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Remember Ski Safari? The man 
behind it all, Brendan Watts, has 
founded a studio called Subtle 

Boom for his latest project.

At first it feels like a more fleshed 
out Flappy Bird game, but then 
you dive deeper and see the 

numerous play styles and game 
modes that keep the game fresh.

Collecting coins and stomping on 
enemies is nothing new in a video 

game, but here it’s polished 
and the art style from Anya 
McNaughton is impressive.

Fledgling Heroes is currently in 
beta with more details to come.

Brisbane is home to several great 
gaming podcasts. Zed Games, 8 
and a Half Bit, and Dice & Pixels 

are all worth checking out.

Take on the role of a budding 
entrepreneur as grow your very 

own software startup.
Steam Early Access - $11.99USD

The folks at Bondi Labs are looking 
for testers for some simulation 

training they’ve been working on. 

If you don’t play video games, 
aren’t tech savvy, and like free 

coffee, send an email to 
tristan.dubois@bondilabs.com.

Belles & Chimes is an international 
network of women’s pinball 
leagues started in 2013 in 

Oakland, California.
The Belles & Chimes Brisbane are 

the first Australian chapter and 
Pincadia are hosting the team 

and competition. 
Check out their Facebook page 

for more details.

Development continues for the 
next title from Geekabyte Games. 

Since we last mentioned Kasplat! 
the game has undergone several 
changes, including a new game 

mode and refined art style.

The Brisbane developers of 
Satellite Reign are working on a 
new game. Watch this space...

Episode 3 of Damsel has been 
released, adding to the game 
even more levels (there’s now 

75!), as well as numerous feature 
improvements and bug fixes.

It’s been great to see the 
constant updates and weekly 

challenges coming from 
Screwtape Studios.

Don’t miss the first developer 
Twitch stream happening May 

1st at 8pm. Megan and Anthony 
will be answering questions, 

giving away free copies of the 
game, providing some tips ‘n’ 

tricks too, and even discussing an 
upcoming new feature.

This asymmetrical co-op scifi 
dungeon crawler puts one player 
in a randomly generated space 
and another player is “the guy in 
the chair”, using a minimap to 
spot enemies and objectives.

A recent announcement trailer 
shows the game in action from 

both points of view. 

While the tactical view is 
something you would expect 

in a sci-fi movie with laser grids 
and triangles, the first person 

view seems like it’s straight out of 
Doom.

Currently in development from 
Rosewood Interactive.

5 LIVES STUDIOS

DAMSEL Update

S.M.A.C.

Startup Freak

FREE COFFEE!

Women’s Pinball

KASPLAT! FLEDGLING HEROES

Podcast Corner

News & Releases

From May 1st at Zero Latency, 
sessions will now be one hour 

experiences (approx. 45 mins in-
game) including two games.

Zero Latency



Screen Queensland officially opened  
SQ Hub last month in the London 
Offices in Teneriffe. 

In a launch party that Brisbane Byte 
was fortunate enough to be invited to, 
SQ hosted 70 guests and showed off 
some of the projects that are currently 
being worked on. 

Current tenants include devs from 
Fruit Ninja, Jetpack Joyride, Mr. Shifty, 
and Data Wing to name a few. I can’t 
wait to see what comes next!

Screen Queensland Launches Their New Co-Working Space 
By Scott Beeby

BB: Tell us a bit about the people 
involved with Pinball Haus.

PH: It’s myself Babak Hadi and my 
wife Rebekah Hadi. It is Rebekah who 
is responsible for the Pinball  Haus. She 
bought me my first pinball (Stern Elvis) 
as a birthday present. From then on 
I was hooked. She’s also is a great 
player and we spend many hours 
playing together.

BB: What was behind the decision to 
start Pinball Haus?

PH: We owned a Fortitude Valley 
warehouse for over 20 years. Last 
year the tenants moved out and we 
moved in. Sold our family home and 
converted the warehouse into a 400 
square metre apartment plus a 90 
square meter pinball hall.

I had planned to open a pinball hall 
for quite a while but never could find 
the right location. When our tenants 
moved out everything fell into place.

BB: Your establishment is set to be 
the 4th in Brisbane in recent years 
(Netherworld, Pincadia, 1Up Arcade 
being the other three). What do you 
think is the reason for the resurgence?

PH: Everything new gets old and 
everything old becomes new again. 
The timing is just right for pinballs to 
have a comeback. 

It’s not just retro but the fact that pinballs 
represents a “real” game. Not make 
believe combat but real interaction 
in a physical way. It is amazing how 
many young players are entering the 
scene in a competitive way.  

On top of that being a quite complex 
machine it draws in people on a 
technical level. Many hours of “shed 
tinkering” and information sharing. The 
perfect hobby for young and old. 

As an added bonus pinball values 
have been climbing steadily!

BB: What’s your personal favourite 
pinball machine?

PH: I always answer that question by 
asking: what is your favourite child. I 
have no answer to that question. I 
truly love them all. Some I like for the 
artwork, some I like for their complex 
ruleset and others I like for their game 
flow. 

BB: How many machine will Pinball 
Haus have? And is it just insert coins to 
play or is there some sort of cost per 
hour etc?

PH: There will be 15 machines. All in 
top condition. $1 per play (3 balls). 

Besides playing pinballs and selling 
pinball led upgrades “da Haus” also 
offers coffee, drinks and  handmade 

beef jerky as well as genuine South 
African biltong. We will also buy and 
sell machines. So not just a pinball hall 
but a place for like minded people to 
meet and enjoy the hobby.

Brisbane is set to get a new pinny parlour this month, so Brisbane Byte had a chat with the owner to find out more.

NEWS & RELEASES

Pinball Haus



NEWS & RELEASES

I Am The Fourth Wall is a One vs. All asymmetrical card game of Lovecraftian 
Cthulhu horror. Set in jiving 1950’s suburbia, it features a nail-biting, action-
based struggle between the Investigators and The Wall - one of the 
nightmarish beings from beyond our dimension. 

It focuses on tight teamwork and coordination, careful hand management, 
and the option to take on high risk/high reward strategies.

That’s the official description of I Am The Fourth Wall on their Kickstarter 
page. The project raised $1000 within an hour and was fully funded in a 
little over 24 hours. The team at Slinky Gibbon Games is currently working 
their way through stretch goals.



For The Devs

Before we launched Hand of Fate 2, 
I had two drafts of this article sitting 
around. One was “Indie sequels are 
great, everyone should do them!” 
and the other was “Indie sequels are 
crazy, avoid like the plague!” Now that 
the dust has settled, it’s time to look at 
the question in detail, properly armed 
with all of the facts and figures.

First though, lets talk about the 
elephant in the room. Everybody, 
armed with numbers pulled from 
SteamSpy (RIP) will confidently tell 
you that indie sequels are always a 
bad idea. In fact, if you look at our 
SteamSpy numbers you’d likely say 
the same thing. Hand of Fate 1 has 
sold 750k units, and Hand of Fate 2 

has sold 100k. Case closed, indie 
sequels are a disaster!

Hand of Fate 1 did sell a lot of copies! 
But it sold them over 3 years, and 
it sold them at some pretty deep 
discounts — and it sold a lot of them in 
bundles. If we start comparing like to 
like, we see that actually Hand of Fate 
1 and 2 both performed similarly in 
the first six months after release. Given 
Hand of Fate 2 has only been out for 
six months, it seems like the future for 
the Hand of Fate franchise is in safe 
hands.

A quick dig into the actual numbers 
quickly puts the lie to the common 
mantra “Indie Sequels always do 

worse,”  -  but it’s easy to see how 
people get there when you compare 
three years of sales (at a wide range 
of discounts and bundles) to the first 
six months of a new game at full price.

Ultimately, the release of Hand of 
Fate 2 is generating almost 140% of 
the revenue across the franchise as 
Hand of Fate 1 managed in its first six 
months, and it’s doing that through 
a combination of strong sales, along 
with driving attention to the previous 
iteration of the franchise. The last six 
months has been the strongest six 
months in our history for revenue.

This is an excerpt of an article written by Morgan 
Jaffit on Medium. Visit his page to read this 
piece in greater detail.

When developing indie games we 
throw out a disgusting amount of work. 
We all expect it. We work for weeks on 
a particular feature or asset only to 
decide that it doesn’t suit the game 
and we need to bin it. We take solace 
in the fact it wasn’t a waste of time 
because at least we’ve “learned” 
during the process.

Sound familiar? 

When making a new title we can 
identify the assumption we’re making 
about the game. We make an 
educated guess about what art 
style an audience may like, or what 
mechanics they will enjoy. We create 
Minimal Viable Products (MVPs) to 
playtest these assumptions, but 
is there a way we can do it more 
efficiently?

There is a practice in Silicon Valley 
called “Lean Development” that 
outlines a way to create high risk 
products with minimal waste. Lean 
Development is the brain-child of 
Eric Ries, and is the focus of his 
book “The Lean Startup”. It details a 
strategy for creating anything that 
contains extreme uncertainty, which 
just happens to be exactly how game 
development works. 

Lean Development shifts defining 
the value we add to a game from 
implementation to learning. It means 
we stop focusing on features, and 
start focusing on validating our 
assumptions. When we understand 
the product we are trying to make, we 
can make more informed decisions 
about what goes in to the game, and 
what doesn’t. The important distinction 
between feature development and 
validated learning is that one is about 
trying to get the game to completion, 
and the other is about trying to make 
sure we’re working on the right game 
in the first place.

We tend to think of a MPV as the 
game as a whole, not something to 
confirm assumptions. When we think 
of an MVP as an isolated experiment 
to learn more about our game rather 
than a subset of our game, we can 
suddenly get much more creative 
(and cheaper) with exactly how we 
do it.

As an example, say we were making 
a match three game and wanted to 
use a viking theme. We can assume 
that our audience likes both vikings 
and matching games. Rather than 
spending weeks creating a functional 
prototype, we could create a single 

piece of promotional art that links to a 
“Coming Soon” page, drop $100 on 
a targeted facebook ad, and decide 
an amount of clicks we would need 
to prove that a Viking Matching game 
is an idea worth pursuing in the first 
place.

When you start to build up your 
library of “validated learning”, you 
can make more informed and 
objective decisions of what avenues 
to pursue and what to abandon. By 
identifying our biggest “Leap of Faith” 
assumptions and testing them as early 
and cheaply as possible, we reduce 
the likelihood of throwing away weeks 
of work because the path we took 
wasn’t ever viable in the first place.

Shifting our priorities from feature 
implementation to validated learning 
can be a difficult step to take, but in 
doing so we can refocus our efforts to 
working on what we know is important 
rather than what we think is important.

Should You Make a Sequel to Your Indie Game? 
By Morgan Jaffit

Wasting Less with Lean Game Dev 
By James Bowling



For The Devs / Events

My name is Enrique Klein and I’m a 
Game Designer from Peru with 2+ 
years of experience in the video 
game Industry. I did a Bachelor of 
Information Technology with a Major 
in Games Modelling at the University 
of Queensland (UQ) from 2010-2013, 
and a Diploma of Game Design 
at Vancouver Film School (VFS) in 
Canada from 2013 - 2014. The 
following is a piece for comparing 
my experience as a student in both 
countries at those moments in time. 
Your mileage may vary.

My IT degree plus my Games Modelling 
major covered an amalgam of 
courses in programming, design and 
mathematics. I chose to study it to 
gain a good grounding in technology 
since video games are built on it. 
In the programming side of things, I 
learned Python, web languages and 
Java. On the design side of things I 
learned Web Design, Graphic Design 
and took the only course on Game 
Design at UQ. On the maths side of 
things I learned Discrete Math and 
Calculus. Over the course of my time 
at uni, I worked with multidisciplinary 
teams in digital and physical projects.

Although the experience was varied 
and enriching, the majority of 
courses were not tailored to Game 
Design and my professors did not 

have experience in the video game 
industry. However, my experience at 
uni was about making the most of the 
time and resources I had available. 

For my 3D and Interactive media 
class I built a small Flash game. For 
my Physical Computing course, my 
team and I built an augmented 
office chair that served as a physical 
controller for Mario Kart Wii. I even 
took a course in creative writing and 
wrote a short story about a Game 
Designer in Japan. When it came to 
the only Game Design course I had 
at university, I made a board game 
called Spiral Maze. It had a wooden 
board made up of puzzle-like pieces 
that formed concentric circles that 
served as an elaborate labyrinth. All 
in all, university served its purpose: 
having the grounding in technology 
and design I needed to pursue an in-
depth specialization.

When it came to VFS, I chose it because 
I was looking to put all my previous 
knowledge to good use in an intensive 
program, taught by instructors with 
many years of experience in the video 
game industry. Every programming, 
art, and design course was meant 
to make me a well-rounded Game 
Designer. I learned analog and digital 
game theory with instructors that had 
published board games and video 

games. I learned how to make game 
design documentation from an 
instructor that worked at Electronic Arts 
as a Game Designer. I learned how to 
structure and pitch my game ideas, 
level design, creative writing, project 
management, 3D modelling, pixel 
art, and Unity. I experienced working 
in a game dev team, reducing 
scope and managing my team’s 
expectations. In many ways, my time 
at VFS set me on a path for lifelong 
learning, backed by the insights of 
people who knew what it was like to 
work in the industry.

University in Brisbane and a dedicated 
game school in Vancouver are surely 
different. A broad university education 
gives you a good grounding for 
later specialization, while a game 
school goes very deep in its own 
specialization. The best combination 
for you really comes down to your 
career goals. My two most important 
lessons for somebody embarking in a 
journey similar to mine are, regardless 
of where you are: 

1. Make the most out of your time 
and available resources.

2. Seek to learn from the people 
with experience in the field you 
want to be in.

Netherworld is hosting WellPlayed’s  
first event as they work with Movember 
to build a social gamers connection 
tool. Enjoy a casual afternoon of 
video games with the local gaming 
community and the chance to win 
an XBOX One X or PlayStation 4 Pro 
console.

Be placed in squads of like-minded 
gamers to play Raskulls, Death 
Squared and Gang Beasts - Sign-up to 
be mentored in Fortnight and learn the 
ropes - Play games on the big screen 
with other Netherworld denizens.

The WellPlayed Team have been 
talking to gamers for a while now about 

how to build an online tool for finding 
like-minded players and connecting 
with your gamer friends. By being 
part of the event you’ll help them 
test prototype features and provide 
feedback on the tool’s development.

There’ll also be a karma keg on with all 
proceeds going towards Movember, 
along with all donations received over 
the bar for Netherworld’s Karmacade 
enamel pins!

Register for the event and you’ll be 
placed in squads based on preferred 
playstyle and shared interests. You’ll 
receive entries in the draw to win your 
choice of console for every game you 

play. If you tell the WellPlayed team 
how it went you’ll receive even more 
entries!

To register for the event, visit 
wellplayedproject.com/netherworld

It happens Sunday the 13th of May 
from midday until 5pm. FREE ENTRY!

Choosing the Right Education 
By Enrique Klein

The WellPlayed Project



Events

May 2, 6-8pm
at SAE Institute Brisbane



Brisbane Printing. 
Local. Fast. Affordable.

*Limit of 5 discounted products per customer. Prices based on standard turnaround and supply of print 
ready art. Not valid with any other discount or offer. Excludes delivery. Valid only at MBE Brisbane CBD & 
MBE Stones Corner while supplies last. All prices include GST. Other restrictions apply. See store for details.

M A I L  B O X E S   |   P A C K  &  S H I P   |   B U S I N E S S  S E R V I C E S

www.mbebrisbanecbd.com.au

MBE Brisbane CBD
Post Office Square Park Level
241 Adelaide Street
Brisbane QLD 4000 
p 07 3067 9800
e brisbanecbd@mbe.com.au
w mbebrisbanecbd.com.au

At MBE, our expert service will help make 
every print project professional & stress free.

Whatever the size, shape, colour, quantity or page 
count, we’ll produce your printing to a high standard 
and deliver on time. Contact us today and experience 
the MBE difference.
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500 x DL COLOUR FLYERS

ONLY 
$45!

50 x 8pp Saddle Stitch Books

ONLY 
$125!

500 x A5 COLOUR FLYERS

ONLY 
$65!

50 x COLOUR A3 POSTERS

ONLY 
$25!

DEAL #1

DEAL #2

DEAL #3

DEAL #4

Offer valid on orders for 150gsm Single Sided flyers placed between 
01.04.18 - 31.05.18.  Double Sided add $25. 300gsm add $25.*

Offer valid on orders for 150gsm Gloss A4 Booklets placed between 
01.04.18 - 31.05.18.  Each extra spread (4pp) add $50. Max 32pp.*

Offer valid on orders for 150gsm Single Sided A5 flyers placed 
between 01.04.18 - 31.05.18.  Double Sided add $40.*

Offer valid on orders for 100gsm Single Sided Non-Bleed Posters placed 
between 01.04.18 - 31.05.18.  Full Bleed add $10. 150gsm Gloss add $15.*

www.mbebrisbanecbd.com.au
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GAMER DIRECTORY

DO YOU LIKE ARCADES?

HOW ABOUT BOARD / TABLETOP / CARD GAMES?

SOMETHING ELSE?

NEED SOME TECH?

Netherworld 186 Brunswick Street, Fortitude Valley netherworldarcade.comTue-Sun Noon-Late

Conexio 3/57 Old Northern Road, Albany Creek fb.com/conexiogamescafe7 Days Times Vary

Vault Games 123 Charlotte Street, Brisbane City vaultgames.com.au7 Days Times Vary

1Up Arcade 230 Lytton Road, Morningside 1uparcade.com.auWed-Sun 2pm-10pm

Good Games Brisbane City / Upper Mount Gravatt goodgames.com.au7 Days Times Vary

The Loot Room Shop 9, 29 Logan River Road, Beenleigh thelootroom.com.auFri-Sat 7pm ‘til Late

Zero Latency 34 Chester Street, Newstead zerolatencyvr.comWed-Sun Times Vary

MSY Brendale / Morningside / Slacks Creek msy.com.auMon-Sat Times Vary

Mind Games Shop 255, Level 2, Myer Centre (City) mindgamesbrisbane.com7 Days Times Vary

Super Combo 20 King Street, Bowen Hills supercombo.com.auMon-Sat Times Vary

Umart Chermside / Eight Mile Plains / Milton umart.com.auTue-Sun Times Vary

Gametraders Chermside / Morayfield gametraders.com.au7 Days Times Vary

Pincadia 1/14 Logan Road, Woolloongabba pincadia.com7 Days Open ‘til Late

The Magic Vault 9 South Pine Road, Alderley magicvault.com.au7 Days Times Vary

THE HUB 20/1631 Wynnum Road, Tingalpa thehubgamesandtech.com.auTue-Sun Times Vary

Free Space VR 295 St Pauls Terrace, Fortitude Valley freespacevr.com.auWed-Sun Times Vary

Computer Alliance 1517 Logan Road, Mount Gravatt computeralliance.com.au7 Days Times Vary

Fastbreak 1 Chapel Street, Nundah fastbreak.com.au7 Days Times Vary

Hackerspace 217 MacArthur Ave, Eagle Farm hsbne.orgTuesdays 5pm-10pm

MegaBuy 844 Gympie Road, Chermside megabuy.com.auTue-Sun Times Vary

Super Retro Level 1 / 19 Robina Town Centre, Robina fb.com/superretroofficial7 Days Times Vary

Subscribe online and get the digital edition in your inbox every month!


