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Goal: fast and addictive

“THE BAD ARTISTS
[MITATE, THE GREAT
ARTISTS GTEAL"  *
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Game Description



11

Canabalt & Dino Run

Game Description
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Game Description
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Biggest possible historic event

Game Description
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Game Description
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(slide was missing on the presentation)
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Game Description
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Technical Detalls



Technical Detalls
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Procedural Terrain

Technical Detalls
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Timing Quality
Developing 300hrs

Testing & Debugging 200hrs
Lecture 100hrs

Planing, Presentation,
Documentation, 100hrs




Summary



29

This is the end!
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