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Tigjam

● Had only been programming for 6 months
● Cut out the spaceship, focused on the character
● Accidentally met Ben Prunty



  



  



  



  

[trailer 1]
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I want to make this game!

● No $
● Got a job 



  



  

● Individual levels
with few planets

● “Get the star to
open the door”

● ~25 levels



  



  

Production



  



  



  

[Terraforming video]

● + Tree growth video



  

Terraforming wasn't fun

● Back to the ol' drawing board
– Focused on refining the physics

– Started experimenting with new planet types



  

Ideas that worked right away

● Planets with new physics properties
● Movement powerups
● Terraforming 2.0



  



  



  



  

[SOWN 2013 gameplay video]

● (we didn't get in)



  



  

Terraforming 2.0



  

Ideas that required iteration

● Guardians
● Gear planets
● Animals
● Story & “Icarus Planets”



  

Guardians



  



  



  



  



  



  



  

Gear Planets



  



  



  

Animals



  



  



  



  



  

Story and “Icarus planets”



  



  



  

“Platforming” wasn't fun



  



  

[Icarus level 2013]



  

“Magic Elements” redux



  

Discovering the Narrative



  



  



  



  

NPCs



  



  



  



  

More on art/animation

● Youtube.com/livelyivy
– “Gravity Ghost Funtime Devshow” ~20 episodes



  

Level Order



  



  



  



  



  



  

Marketing

● “Copywriting for Geeks:” a $100 online course 
by Marc-Andre Cournoyer



  



  



  

Marketing

● Opened for preorders in August 2013



  

Marketing

● Opened for preorders in August 2013
● Funded the rest of the game
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The Road to Launch

● Weekly meeting to set priorities
● PivotalTracker for tasks (& bugs)
● Hired QA, recruited testers from Twitter
● Private subreddit for bug reporting
● Mail merge (Mail Chimp) to email press
● Rami's DoPressKit()
● Gameplay & story trailer
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Critical Reception

● People like it!
● 97% Positive on Steam
● i09: “I'm really enchanted by this game. It's 

such a work of beauty and grace, and yet it's 
still very much a game.”

● Kotaku: “The physics don't feel like physics. 
They feel like emotions.”

● Total Biscuit: “It's great. It's absolutely 
phenomenal. Give it a shot.”

● We already recouped our investment, yaaay



  

Thank you!
@Livelyivy
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