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Game dev tycoon slider guide 2019

This page applies partially or completely to version 1.4.5. In the new version of the game, that information may not be accurate. If you want to update the article to reflect the current version, archive the pages that reference the old version and categorize this template appropriately before deleting it. If you change the fitting, change the background color as well! In the game Dev Tycoon, there
are many factors that go into creating a high-quality game. This article is intended to provide you with the information you need to create a good quality game. Usually, the goal of game development is to get a high review score (preferably 9.5+). However, during game development, your actions do not directly affect your review score, but rather your game score. The game score is a hidden
value that can only be seen in modding (not to be confused with the review score you see), and basically it's the sum of designs + techs split by modifiers based on game size (which makes up for the fact that big games take longer to develop and accumulate more points) and multiplied by some quality qualifiers. All of these modifiers are typically limited to values around 1 and have a
minimum value of around 0.6. Therefore, failing a single quality check can significantly reduce your game's score. The score of this game does not translate directly into a review score, but rather is compared to the previous high score (read the next paragraph for details) to calculate your review score. While affecting game quality adjusters during game development, it can affect the total
design + tech you receive primarily outside of game development, but more features (employees can contribute more points while developing areas to which the feature belongs), training employees/hiring additional employees (point contributions increase), and during game development, you can almost always influence all quality qualifiers for the game. Good quality ≠ good reviews! First
thing everyone needs to understand: a good quality game doesn't mean a good review In this game, you compete exclusively with your own previous high score (except for the first beginning of the game until you can beat it and set the first high score). Your game score will be compared to your high score (with an additional gain of about 10%-20%, it's your final review score (before it gets a
little randomized and get to see it). Therefore, to get a good review score, you need to perform slightly better than your previous score. This is very important to understand: in order for you to just be able to keep playing and get a good review score, ultimately, no matter what you do, you'll get a 9.5+ game (if you don't lose before)!Why do you want to make a high quality game afterwards? For
example, to get the best quality based on slider assignments, you don't need to apply less than 20% (3-6 pieces per genre) to a particular topic, you need to apply more than 20% to a specific topic (0-3 per genre), and at least twice apply 40% or more to a specific topic (3-6 per genre). But to make a game of the worst quality, you need to flip all of that - always apply less than 20% to a specific
topic (from 3 to 6 per genre) and always apply more than 20% to a specific topic (~0-3 per genre). So, if you go for the best quality, you have 60% freedom (i.e. 60% of 100% of sliders are fine. Remaining) 2 sliders, 80% free with ~1-4 sliders, 20% free with ~0-3 sliders, 100% free with the remaining ~0-6 sliders, and if you go for the worst quality, If you compare you have 20% freedom with 3-
6 sliders, 80% freedom with 0-3 sliders and 100% freedom, you will see that you have 500% to 800% (out of a total of 900%. Free in the first case and 360%-660% in the second. Therefore, adhering to the highest quality ruleset gives you more creative freedom than following the worst quality ruleset. This is even more radical, such as genre/topic combos. There are more great combos (1
quality qualifiers) than Strange's with the lowest possible quality qualifier of 0.6. So, if you focus on making only the worst weird combos, there are very limited genre/topic combos to choose from (very few multi-genre games). But if you focus on making only great combos, you're much freer. For example, dungeons, airplanes, fantasy, and many other topics can produce 4 great combos, only
one of the worst strange combos. Overall, there are very few topics that give weirder combos than great combos (game Dev and superheroes and 3 weird vs. 1 great, romance, startup, hospital and surgery 2:1), but most of them produce more amazing combos than weird combos. Therefore, this page does not tell you how to make a game that will get a good review score. This will tell you
how to make the game of the highest quality which will help you get good reviews in turn, having consistency in your score. If you develop a game of consistent quality (great combos, technical/design balance, bugs, etc.), your game score will be based almost exclusively on the total design and tech points you see, so it will be easier to determine how well it worked (before looking at the
reviews). After all, it's all up to you, free your mind, think about what you want to make next, train or study, and always keep your cool. The world is waiting for only one thing, and that,You. For more information on how to evaluate and review the quality of your game, see Reviewing algorithms. First, always avoid: Don't make an extension or sequel 40 weeks before you develop two games in
a row on the exact same topic/genre or topic/genre/second genre. Develop sequels using the same engine. Develop large games without using 2D graphics V4 or higher/3D graphics V3 or higher (not applicable to extensions) Develop AAA games without assigning at least 3 experts to each field considered important for the genre of developing AAA games without using 3D graphics V5 or
higher. As mentioned earlier, the quality of the game is calculated as a combination of different modifiers applied as a number for the sum of design + technology. To make a guaranteed and perfect game (except for trends that are random), you need to strike the right final balance between design and tech points that comply with all slider assignment rules throughout the development
process, choosing a great combination of genres and topics Genres and Topics Choose a platform that best suits your genre (or both genres for multiple genres) The process of creating a game can be divided into two main parts: pre-production and development pre-production phase during pre-production, when the game's major decisions are made. Choices available during pre-production:
Game titles. The name of the game. Size. This affects the time it takes to develop the game and also changes the development cost. Small games are almost impossible to reach an average score of 10. Therefore, if you want to receive a perfect score, it would be ideal to generate a bigger game. Topic. Genre. Platform. Engine. This table is based on raw data from game sources. -----=
Terrifying Audience: Y = Young, E = Everyone, M = Mature Topic Genre Audience Action Adventure RPG Simulation Strategy Casual Y E M Abstract ++ + - - - - - - - - - - - - - - - - + + + + + + + + + Airplane +++ --- + +++ +++++++++ - - - - - - - + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + Business ----- + +++ -- - - + + + + + Colonization - - - - ------ +++ - - - - - - - - - - - - - - - - - -
- - + + + + Cooking + + + + + - - - - - - - - - - + + + + Cooking + + + + - - - - - - - + + + + - Cooking + + + + - - - - - Crime - + + - - - - - -------------+ Cyberpunk +++ + + + + - - - - - - - - + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +
+ + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +
+ + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + --- + + + + + + + + + + + + + + + + + + + + + + - - - - - - - - - - - - - - - - - - - - - - - - - - - - + - + + + + - - + + - - - + + - - + + + + + - - - - - - - - - - - - - - - - - - - - - - - - - -- - - - - - - + + + + + + + + + + + + + + + + + + + + + + + + + + + + +
+ + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - + + + + + + -- - - - + Hacking - - - + - + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
- - + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +
+ + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +
+ + + + + + + + + + + + + + + ++ ++ ++ ++ ++ ++ ++ ++ ++ ++ ++ + + + + + + + + + ++ + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +
+ + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + -- ++ + + + - - -- -- -- + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +
+ + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + Post-Apocalypse +++ + + + + -
- - - - + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + Rhythm + + + + + + + + - - - - - - - - - - - - - - - - + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +++ + + + + + + + + + + + + + + + + + + + +
+ + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +
+ + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +-----------+++ Surgery + + + + - - - + + +
+ + - - - + + + + + - - - - - - + + + + - - - + - + - + - + - + + - + + - + + + - + + + + + + + + + + + + + + - + + + + + - - + + - - + + - + - + + + + + + + - - - - - - - + + - + + - + - + + - + - + - + - + + - + - + + + + - + - + - + - + - + - + + + + + - + + + + + + + + + - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - -
- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - ++++++ Zombies +++ - ----−−-----------++++++++++++++ Topic Action Adventure RPG Simulation Strategy Casual Y E M Genre Audience The only way to obtain a multi-genre combination is to use alone on the selected topic as a
Great Combo. This means that topics like surgery can't get a great combo in multi-genre games. - Source topic/audience combinations Occasionally you'll see messages about platform matches or discrepancies with the selected target audience. Audience selection primarily affects the number of sales your game generates. The higher the sales qualifier for the selected topic, the higher the
sales for that target audience. -source These combinations are described in the table above. Platform/genre combinations Each genre has its own popularity on each platform. The genre you choose for the platform slightly affects your review score. The higher the sales qualifier for the selected platform, the more sales will be for that genre. Developing a custom console generates genre and
audience combinations based on a list of previously released games. It is not pre-made like a standard console. Therefore, it can also be different between playthrough and playthrough, and between a custom console within the same playthrough and another custom console. For genres, the two most frequently used genres are +++ (Great), the third most frequently used genre is ++ (good),
the fourth and fifth genres are + (okay), and the sixth/most frequently used -- (Bad). For audiences, the most frequently used audiences are +++ (great), the second most frequently used ++ (Good), and the most frequently used + (no problem). This table is based on Raw Data from the game source.Communications: +++ = Great, ++ = Good, + = Okay, −− = Bad, −-− = TerribleAudies: Y =
Young, E = Everyone, M = M = Mure System Genres Audiences Action Adventure RPG Simulation Strategy Casual Y E M PC+++++++++++++++++++--−-- − + +++ +++ G64 ++ ++++++++-- ++++++++-++++++-++-+-++-----Master V+++++-++-+++--+++++---Gameling + --−++++--++++---Vena Gear++++++--+++++++++++-Vena Oasis +++ + + ++ −−− + +++ ++ ++ Super TES +++++++--++++-
-Playsystem ++++++--++-+-+++-++-+++-+++++-++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++ + mBox +++ + ++++-− −−
+ ++++Game Sphere + + + - -- +++++++ + GS++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++ + −−
Playsystem 3 ++++++++++-− + +++++grPhone + +++ - - + ++ +- grPad + ++ - - +- - - - - - - Wuu ++ - + + + + + + + + + + + + + ++ mBox One +++ +++++++++++++++++++++++++++++++ + + + + + + + + + + + + + + Custom Console ??????????????????????????? System Action Adventure RPG Simulation Strategy Casual Y E M Genre Audience Platform/Audience Combination You will
occasionally receive messages about platform matches and discrepancies with your chosen target audience. Audience selection primarily affects the number of sales your game generates. The higher the sales qualifier for the selected platform, the higher the sales for the target audience. -source These combinations are described in the table above. The design sliders in the development
phase allow players to control the time allocation of different aspects of the project. The more sliders are set to other sliders, the more time you will receive during development and you can preview them in the bottom bar of the game development screen. Important: Development has a significant impact on review scores. This table is based on raw data from game sources. Ratio Stage 1
Stage 2 Stage 3 Engine Gameplay Story/Quest Dialog Level Design AI World Design Graphics Sound Design 20% 80% 80% 90% 40% 20% 60% 50% 60% Tech 80% 20% 20% 10% 60% 80% 40% 50% 40% 40% % Between 30% on level design, 20% on AI and 50% of the time spent on phases, 90% of the bubbles generated by your employees will be design bubbles and 10% high-tech
bubbles, and then, during 30% of the time spent, 40% of the bubble will be designed, 60% will be technology, and the last 20% will be 20% of the time spent. The quality of the game and the correct technical/design balance (the exact value you need to aim for is based on the genre you choose) is very important during the calculation of the rating. Focus of a single genre Reading the table
below is a composite bar at the bottom that consists of three important parts (located below the slider) rather than the percentage you assign to each slider. All of these 40% and 20% refer to the relative size of the portion of the field on the lower bar. This table is based on raw data from game sources. +++ = very important (1.0), ++ = very important (&gt; = 0.9). For best results, try to get at
least 40% or more focus from at least two of these sliders. ~= Not very important (&gt;= 0.8). These sliders can be set to anything. −-= Not important (&gt;= 0.7), −-−−=Not important at all (&gt;= 0.6). You shouldn't get more than 40% focus from anyThese sliders. Genre T/D Stage 1 Stage 2 Stage 3 Engine Gameplay Story/Quest Dialog Level Design AI World Design Graphics Sound Action
1.8 +++++ - - - - - + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + + +++++++++++ ~--++++ Strategy 1.4+++~---+++++++------------------------+++++ For multigener genre combinations -- -- --, the value is weighted by the fact that the first selected genre is twice as important as the second genre. For more information about how the following
values were calculated, see the review algorithm: The point of multi-genre is to eliminate genre requirements and make the cramming feature more flexible. For example, strategy/adventure and strategy/RPG only have three + fields, and everything else is not bound by rules, whereas if you are making a strategy or RPG you have to worry about six + fields and one - field. The disadvantage of
using a multi-genre with fewer than two fields on a stage is that the quality of the game is not as high as the multigid field. -source This table is based on raw data from game sources. +++ = very important (1.0), ++ = very important (&gt; = 0.9). For best results, try to get at least 40% or more focus from at least two of these sliders. ~= Not very important (&gt;= 0.8). These sliders can be set to
anything. −-= Not important (&gt;= 0.7), −-−−=Not important at all (&gt;= 0.6). Do not get more than 40% focus from these sliders. Genre 1 /Genre 2 T/D Stage 1 Stage 2 Stage 3 Engine Gameplay Story/Quest Dialog Level Design AI World Design Graphics Sound Action/Adventure 1.33+++++~~~~~++Action/1.40+++~--+++~-+++~-+++++------++ Action/Casual 1.1.0 37 ~ ++ - - - - - - - - + + +
Action 0.87 ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ + + + + + + + + + + + ~ Adventure / Simulation 0.800 - - ~ ~ ~ 3 - ~ ~ ~ + + + - - + + + - + + - + + Adventure / Casual 0.43 - ~ ~ ~ ++++ - - +++++ ~ RPG /Action 1.00 ~ ++ ++ ++ ++
+++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++++1.27
~ ~ ~ ~ ~ ~ ~ ~ ~ ~ ~ Simulation / Strategy 1.53 +++~ --+++++ Simulation /Casual 1.23 ~ +++ - - - - - - - - - - - - - - - - - - Action 1.53 +++- - - - - - Strategy / Adventure 1. 07 ~~~++~~~~RPG 1.13~~~~~~~~~~~~~~~~~~~~~~~~~~Simulation 1.47++++~--+++++Strategy/Casual 1.10~+++-- - - - - - - - - - - - - - - - ---- ++ - - - - + + - - + + - + + Casual /- - - ~ ~ - Casual / RPG 0.53 -- - - ~ ~ ~ - - - - - - -
Casual/Simulation 0.87 - +++ - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - ++ Casual / Strategy 0.80 -- ++- - - - - - + + Genre 1 / Genre 2 T/D Engine Gameplay Story / Quest Dialogue Level Design AI World
Design Graphics SoundStage Stage 2 Stage 3 Employee Assignment You can assign specific employees to a specific field, starting with a medium-sized game. You must assign employees to each of the nine fields, and only one can be assigned to each field. Based on the size of the game, employees get used up on projects at different rates. For medium-sized projects, the rate is 1, 5/3 for
large, and 2 for AAA. This means that for each percentage of the time assigned to a particular field, the assigned employee receives a lot of utilization. Therefore, a medium-sized game must be completed with a total of three people, and at scale it needs 5 people, and AAA needs 6 people without overloading its employees. The total number of hours used for the employee is displayed as a
progress bar under the employee's name on the slider assignment screen. If you do not significantly overload your employees, you will be awarded a Good Management 30% experience bonus (which does not affect your review score). Overloading employees means fewer points to design and technology. Regardless of who is assigned to which field, all employees maintain the design and
technical points that contribute to the project. However, depending on who you assign, the overall point you contributed seems to be slightly different. Assigning the right people for the field gives you more design/technical points overall. You can browse the table at the beginning of this article to find the person who best suited which field. Case study: Towards the end of the game (year 40),
while developing medium-sized games that correctly assign employees (all employees have enough design and technical points to fully cover on-site requirements), giving net results totaling 2536 points (between an average of two attempts) and mis-cracking employees (All employees don't have enough points to cover at least one requirement - for example, 300/800 employees assigned to
the 810/90 field got a net result of a total of 2404 points (an average of two attempts). This is an increase of only 5%, but maybe if the difference in statistics was more(For example, assigning a 720/180 employee to a 180/720 field), there is a significant difference in net results. Having a balanced all-round team (all members with very close design and technical statistics) will be much more
viable as it will be easier to make a consistent game because you will only compete against your own high score. The downside is that you have to wait a little longer before opening the R&amp;D lab. Dummy development stage If you absolutely have no clue what to do after reading the previous paragraph and you want a simpler solution, simply set the slider itself to the percentage value
shown in the table below. Sliders are not the main way to get a good score, it is a mix between many factors. Some of them include previous reviews, your staff, how many years it is, genres to platforms and the main ones your technology/design ratio. I'm not saying this table is worthless (hey), but if the technical/design score disappears according to this table, you'll get horrible reviews from
time to time because the quality of the game will be unstable. Before using this table, check out some other pages and read out the game or just have fun and make the game you want to play them. The + and - tables above are much better references if you know what you're doing. For example, technology 300, design 300, speed 300, research 300 second employee tech 500, design 100,
speed 150, research 200 third employee technology 400, design 200, speed 200, and Research 100 your technology/design ratio will be turned off. Your technology will be too high for most genres. RPG, Adventure. While you are getting bad quality (to get the wrong technology/design balance), simulation and strategy will be getting good quality (to get the right balance). If your staff has more
over-design than technology, that's the opposite. So, if you follow the table below, there are good quality games of several genres, but due to the poor quality of other games, you will continue to receive very bad reviews from time to time due to inconsistencies in your game score. This table is based on raw data. Genre T/D Stage 1 Stage 2 Stage 3 Engine Gameplay Story/Quest Dialog Level
Design AI World Design Graphics Sound Action 1.8 100 80 0 0 80 100 80 Adventure 0.4 0 80 1 00 100 50 0 100 80 0 RPG 0.6 0 80 100 100 80 80 80 40 Simulation 1.6 100 10 0 0 0 100 100 0 100 80 Strategy 1.4 80 100 0 0 100 80 0 800 0 0.5 0 1 00 0 0 100 0 100 0 100 80 This will work for you at the start of the game, but if you have one employee and some features, later in the game, if
you have multiple employees and multiple features, this tableIt offers the best possible game quality, but lots of rough guides. Professional training To specialize in specific sliders, level 7 requires you to meet the required level of design and technology. It also provides a guide for employees to use for each slider (the design/technical requirements for specialization are proportional to the
design/technical components of each Dev focus). A good game requires a design or technology-focused employee and a well-balanced employee of both. Save balanced employees for stage #3. Specializations cost 200 research points and 5M credits per person. Slider Specialty: Slider Design Technical Engine 180 720 Gameplay 720 180 Story/Quest 720 180 Dialogue 810 90 Level Design
360 540 AI 180 720 World Design 540 360 Graphics 450 450 Sound 540 360 More Visually Explicit Version: Stage 1 Engine Play Story Quest 180 720 720 720 180 720 180 Stage 2 Interactive Level Design AI 810 90 360 540 180 720 Stage 3 World Design Graphics Sound 540 360 450 450 540 360 Additional Version Downloadable PDF Version: PDF Version 1.2 Game Dev - Game
Development Chart - Template: Spreadsheet Version, spreadsheet version, spreadsheet contains a combined grid to track all topics and genre combinations of genres
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