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e Studio established in 2010 by Marek Rosa4
° International team of 70 people
e 19 nationalities

e 4 games on Steam

e VRAGE, own game'engine"
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* Project management
= Jira
» Communication '
= Discord
* Programming .
* Visual Studio
* Art
= 3ds Max, Photoshop




\l., KEEN"

_— = SOFTWARE

/ ! \ HOUSE

Issues
\ 4 .
Projects g
' Resources




Dashboards ~  Projects ~

SE Official
Kanban board

QUICK FILTERS:  Major v189

Only

Kristiaan Renaerts

178 To Do

SE-10477
4 Find the way how to update
scenario with Jochem visuals

SE-10506
Changes to a voxel are not
visible after a restart of DS

SE-10493

Crash at
VRage.MyEntityldentifier. AddEnt
ityWithid(IMyEntity entity)

Crash

SE-10409

Trees blending

hkpUniformGridShape.getCellsin
Ray(hkpUniformGridShape* ,

Crash

SE-10517

Ao s

Ondrej Nahalka

Issues ~

Bugs
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Jan Hrivnac

Boards ~ BigGantt ~

Only Tasks  Only Goals

Vojtéch Neoral

25 In Progress

B SE-10369
4 SKIT recharging

Recheck

B SE-10515
4 Power HUD indicator in cockpit

SE-10472
1 Check issue with first person
camera for Wolf

SE-10428
4 Fix building according design
document

B sE-10276

t [UseResponse] Object
Serializers uses
Type.GethMembers wrongly

TestRail ~

Only My Issues

Jan PetrzZilka

-

a

Ales Kozak

Create

Joachim Koolhof Jan Hiousek

Katefina Cervena

13 Implemented

SE-10356

Crash at
Sandbox.Game.WorldEnvironme
nt.MyLogicalEnvironmentSector

f
Crash

SE-10455
Icon for current ship inventories

L

SE-10062
New ladders

SE-10209
Scenario 2 world

A

SE-9995
Scripting Tools - Transformations
screen polishing

a

SE-10142 i
Visual Scripting - new event and
functions

Petr Minafik

Filip Dudek Petr Beranek

Show fewer

61 Merged

SE-10485
4 Add final scenario world into
Scenario mission

SE-10453
Scale Rock Debris twice as big

a

SE-10059 (,
Add definitions for research tree "

SE-10533

Crash at
Sandbox.Game.SessionCompon
ents.MylngameHelpBuilding..ctor

Crash

SE-10463
Voxel Materials - Per Material
Tiling

SE-10357 a
[1.189.003]
IMyEntities.1sInsideVoxel has

Lol o

b oo

Martin Pavlicek

Sandra Lenardova

88 In QA process

SE-3195

Implement a way to have
scenarios with scripts and state
machines be able to be shared

SE-10501
Assembler isn't taking
components for production

SE-10374
Production queue can get

broken in assembler type blocks
on DS

Desyncs

SE-10375

Physical voxel changes do not
get synchronized to the player
after reconnect on DS

SE-10331
[UseResponse] Random sounds

looping constantly - Coming from
nowhere - Can be fixed by

UseResponse

Miro Farka$

A
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Search

Board ~

Natig Aghayev Jan Trauske

Release

219 Approved

505
Rename MagPower generator to
Hydrogen engine

SE 10496

Crash at at
Sandbox.Game.Entities.Charact
er.MyCharacter.UpdateAfterSimu

Crash

SE 10444
Crash - Error serializing
MyObjectBuilder_Cockpit.Panels

i

Server becomes deadlocked
when players go to respawn
screen

SELAEL

Crash at
VRageRender.MyHighlight.Draw
MeshPartForSingle
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menu

O BOT—1
6 =5 —:é’; KeenBot B8l

—\é—/ s harryjoseph
7 This server requires Two- *“®  Difference between a beacon and an antenna?
) Factor Authentication. Your DEVELOPER—21
-f’f—’ admin privileges are disabled.
L Resolve @ [KEEN] Blitzzz333
= | & Dan2D3D ©
@3 Acoollight s the Beacon (=] ‘. [KEEN] viathew
+ OBSERVATORY ) ) ‘g‘ [ME] CptTwinkie
» “ds-admin-lounge Ey harryjoser
\l/ . Imao Q [ME] Erebos
~ » “moderators Does the beacon need to be exposed? ﬁ [ME] §
= remen

Playing Medieval Engineers

Dan2D3D = [ME] 12317

Playing Medieval Engineers

» " time-out

=3
oy

A TOP OF THE SERVER No, can add everywhere

~

and it got a long range [ME] Indiana Codes

seriously > Beacon can be use to name areas, stations , ships, asteroids, etch ... not much can be done tho | use as a light inside ships '

i rules

p L)

“

2D,

] announcements [ME] LeonserGT

) ' news-se
» ' news-me f\ HiE. Cord

‘& has anyone successfully used rotors to angle drills while drilling, without the rotor heads snapping off?
or know of a way to stop them snapping off/strengthening them?

[ME] Momopirou
[ME] NacoChata

[SE] Aragath

3¥ SPACE ENGINEERS
» i general % NikolasMarch [SE] Defonten
] multiplayer that is a good idea, but in planet gravity, they will be dragged down Q
- -
_ i the rotor heads snap off? ) [SEJFiLCoN
» trading S
s @a [SE] flexx
» ' help-for-official-servers t\ RiP_CoRd s)? ,[ SE ]f:;!av:es Engineers
- compusiv server-adine ~';. yea as soon as there is lateral pressure on the head they seem to damage then break.
: ty ive set them to lock, and/ore high torque and brake settings, but they still seem to break off ‘_“; [SE] Inflex
» ' community-creations g‘ [SE] Mirzipan
rz
® - Irzip.
© | Message #help 2 0 ﬂ [SE] Neraniel

o
€ [SE]tchendos



b Visual Studio Code  C#

Program.cs X

O
p amespace DotnetBot {

lass Program {

‘} void Main(string([] args) {

messade =



EXPLORE © PlayerController.cs /Assats/Scripts m x
SetCountText ();
winText.text « “;

R
1
p 4 ROLL-A-BALL }
+ sottings
I hi © references
Q} g vold FixedUpdate O
4 Assets {
» _Scenes floot moveHorizontal = Input.GetAxis ("Horizontal®);
@ > Materiah floot moveVertical « Input.GetAxis (“Vertical);
» Prefab Vector3 movement = new Vector3 (moveHorizontal, ©.8f , moveVertical);
4 Scripts rb.AddForce(movement * speed);|
CameraController.cs ¥
CameraController.cs.meta 8- references
PlayerControlier.cs void OnTriggerénter(Collider other)
{
R if (other.gameObject.CompareTag ("PickiUp™))
Rotator.cs {
Rotator.cs.meta other.gameObject . SetActive (false);
S . count = count + 1;
& : SetCountText ();
Materiais.meta }
Prafab.meta }
2 references
» Library void SetCountText () {
> obj countText.text = “Count: “ + count.ToString();
g if (oount >= 12) {
» ProjectSettings
winText.text = “You Win!";
> Temp }
Assembly-CSharp.csproj }
Assembly-CSharp-vs.csproj }
Roll-a-ball.sin
Roll-a-ball.userprefs
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3DS MAX
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http://www.youtube.com/watch?v=nZTMbDWNJdo

SPACE

ENGINEERS

e 4M players, 480k+ mods on Steam

e Sandbox game
o Construction & Survival
o Infinite playground
o Singleplayer & Multiplayer

e Gameplay
o Based on real science and real facts
o Realistic volumetric-based physics
o All objects can be assembled,
disassembled, damaged and destroyed
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VRAGE 2.0

Early access - Oct 2013
Full Release, Feb 2019
XBOX release, Apr 2020

10 DLCs







SPRACE

ENGINEERS

ALPHA |11/2013 *

Z 4 1 LN















.




