Locomalito’s Extended Bio 
[image: ]Locomalito shares background with many other kids from the 80s: he grew up playing arcade machines and dreaming about creating his own games. He had ideas and wanted to work on them with a passion. Years later, this vocation drove him to work on those ideas and shape them in his own spare time. His goal: creating video games with an old school flavor – adventures that you could play on a straight run, created with pixel-art and chiptune music and sound. 
His main development tool has been GameMaker since it's early versions. He also uses a little icon editor called Iconomaker for graphics and animation. 
But he doesn't work all alone. His brothers in arms are Gryzor87, a close friend and a talented composer who I really admire, and Marek Barej, who is actively involved in his projects providing awesome promo illustrations.
For more information on Locomalito, visit their official website, and follow @Locomalito on Twitter.
His  philosophy
Classic style. There are as many ways to style a video game as artistic expressions, but only one of them is born from video games themselves. Pixel art and chip sounds are no longer a technical limitation, but an artistic choice as valid as oil painting or acoustic guitar.
Secrets. Hidden stages, objects and Easter eggs are always interesting for the experienced player. His games always contain some of these to reward the curious.
Beatable in a session. As a grown up he can only expect to have 15-45 minutes for playing a game, so he thinks that it's important to keep a game's length under 1 hour while providing non-stop action and all the content of a longer game.
One difficulty. Difficulty is part of a game's personality, like actors in a movie. There are no difficulty options in his games, just the one I carefully crafted for each level and situation. From a player's perspective, beating my games is just a question of mastering.
Score system. Points are important when you play for self-improvement. He keeps trying to make better scoring systems in every new game, with things like bonuses for perfect run, crazy actions, multipliers and more.
Extras. A video game is not just a piece of software, it's also the ritual of unboxing, learning about the game by reading the manual or looking at the details of the arcade arts. You'll find extra material with every game.
Tributes. He isn’t shy about naming his influences, so everytime a project allows it, he creates a little ingame homage to the work that inspired me.
Locomalito’s Track Record
Abylight's team has been developing video games continually since 2004, creating a portfolio of more than 30 published titles and which more than 15 have been published by the studio itself.
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