
Nosil Postmortem 

 

For my Christmas vacation, as I had some free time, I decided to make a game and I chose to 

remake a project I never managed to finish. I had 10 days to do it so my time frame was already 

established. 

To summarize, the game is about 4 blobs rescuing a planet and its goddess recycling the garbage 

they find in the different levels using Game Maker HTML5 to make it. 

In the following postmortem I will explain through my own experience what went right and 

what went wrong. 

 

WHAT WENT RIGHT 

1) Solo work 
 

First of all I wanted to do this project on my own and this was one of my best choices. Indeed you 

just do what you want and when you want. You follow your own schedule, at your own rhythm, 

which you can modify without warning anyone and waiting for some replies. And most 

importantly you make the game the way you want it pursuing your own vision. 

 

2) Already existing project 
 

I chose an already existing project in order to save time. By doing so I didn’t have to start from 

scratch as I already had some documents and iterating the concept was lot easier. And I was also 

able to focus on more important points like level design as I knew it would be a tricky part of the 

project.  

 

3) Game Maker and its community 

First, Game Maker is an incredible tool that requires ONLY the basics of programming in order to 

use it correctly and make games. But I learnt that code can be easier sometimes. 

Second, I chose this engine because of its community. Game Maker has a very active and helpful 

community. For example with a simple Google search for “Lost Vikings Controls Game Maker” (as 

my game uses those) I found a page on the Game Maker Community forums and I just had to 

adapt (and understand) the code in order to make my game work.  

 

 



4) Early prototyping 

This is very important. I found those two words so many times on different feedback from 

different people and this is so true and so helpful. Like that you can easily see what is fun and 

what is not and react fast enough to fix what is wrong. 

5) Discovering the joy of game development again 

As I was working at my job, I had to put game design and game development aside for time 

reason mostly and thanks to this project, I discovered again how much I loved to do this like going 

to bed late (or early depending on the point of view) or getting up early to finish what I started. To 

think about what the best is for the player and expect what he would feel. 

6) Becoming versatile through motivation 

As I planned from the beginning to do this project on my own, I knew that I had to learn non 

purely game design skills. And thanks to my over motivation I had a lot of fun learning how to 

make character animations from a character sheet with Photoshop and Flash for example.  

7) Active communication 

Finally I received a lot of positive attention communication about the project through a dedicated 

website as every single evening during the project I posted an article telling what I did during the 

day plus some categories to explain. And it also enabled to learn some webdesign skills 

(Wordpress related) as we saw at point 6).  

 

 

 

 

 

 

 

 

 

 

 



WHAT WENT WRONG 

1) Alone and lonely work 
 

You have to do EVERYTHING when you choose to work on your own. Unfortunately I’m not as 

versatile that I would wish I am. For example I wasted a lot of time trying to understand why a 

piece of code did not work and I figured out a while after that I forgot to put the variable to 0 in 

an object. So to work alone has some pros but it definitely has some cons as well and you have to 

be prepared for that!  

 

2) The so called schedule 

Really? We really have to stick to it? In all seriousness I forgot how hard it was to respect a 

schedule even though it is realistic enough. You will encounter some stuff you didn’t expect. For 

my part I chose to cover a different topic (game design, graphics, sounds…) every day but 

obviously I spent too much time on some of them.  

3) Claustrophobia 

This term might be a little too violent or exaggerated but I have to warn you people. It sounds 

obvious but go out! Don’t stay at home for one week or so  or you might become crazy! More 

seriously my starting idea was to begin this project to be busy during my Xmas holidays. But by 

doing this I experienced some anxieties due to some personal issues. So try to work outside and 

see some people. It does help  

4) 10 days is a short time frame 

Really, really short! At the beginning I thought it would be more than enough to make a decent 

game. But I forgot that it was during Christmas and that I had 1 day almost off because I was 

invited to celebrate. In the end, even though I thought it would never end at some time, those 10 

days just went in the blink of an eye. 

5) Saving the files 

Last but not least the reason why you will never see the game the way it was supposed to be 

released. Indeed, during the last day of the project my PC crashed doing BSOD (blue screen of 

death) after BSOD but I managed to make it work again and my biggest mistake comes after. I had 

to copy the file in order to have a copy of the project somewhere else and I said “I will do that 

later.”. This very “later” killed everything because shortly my HDD read head stopped working and 

I lost all of my data. So save, save, and save you precious files elsewhere than your computer hard 

drive. Think external drive, USB key and also cloud computing as it is easy to send a file by mail. I 

will end this point with a joke related to it: the only early prototype version of the game that I 

uploaded is on MegaUpload servers. 



As a conclusion, this project was very formative and I learnt a lot doing it. Every single thing I 

experienced will be very useful for my upcoming projects and hopefully I will finish this one 

someday. The blobs curse has to stop! 

  

As I couldn’t do it in the game I will use the remaining space for some special thanks: 

PGLAB+N: Paul for the pieces of advice he gave me continuously; Greg for the support and to push 

me forward when I needed it; Len for the artistic point of view he always had; Alban for the 

precious tricks on Game Maker and for his patience explaining to me some programming and 

coding stuff; Brian to be a fracking crazy dude; Nico to be my Game Design Jedi Master. 

My mom for her continuous support and to believe in me so far away from her. 

Last but not least my beloved Lily to have given her backward name to the project and to the 

goddess. 

 

 


