Kids With Sticks

Team Composition
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Andrzej Koloska
UE4 Generalist /| Producer
14y experience

Mariusz Krzywicki
3D Art [ Level Art /| Concept Art

7y experience

Daniel Stanczak
3D Art [ Level Art / Animation
3y experience

Kamil Kocot
Engine & Gameplay Programmer
7y experience

Adam Wesierski
Concept Art / Design / QA
2y experience

XXX
Design | Level Design
14y experience

We all worked together earlier, know
each other,

Combined we have 45 years of
experience in industry,

Combined we shipped 60+ games,
Fully featured team,


https://www.linkedin.com/in/andrzej-koloska-6453562/
https://www.linkedin.com/in/mariusz-krzywicki-a8000374/
https://www.linkedin.com/in/kamil-kocot-1607a885/

Who We Are - Gam

Some games we worked on.

Vo al l\r\lﬁ)‘

FEBOXIN Q¥

es

—Nellymid = ;
WIT "HER
THE ESCQPE ASSASSINS KINGS
PC Windows
i
| HAUNTED



https://forever-entertainment.com/en.screeny_z_gry_hollow.html?PHPSESSID=49767f0a3584f0ebd7e0f5d47a67398b
https://www.gry-online.pl/gry/haunted-memories/z83a04
https://shortbreakstudios.com/games,guncat,7.html
https://store.steampowered.com/app/7860/NecroVision/
https://shortbreakstudios.com/games,guncat,7.html

Who We Are - Game Jams

We love to participate in game jams and try out ideas.
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And always share how we did it. Clash Of Morons breakdown, Building with Voxels, Taxi.



http://shootertutorial.com/2019/05/08/using-unreal-engine-4-to-create-game-jam/
https://80.lv/articles/intensive-exposure-building-ue4-game-with-voxels/
http://shootertutorial.com/2016/03/01/tkgame-jam-2016-grand-theft-taxi/
https://ogniok.itch.io/grand-theft-taxi
https://store.steampowered.com/app/888090/TREE/
https://drive.google.com/uc?id=0By7GPSwLuO8IdTlhWnc4ajNiN3c&export=download
https://carebears.itch.io/pomela-cat-royale
https://carebears.itch.io/dev-coffee-boy
https://kidswithsticks.itch.io/clash-of-morons
https://store.steampowered.com/app/518670/Intensive_Exposure/?l=polish
https://amjamfiles.blob.core.windows.net/builds/2017/CrunchingZombies_FirelineGames.zip

Our Mission - Open and Shared Development

We believe that sharing knowledge with others create friendly and dedicated
community.

- Share Unreal Engine 4 and game development knowledge while developing
games,

- Proven track record: ShooterTutorial.com, UE4 educating in Poland:
GameDevSchool.pl, GameFest, TKGame and others initiatives,

- Share assets and whole game projects on Marketplace,


http://shootertutorial.com/

Our Mission - Indie AAA

We want to be small, agile and create unique polished games. We fully agree with Ninja
Theory Indie AAA approach.

- Create games that stand out from crowd,

- Create games that use technology not used before,
- Create smaller games but fully polished,

- Doesn’t mean we want to do only realistic games,


https://www.hellblade.com/the-independent-aaa-proposition/
https://www.hellblade.com/the-independent-aaa-proposition/

