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Devolution #1:
The Curious Expedition
13.01.2016

best indie game

Devolution is a free game design focused event exploring the creative
process and challenges of game development. Each event focalises
on the evolution of a game through the exhibition of prototypes
and interim versions and and in-depth conversation with the
developers.

Version 05.01.2016
present version
changes

--overhaul of the dice-based combat system

not finished yet
--lots of new events / perks / items / etc.
--lots of new art / sounds / etc. (final quality)
--lots of small improvements / etc.
--added (community maintained) wiki to main menu
--ship ahoy!
each expedition now starts with a ship arrival sequence
--procedural tribe generation
--shareable travel reports
--loyalty system
characters now have internal loyalty rating which tracks how
		
they feel about you
--butterflies are now visible on the map
--hall of fame
shows your 8 overall best highscores
shows your best highscore per explorer
--added h.p. lovecraft

How did the game change during its development? Why? Which features
were added? Which were taken away? When? What were the interesting design
challenges? What was the original vision of the game? How did the idea
emerged? How did certain features evolved into their final version? How did
testing and feedback affected the game? What the hell is creativity? What
is the connection of all this to business and technology? What might the
future hold?
www.meetup.com/devolution

Maschinen-Mensch & The Curious Expedition

maschinen-mensch is a small game studio in Berlin recently founded by the
former triple-a developers riad djemili (code and design) and johannes
kristmann (art and design).

the curious expedition, a fantastical expedition simulation game set in the

19th century, is their debut title and was released in 2015 on steam early
access.

maschinen-mensch.com

www.curious-expedition.com

6:00 pm		Exhibition opens
7:00 pm		Start / Introduction
7:15 pm		Riad Djemili & Johannes Kristmann:
		The Evolution of The Curious Expedition
7:45 pm		Exhibition & Drinks
8:30 pm 		Riad Djemili & Johannes Kristmann
		
in CoNversation with Csongor Baranyai

Timeline of The Curious Expedition
Version 31.3.2012

05.2014 Reboot
decision of reboot

--too much not well balanced / integrated systems
--clear plan to release accountable versions regularly

19.05.2015 Steam Launch with alpha 10

one month after project start
features

--one explorer, porters as variable
--team values
food, water, porters, gold
--square tiles
--morning / afternoon / night cycle
--sight radius
--basic terrain types
--villages, springs, temple ruins
--diary

changes

--removed xp

Version 10.07.2014
2 months after reboot
changes

--no more camp management
--selectable trek leaders / explorers
--individual / personalised companions
--individual perks
--group values
xp / sanity / etc.
--testing different traveling mechanics & map score
map stamping: capture new fields to obtain map score
map lines: travel in a focused flow to obtain map score
--consecutive expeditions

founding Maschinen-Mensch

Leaving aaa-development at Yager
10.03.2014
Medienboard-Funding of

golden pyramid as main goal for each expedition

Version 27.11.2014

the curious expedition

alpha 1
first official / sold / accountable version
softlaunch on Humble Store & own website

--special editions

changes

Version 01.04.2014

first official work day of Maschinen-Mensch
changes

--hexagons
--camps and proviant

you have to give your people food each day

--realtime button-based combat
--random trek leader and trek members (more of the same type)
--individual values
xp / sanity / etc.

--menu
--expedition structure

selectable next expedition
choose from various perks for your explorer when completing an expedition
--random or custom trek members & starting equipements
--no / random battle
--standing
how well your trek is perceived by the native inhabitants?
--endgame
dropping to 0 sanity will no longer result in instant game over
instead, very bad events will happen
--butterflies
generate fame at expedition end
--new locations / items / perks / etc.

to level up (promote) your units you will have to spend region points

--region points

collected by discovering enough locations in a region until it is conquered

--event images
--harbor

made up by combining territory, tile and local position information
much bigger variety

special harbor location in-between expeditions
random encounters and expedition preparation
--travel reports
added journey pages (automatically generated during gameplay) which 		
		
summarize your entire game
--celebration screen
--lots of new events / perks / items / etc.
--lots of new art / sounds / etc.
--lots of small improvements / etc.
--villages
become angry once your standing drops to zero
angry villagers will spawn groups of natives that are hostile towards you
--dice-based combat
--every explorer now has their own pre-determined party / equipment setup
--added Ada Lovelace
--world generation
increased playable worlds to 6
water and mountain border regions are generated around the playable area

