FEZTechnicaPostMortem
By Renaudedard ProgrammerRolytron)



A Started messing with 3D programming in VB6 &
Truevision3D around 2001

A Started working with Phil Fish on FEZ in April 2007
A FEZ gets 2 nominations and 1 award (Visual Ari§E08
A Bacc in Computer Science at UQAM in late 2008

A Worked fulltime since then aPolytronto make the game
A FEZ is first commercial title and ftithe @ A Y R dza { NEB £
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A 2D/3D Exploration PuzzRiatformer
O rystroidvani& v

A Pixel art where the pixels are 3fixels

A Platformingin 2D, but across all 4 orthographic
views

A Built in XNA/C# from the start
I Spanned 5 XNA versions, from 1.0 to 3.1!






A Art and level productiofwise, easier to work
with tiles

A Plain old 2Dilemap doesn't work : we need
3D tiles

T ..triles?

A 16x16x1@rixelschosen as an arbitrary fixed
trile size



o |

I

-
*c‘

P
!i

Tt

q
L

AN
r
~




'J’-'::-'TJr‘Ir.g N HES--

A Petrtrixel coloring?

I Implles good palntlng tools modeler
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A Cubemaps(freeblood 7] & N7 o
I Trilesneed to be convex
I Cubemapsre 16x16x6 32bpp = 6Kb uncompressed!
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A Firsttrile concepts madén GoogleSketchup




Moty THISSE

A Trixelsculpting
I Pushtrixel facesin, pull faces out
I Adaptativegeometriccomplexity




A And things can get pretty complex




