


Kim Kupiainen Producer

Antti Koponen Designer

Sami Piira Programmer

Mikael Luukkonen Programmer

Katja Kaikkonen Artist

Juho Manninen Artist



POST MORTEM
A . K . A .  ” D O E S T H I S S T I L L F LY ? ”

JUNKSHIPS



TA B L E O F  C O N T E N T S
1 . H A R D S H I P S

2 . W H AT  W E  L E A R N E D ?  

3 . S U C C E S S

4 . F U T U R E

5 . T H A N K  YO U / Q U E S T I O N S

JUNKSHIPS



• First concept of a game was ditched

before the start of the project

• Almost all team members sick at 

different times

• No idea of teams skill level or mutual

or individual capability

• Designer was on a trip in Copenhagen

for over a week. For a good reason

PRODUCTION
HARDSHIPS



• Communicating design through text(GDD 

& Discord)

• Music design went through multiple people

• Avoiding feature creep (everyone want to 

add something)

• Adjusting features based on feedback (Play 

testers know what they like, but not what 

they actually want)

• Solving art-style identity crisis (ongoing)

DESIGN
HARDSHIPS



• Finalizing the ship design took many

iterations

ART
HARDSHIPS



• Current core is based on proto which

has made programming new

functionality really hard

• Too much dependency on game

managers and their references

PROGRAMMING
HARDSHIPS



WHAT WE LEARNED 1/4 
Project management skills



WHAT WE LEARNED 2/4
Pixel Art & Unity skills



WHAT WE LEARNED 3/4
Communication & Organizational skills



WHAT WE LEARNED 4/4
To be supportive



SUCCESS
1.EARLY PLAYTEST

2.EARLY BUILD

3.MONETIZATION & JOB OFFERS

4.FAST ITERATION SPEED 

5.SOLID TEAMWORK



FUTURE
1.PRE PRODUCTION (AGAIN)

2.APPROACH A PUBLISHER

3.GET MONETIZED

4.FINISH THE GAME


