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Fairytale

Annika Fogelgren Producer/Game design

Jens Hedenskog Programmer/Game design fLevel design
Bjérn Bergstrand Programmer

Albertina Sparrhult Lead Art

Pernilla Sparrhult Graphical Artist

Marie Viberg Graphical Artist

Emma Johansson Graphical Artist

Fairytale is a creative adventure with sasy
rpg for children. The intention of our game was
to fill a gap in the market with what we

thought were missing today. In our

opinion there are no games today
which takes children seriously, we
think they can handle well drawn
graphics, easy dialogues and different
gameplay challenges. We wanted the
player to feel like hefshe was inside
an old fairytale book, exploring
the mystical world where
fairies and trolls dwell.

Inbjudan till vernissage och informationskvall

Framtidens spel kréver nya idéer, nya roster och nya speldesigners. Det saknas kvinnor och
det saknas mangfald. P3 internationella kvinnodagen den 8 mars inbjuder Hégskolan pa
Gotland dig till vernissage pa TEKNISKA MUSEET. Ta del av framtidens speldesigners och
morgondagens spel.

Idag har utvecklingen inom programmering och grafik gett oss 3D-varldar som ar lika
omfattande som i de senaste filmerna. Det ger dagens och morgondagens spelutvecklare helt
nya skaparmdéjligheter. Framtidens spel kommer att erbjuda nya kulturupplevelser, och spelen
kommer att beréra, engagera och paverka fler ménniskor &n nagonsin tidigare. Vi befinner oss
verkligen i férandringarnas tid.

Trots detta ar det fortfarande en begransad skara spelare som kanner sig hemma i dagens
spel. Speldesign har inte utvecklats i samma takt som grafiken och programmeringen. Nya
speldesigners med nya infallsvinklar pa speldesign kommer att kravas infér framtiden.

Spelutveckling vid Hégskolan pa Gotland vill visa vad morgondagens speldesigners gér redan
idag och hur du som vill studera speldesign kan vara en del av utvecklingen.

Kom till vernissagen I6rdagen den 8 mars och testa helt nya spel som har gjorts av vara
studenter. Studenterna och deras ldrare kommer att vara pa plats for att svara pa fragor om
spelen.

Utstallningen avslutas med en informationskvall onsdagen den 12 mars kl. 17.00-20.00. (Obs
fri entré). D3 svarar framtidens spelutvecklare och deras larare pa fragor om utbildningen inom
speldesign och framtidens dataspel.



Jonas Rogert prog

Erik Ogwvist, grafik ui

Monica Kreitz, grafik

Johan Skoglund, musik

Povel Gulin, grafik karaktar
Marcus Ingvarsson producent
Andreas Svensson, prog databas
Jonatan Osterberg, grafik 2d 2d

Ride real bikes in a simulated
environment.

Challenge your friends in a
race around the famous
"Amedalen” using the

latest in gaming

technology.

Twice the fun,
half the effort!

DrinkS is a bartender
simulator with puzzle
elements developed

for the Mintendo DS

canscle. DrinkS also
functions as an electronic
cocktail book, perfect for
when you are ordering drinks
from undereducated bar staff

or when you w YOUF oW

H3kan Mattsson
fProducer and Hardware

Don Geyer
JExecutive Producer
and Game Concept

Christoffer Sddergren
/Lead Programer

Rickard Jonasson
fLead Artist

Jona Marklund
fLlead Level Designer




Plats: TEKNISKA MUSEET

Museivagen 7 Stockholm

Tel 08-450 56 00 (vxl) Fax 08-450 56 01
info@tekniskamuseet.se

Tid: lérdagen den 8 mars kl. 11:00
Utstallning pagar fram till den 12 mars.

Plats: TEKNISKA MUSEET
Tid: onsdagen den 12 mars kl. 17.00 — 20.00. (Fri entré)

TEKNISKA MUSEET:

Nils Olander

intendent, tel 08-450 56 80
Nils.Olander@tekniskamuseet.se
http://www.tekniskamuseet.se

Hogskolan P3 Gotland:

Don Geyer

Programansvarig tel 0498-29 99 00
Don.Geyer@hgo.se

Petra Lindberg

Informationsansvarig tel 0498-29 99 00
Petra.Lindberg@hgo.se
http://www.hgo.se/game/
http://www.hgo.se

Museets oppettider:
Man - fre 10.00 - 17.00, ons 10.00 - 20.00, L6ér - sén och helgdag 11.00 - 17.00, Fri entré
ons kl 17.00 - 20.00

Skolbokning:
Skolklasser och andra grupper kan boka en visning av utstallningen genom att kontakta
bokning@tekniskamuseet.se

Fri entré for skolklasser

For att s3 manga skolor som méjligt ska ha méjlighet att bestka Tekniska museet, har
skolklasser fri entré. Fri entré galler for elever i larares sallskap och skolpersonal. Besoket
behdver inte bokas i férvag.

Bokning av visning med guide
Bokning av visningar med guide fér skolklasser sker via telefon pa nr 08 - 450 57 00 som &r
éppen tis, ons, tors kl. 12.30 - 15.00 eller via mejl pa adressen bokning@tekniskamuseet.se




PLT.S. productions 2007

This game is trying to prolong the
feeling of the Roskilde Festival.
We are trying to achieve an all
year experience of the festival.
With this game people can get,
and kesp, in touch with other
festival visitors with which they
may have had contact with at the
actual festival. Essentially it is a
digital representation

of the Roskilde Festival.

Created by Malin Axeling

tPBLT is a light strategic board game.
It revolves arcund a king with

four advisors, who are supposad

to help him run the country.

But his economy is failing,

and he can only afford to

keep one advisor. They

now have a few months

to convince him who is

the best advison '
The players take on the -
role as one of the advisors

and compete for the king's

faver. They do this by doing

things for the king and the

pecple of the country.

There are also things they

can do to destroy the other's
attempts to influence the king.
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Sebastian Svensson Scripter and project
Fredrik Bargman Level Designer
Ola Persson Level Designer
Joar Holmstrém Lead Designer

'IF YOU WERE VOTED PRESIDENT
TOMORROW, WHAT WOULD YOU DO?'

Imperator is built on the idea of a
strategic power simulation inside

an RPG enviroment where each
problem is presented and sclved
within a social context instead of using
statistics and abstractions




Wobble Trouble:
Balance pro

is a game designed to be as good for
you as it is fun to play. The cbjective is
to guide a small ball trough a maze to
the goal without falling into any pits.
What makes this game unigue is the
the way you controll the ball.

You steer the ball with your cwn senss
of balance. You stand on a "wobbleboard®,
and lean in the direction you want the
ball te roll in. This can help you

train the musdes in your legs.

Credits:

Emma Johansson
Povel Gulin
Daniel Mattis
Julius Grantén
Kristoffer Landin

We want to create something unusual for regular FPS‘ﬁaam'é_f' -
and adventure players 3
We also want to take away the usuall “shoot treugh level™ =
style and implement more adventure and puzzle solwing

Limus Loguist

Andreas Emilsson
Hassan Mohammed Abed
David Alfredsson
Hawan Hussein
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http://www.hgo.se/game/




