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Philip Tibitoski € @PTibz - Jan 2

Replying to @jasonschreier

Even at our small studio we seem to be on a one game per console life cycle
schedule. It takes a long time to concept, prototype, develop, test, release,
bug fix, port, bug fix, etc.

Especially if you're trying to do something you haven’t done before.
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Jason Schreier € @jasonschreier - Jan 2
Replying to @PTibz
For some indie studios I'd say PS7!
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Jason Schreier 2
@jasonschreier

Fun fact: Video game production cycles have gotten so
long that if a big-budget game studio started working
on a brand new project today, it would likely be for the
PlayStation 6
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