., AS THE FIRST INDIE-RPG FROM CHINA.
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2010~2013, SOULFRAME FOUNDED S-GAME,
AND RELEASED RAINBLOODZ AND RAINBLOOD: MIRAGE.




MIRAGE SOLD OVER 400,000 COPIES IN CHINA.
IT WAS ALSO TRANSLATED INTO ENGLISH AND SOLD ON STEAM.




b - R :
o N AL A
2 IJARK BLADLY
A\ ‘,‘ | > i~
4'" » \t .'*-h.‘\.V“».,-_ . ¥ TG <
e A e R oy e

2014, S-GAME RELEASED DARKBLADE,
A MOBILE ACTION GAME.
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EDITORS’ CHOICE IN APPSTORE CHINA (ONLY RELEASED IN CHINA)
2014 GAMESCOM, NOMINATED AS “BEST MOBILE GAME”
2014 UNITY AWARDS, “GOLDEN CUBE” IN GREATER CHINA AREA
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A GROUP OF ARTISTS WORK ON STYLISH GAMES.

BY THE WAY, MAKE SOME MONEY.
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DARKBLADE WAS RELEASED IN APPSTORE CHINA ON SEP, 19, 2014,
AND CHINESE ANDROID MARKETS ON SEP, 28, 2014.
TODAY IS DARKBLADE’ S FIRST MONTH CELEBRATION,
WELL AS THE CELEBRATION OF ITS 5MIL(USD) REVENUE.
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WE ALSO COLLABORATED CLOSELY WITH SONY AND MICROSOFT,
TO PORT MIRAGE ONTO PS4 AND XBOX ONE.
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A GROUP OF ARTISTS WORK ON STYLISH GAMES.
BY THE WAY, MAKE SOME MONEY.

AND CREATE A BIG TITLE.



CAN SMALL TEAM CREATE A BIG TITLE?



SMALL BIG

SMALL BUDGET BIG BUDGET
SMALL TEAM BIG TEAM
SHORT DEVELOPMENT CYCLE LONG DEVELOPMENT CYCLE

L PJ_ B _Paysta

> Only On PlayStoﬂon
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CAN SMALL TEAM MAKE GAMES ¢ _db
WITH DEEP STORY, EPIC WORLD " gl
SETTINGS, COMPLEX SYSTEM AND

UNIQUE GAMING EXPERIENCE?

CASUAL, CUTE, LIGHT DEEP, EPIC, IMMERSING
QUALITY = BLINK OF CREATIVITY QUALITY = GENERATE A CULTURE



“LIGHT BIG TITLE”
BIG PROJECTS MADE SMARTLY BY SMALL TEAMS




“LIGHT BIG TITLE”
BIG PROJECTS MADE SMARTLY BY SMALL TEAMS

“BIG TITLE” COUNTERPART



BIG COMPANYS’ SELF-REVOLUTION

WORLD OF WARCRAFT we——— EARTSTONE
“BIG TITLE” “LIGHT BIG TITLE”
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“LIGHT BIG TITLE” IS LIGHT, BUT BIG

DEEP STORY, VAST WORLD SETTING,
HAS POTENTIAL TO GENERATE A SUB-CULTURE.



“LIGHT BIG TITLE” IS BIG,
BUT SHOULD RESOLVE PROBLEMS LIKE INDIE GAMES

LACK OF BUDGET:
STYLISH
LACK OF TIME:

POLISH THE
GAME BASED ON PLAYERS’ FEEDBACKS

LACK OF MARKETING RESOURCE:
MAKE GOOD USE OF SOCIAL-NETWORKS




HOW DOES DARKBLADE
BALANCE BIG AND SMALL?



SMALL & YOUNG TEAM

2014~ 25PEOPLE
AVERAGE AGE:25.5,
POST-90S’ :25%

2013~ 10PEOPLE



NON-DOCUMENT DESIGNING
QUICK PROTOTYPING
MULTI-SKILLED MEMBERS

DESIGNER PROGRAMMER ARTIST ACTION
MAKER

P )

ROLES IN COMMON GAME COMPANY ROLES IN S-GAME




WORLD, CHARACTERS, STORIES




FULL SET OF WORLD SETTING
ORIGINALLY WRITTEN AND DRAWN BY SOULFRAME,
NOW BY 5 YOUNG GUYS.
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CTER DESIGN BASED ON WORLD SE

CHARACTER SKETCHES FOR RAINBLOOD2
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ACTION, ANIMATION
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ANIMATION DESIGN AND PRODUCTION
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MAKE ANIMATIONS,
AND THEN BREAK DOWN TO
COMPONENTS



ANIMATION IN UNITY
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WITH UNITY’ S 2D ANIMATION PLUG-IN EASYMOTION 2D



UNISON OF ANIMATION AND BACKGROUND
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MISSION DIALOGUE






CONSISTENCY OF DESIGN AND ART
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DESIGN-ART-PRODUCTION
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SOMETHING FANS WOULD
DO SECOND CREATIONS FOR
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THANKS!

SOULFRAME@S-GAME.COM.CN




