
Indie Game Dev Start Up
Hosted by:

NinRac, Sage Coffey, <| -|) (the tester formerly known as Grif)



@NinRac

ÅStarted building NR, utd. In 2003

ÅProject Director

ÅWebsite Designer

ÅPR Management

ÅGame consultant

ÅHR Managemnt

ÅProject history:
Å The Adventures of F.L.I.M.

Å Crystalline Cauldron

Å Tinker Time

Å Mantis Shuffle

Å Summon the Chaos

Å ElemensionalRift (in production)

NinRac↓ό ɽύ↓
www.nrutd.com

http://www.nrutd.com/


Sage (^ ^)===ḱ
Games

Lead Artist ςMantis Shuffle (2010)

Various Preproduction work- The Grind (2014)

Animation

Character Designer and Layout Artist ςSamba Senorita(2013)

Layout Artist ςNothing is Stopping You BIG SEAN Music Video 
(2013)

Layout Artist ςBe Like One (2012)

Layout Artist and Storyboarder- Cluey(2013)

Comics

Dirty Diamonds (2014)

PunkyDoodle Dandy (2013)

Screwloose(2014)

Italian Crisis (2014)

@SageCoffey



Tester formerly known as Grif

ÅModerately talented voice actor. (He sings, too!)

ÅAdept at breaking games and their engines. (Ask NR)

ÅFrequent Alpha/Beta tester for games before release.

ÅWitnessed programmer art and lived to tell the tale.

ÅLiterally THE BEST freakinΩ ¸ǳ-Gi-Oh! Judge in Georgia.

ÅLŦ ȅƻǳ ƘŀǾŜƴΩǘ ƎǳŜǎǎŜŘ ōȅ ƴƻǿΣ ƘŜΩǎ ǇǊŜǘǘȅ ƳǳŎƘ ǘƘŜ ŎƻƳƛŎ 
ǊŜƭƛŜŦ ƘŜǊŜΣ ǘƻƻΦ  άL ƘƻǇŜ L ŘƻƴΩǘ {ƭƛǇ ǳǇΗέ

ÅTester & Voice Actor:
ÅMantis Shuffle
ÅElemensionalRift



Eniko @Enichan
The Surprise Guest!

www.kitsunegames.com

Å100% autodidact
ÅStarted learning to program in 1998
ÅQBasic > VB6 > C/C++ > Python > C#
Å(Pixel) art, web, audio, video
ÅEvil Overladyof KitsuneGames
ÅProject History:
ÅMidboss
ÅProject Drake
ÅPixel Crash
ÅNo Way Out
ÅColor Graphics Adventure

http://www.kitsunegames.com/


- Writer (Her Interactive)
- Team Lead (Golden Glitch Studios)
- Lead Technical Designer (Signal Studios)



Industry Behavior                                                   _
ÅThe Fast, Friendly, Talented Rule

ÅάwŜǇǳǘŀǘƛƻƴǎ ǘŀƪŜ ŀ ƭƻƴƎ ǘƛƳŜ ǘƻ ōǳƛƭŘΣ ŀƴŘ Ŏŀƴ ōŜ ƻōƭƛǘŜǊŀǘŜŘ ǾŜǊȅ 
quickly by poor handling of ǎƛǘǳŀǘƛƻƴǎέ - @LightestKale

ÅNetworking is key. Everyone knows everyoneand you are going to 
have a hard time getting known without networking.

ÅtǊƻŦŜǎǎƛƻƴŀƭƛǎƳ ƛǎ ƘǳƎŜΦ /ŀǎǳŀƭ ƛǎ ŦƛƴŜΣ ŘƻƴΩǘ ōŜ ŀ ōǳƳ ƻǊ ŀ ƘŜǊƳƛǘΦ

ÅAttitude is everything. 

Å̧ ƻǳ ŎŀƴΩǘ ǇƭŜŀǎŜ ŜǾŜǊȅƻƴŜΦ Yƴƻǿ ȅƻǳǊ ǿƻǊƪ ƭƻŀŘΣ ȅƻǳǊ ǿƻǊƪ ŜǘƘƛŎΣ ŜǘŎΦ 

ÅFollow through!  Do NOT be the bigger-bark-than-bite type.

Å̧ ƻǳΩǊŜ ƴƻǘ ƎƻƛƴƎ ǘƻ ƎŜǘ ŜǾŜǊȅ Ƨƻō ōǳǘ ŀǘ ƭŜŀǎǘ ǘƘŜȅΩƭƭ ƪƴƻǿ ȅƻǳǊ ƴŀƳŜΦ

ÅtŜƻǇƭŜ ǎŜŜ ǿƘŀǘ ȅƻǳ Ǉƻǎǘ ƻƴ ǎƻŎƛŀƭ ƳŜŘƛŀΣ ŜǾŜƴ ǎǘǊŀƴƎŜǊǎΦ 5ƻƴΩǘ ǘŀƭƪ 
ōŀŘ ōŜƘƛƴŘ ǎƻƳŜƻƴŜΩǎ ōŀŎƪ ŀǎ ƛǘ ǿƛƭƭ ƎŜǘ ŀǊƻǳƴŘΦ



Industry Realities
ÅIdeas are worthless.  What you do with the idea and how you deliver 

is the GOLD.

ÅάDƻƻŘ ideas are a dime a dozen.  Just cause its a good idea ŘƻŜǎƴΩǘ 
mean your execution of it will be ƎƻƻŘέ-Eniko(KitsuneGames)

ÅEach game is honestly a gamble.

ÅSEVERELY underpaid industry

ÅHEAVILY overworked

ÅExpected crunch time

Å̧ ƻǳΩǊŜ ƻƴƭȅ ŀǎ ƎƻƻŘ ŀǎ ȅƻǳǊ ǇǊŜǾƛƻǳǎ ƎŀƳŜΦ

ÅSelf-imposed deadlines should be taken very seriously.



Starting up a company

ÅFile and complete articles of formation
Å(Must do for each state before doing business within)

ÅLLC / Sole Proprietorship / C Corporation / S 
Corporation / General Partnership

ÅAcquire EIN

ÅBusiness license filed with state

ÅBusiness bank account



Picking the Right Project
Å5hbΩ¢ a!Y9 ! MMO/MOBA FOR YOUR FIRST GAME!!!!!!!!!

Å (Sorry, Shivers)

ÅBe aware of your budget, experiences, limitations, resources, & availability. [SCOPE]

ÅThis is a creative field.  Remember that when it comes to scheduling.
Å{¢L[[ ƪŜŜǇ ȅƻǳǊ ǘƛƳŜ ǎƘŜŜǘ ƭƻƎǎ ό¸ŜǎΣ ǎŜǊƛƻǳǎƭȅΦ  ¸ƻǳΩŘ ōŜ ǎǳǊǇǊƛǎŜŘ).

ÅάҌ ƘŀƭŦέ ƻǊ άоȄέ ǊǳƭŜ

ÅWorking with friends should be done with caution

ÅHave plans for handling team members leaving the project.  Better safe than sorry

Åά{ǘŜŀƭƛƴƎ ȅƻǳǊ ƛŘŜŀέ ±9w¸ ǊŀǊŜƭȅ ƘŀǇǇŜƴǎΦ {ƘŀǊƛƴƎ ƛŘŜŀǎ ǿƛǘƘ ŦǊƛŜƴŘǎ ƛǎ ŀ ƎƻƻŘ ǿŀȅ ǘƻ ƎŜǘ ƛƴƛǘƛŀƭ 
(FREE!) feedback.  It is much more about execution of the idea.

ÅGame Jams serve many beneficial purposes but do not get caught up in exclusively doing game 
jams.  Release some full, finished games.

Åό²ƘŜƴ ȅƻǳ Ŏŀƴύ .ǳƛƭŘ ǳǇ ǘƻǿŀǊŘǎ ȅƻǳǊ ŘǊŜŀƳ ƎŀƳŜΤ ŘƻƴΩǘ ŘƛǾŜ ǎǘǊŀƛƎƘǘ ƛƴǘƻ ƛǘΦ

ÅIŀǾŜ w9!{hb!.[9 Ǝƻŀƭǎ όLŘŜŀƭ Ǝƻŀƭǎ ŀǊŜ ƻƪŀȅ ǘƻ ǇǳǎƘ ȅƻǳǊǎŜƭŦΧbh¢ ¸h¦w ¢9!aύ



The Pitch
ÅBe strong and confident

Å30 seconds, no more.

Å5h bh¢ ¦{9 .¦½½ ²hw5{Η  LŦ ȅƻǳ ŎŀƴΩǘ ŜȄǇƭŀƛƴ ǘƘŜ ƳŜŎƘŀƴƛŎκǇǊƻŎŜǎǎΣ ȅƻǳ ŘƻƴΩǘ 
know it well enough to make it and are viewed as inexperienced (at best).
(buzz word examples: Metroidvania, roguelike, minecraft, _____-like, etc.)

ÅKNOW the game.

Å5ƻƴΩǘ ƭŀǘŎƘ ƻƴǘƻ ǎƻƳŜǘƘƛƴƎ ōŜŎŀǳǎŜ ƛǘ ƛǎ ǘǊŜƴŘȅΦ  9ƴǎǳǊŜ ƛǘ ŦƛǘǎΗ

ÅFocus on the core details, not every last bit.

ÅEmphasize what is unique in a way that they will understand without confusion.

ÅPractice!  Practice!  Practice!

ÅEvolve it as the game grows.  It does and will change.



Primary Financial Sources

ÅPersonal/Family Savings
ÅBusiness Loans
ÅInvestors / Equity Funding
ÅPublisher
Åά5ŀȅ Wƻōέ
ÅCredit Cards
ÅFundraising
ÅGrants
ÅProfit Sharing

Newer Financial Alternatives

ÅCrowdsourcing

ÅIncubators 

ÅCapital Funding

ÅGovernment Programs / Grants

ÅSeed/Early Stage Venture Capitalists

ÅPublic Funding

ÅAlpha-Funding

ÅContests

ÅPaid-by-Art model



The Art Side
ÅWǳǎǘ ōŜŎŀǳǎŜ ȅƻǳ Ŏŀƴ ψψψψψ ŘƻŜǎƴΩǘ ƳŜŀƴ ȅƻǳ ǎƘƻǳƭŘΦ 

ÅBe flexible.

ÅBE A TEAM PLAYER!

ÅWalk before you run. Know the fundamentals of 2D and Design before 
progressing into 3D. (Anatomy, Color theory, etc.)

ÅEvangelionуΥуу άL ŎŀƴΩǘ ψψψ ōŜŎŀǳǎŜ ƛǘΩǎ όƴƻǘύ Ƴȅ ǎǘȅƭŜέ
Get in the robot, Shinji!

Å²ƻǊƪ ƻǳǘǎƛŘŜ ǘƘŜ ǎǘǳŘƛƻΦ 5ƻƴΩǘ ǘƘǊƻǿ ŀǿŀȅ ȅƻǳǊ ǇŜǊǎƻƴŀƭ ǇǊƻƧŜŎǘǎΗ

ÅDEADLINES ARE VERY IMPORTANT!!

ÅBe consistent with all that is on screen (UI, font, scene, etc.)

Å5ƻƴΩǘ ŦƻǊƎŜǘ ǘƻ ƪŜŜǇ ǘǊŀŎƪ ƻŦ ȅƻǳǊ ǎǘŀǘǎ όǘƛƳŜΣ tris, polycount, etc.)



Programmer Side
ÅCOMMENT YOUR CODE!  No, seriously!  COMMENT! (and useful commenting)

ÅAdhere to consistent naming conventions throughout the project.

Å5ƻƴΩǘ ŦƻǊƎŜǘ ȅƻǳǊ Ŧƭƻǿ ŎƘŀǊǘǎ ό¸ƻǳΩǊŜ ŦǊŜŜ ǘƻ ǎǘƛƭƭ ƘŀǘŜ ǘƘŜƳΣ ǘƘƻǳƎƘ Ϥψϣύ

ÅCode for testing efficiency

ÅFlexible code is very important (but avoid needlessly flexible)

Å.ƭŀŎƪ aŀƎƛŎ ŎƻŘŜ όLŦ ƛǘ ƛǎ ǿƻǊƪƛƴƎ ŀƴŘ ŘƻƴΩǘ ƪƴƻǿ ǿƘȅΣ ŘƻƴΩǘ ōǊŜŀƪ ƛǘ ǘƻ ǳƴŘŜǊǎǘŀƴŘύ

ÅChoose your engine carefully  (If making your own, REALLY make sure this is the right choice)

Å5ƻƴΩǘ ōŜ ŀŦǊŀƛŘ ǘƻ ŀǎƪ όƻǊ ŀǎƪ ŦƻǊ ƘŜƭǇύ

ÅLearn how to read the help files (They can get extremely technical for those starting)

ÅCore before glisten

Å5ŜǎƛƎƴ ǘƻ ŀŘŘ ƻǘƘŜǊǎΩ ǿƻǊƪ ƛƴ ŀǎ ǎƻƻƴ ŀǎ ƛǘ ƛǎ ǊŜŀŘȅΦ  Lǘ Ǉŀȅǎ ƻŦŦ ŦƻǊ ǘŜŀƳ ƳƻǊŀƭŜ ŀƴŘ ŦƻŎǳǎ ƛƴ ǘƘŜ ƭƻƴƎ ǊǳƴΦ

ÅAfter fixing a bug, comment the area of code with details.
Å 9 times out of 10 you will come back to that section, usually during that last crunch (also where you are at biggest strain).



Audio Side
ÅTake some time to learn your tools of choice (all of them require time to fully learn but 

each has their own niche).
ÅbƻƴŜ ƻŦ ǘƘŜ άŀŦŦƻǊŘŀōƭŜ ƻǇǘƛƻƴǎέ ǿƛƭƭ ƘŀǾŜ ŀƭƭ ǘƘŀǘ ȅƻǳ ƴŜŜŘ όƻǊ ŜǾŜƴ ǿŀƴǘύΦ

ÅUnderstand the strengths and limitations of all platforms available.

ÅGet involved with other composers/audio community.

Å¦ƴƭƛƪŜ ƻǘƘŜǊ ŎƻƳǇƻǎŜǊǎκ{C· ŜƴƎƛƴŜŜǊǎΣ ŀƎŜƴǘǎ ŀǊŜƴΩǘ ŀǎ ǿŜƭƭ ŜǎǘŀōƭƛǎƘŜŘΦ

ÅAlways be prepared to work out track/SFX ownership/publication.

ÅVariety and organization are vital.

ÅComposers really should invest in putting together scores.

Å¦ƴŘŜǊǎǘŀƴŘ Ƴƻǎǘ ƻǘƘŜǊ ŘŜǾŜƭƻǇŜǊǎ ŘƻƴΩǘ ǳƴŘŜǊǎǘŀƴŘ ŀǳŘƛƻ ƻǊ ŎƻƳǇƻǎƛǘƛƻƴΦ

ÅTag your reference library and music collection.

ÅHave fun and play around (especially for SFX).

Å5ƻƴΩǘ ŘŜƭŜǘŜ ǊŜƧŜŎǘŜŘ ǎƻƴƎǎΦ
ÅKeep a personal archive of why it was archived (ESPECIALLY when working for someone else)



Designer Side
ÅWrite the game design document and then KEEP IT UP TO DATE!

ÅIŀǾŜ ŀ ǘŀǊƎŜǘ ŀǳŘƛŜƴŎŜΣ ƪƴƻǿ ǘƘŜƳΣ ōǳǘ ŘƻƴΩǘ ƭƻŎƪ ƛƴǘƻ ǘƘŜƳ ǎǇŜŎƛŦƛŎŀƭƭȅΦ

ÅKnow all other fields and how to adapt the entire team quickly.
ÅYou will also be THE first one(s) helping out a department that is behind schedule.

ÅListen to your team members and exchange ideas.  You are NOT the only one with 
ideas for the game and encourage them to give idea.  The difference shows.

ÅLearn to let go and learn to fail faster.

ÅOrder tasks so that nobody has to wait on others to do their job.

ÅEmbrace critique with big, open arms.

ÅRead between the lines.

Å¦ƴƭŜǎǎ ȅƻǳ ŀǊŜ !!!Σ ŘƻƴΩǘ ŎƻƳǇŜǘŜ ŀƎŀƛƴǎǘ !!! ƻǊ ŜǾŜƴ άƛƴŘƛŜ !!!έΦ

Åtŀȅ ŎƭƻǎŜ ŀǘǘŜƴǘƛƻƴ ǘƻ ƳŀǊƪŜǘ ǘǊŜƴŘǎ ōǳǘ ŘƻƴΩǘ ŎƘŀǎŜ ǘƘŜƳΦ

Å5ƻƴΩǘ ƘŀǾŜ ŜǾŜǊȅǘƘƛƴƎ ōǳǘ ǘƘŜ ƪƛǘŎƘŜƴ ǎƛƴƪΦ  {ƛƳƛƭŀǊ ǘƻ ƳŀƪŜ-up, less is more.

ÅBoard games should not be forgotten to be studied.



Development Growth Process 1

ÅVisual display
ÅAudio
ÅGameplay cycle
ÅInteraction with the 

player
ÅWin/Lose condition



Development Growth Process 2

ÅA.I. interaction

ÅA.I. personality

ÅPower-Ups

ÅDifficulty growth curve

ÅEnvironment / 
Decoration

ÅAnimation cycle

ÅPlayer states?

ÅActual UI



Development Growth Process 3

ÅTilesets

ÅFile reading in/out

ÅGameplay occurrence 
outside of the screen

ÅGameplay game states

ÅGameplay continuing 
between screens and states

ÅInput button combinations



Learning, Growing, and Finding Your Path
ÅPay attention to what areas are your biggest comforts in your 

field.

Å5ƻƴΩǘ ŦƻǊƎŜǘ ǘƻ ōŜ ŀǿŀǊŜ ƻŦ ȅƻǳǊ ǿŜŀƪƴŜǎǎŜǎΦ

ÅάCƛǊǎǘ о ȅŜŀǊǎ ǊǳƭŜέ ƛǎ ǘƘŜ ōŜǎǘ ǘƛƳŜ ǘƻ ŜȄǇŜǊƛƳŜƴǘ όƴƻǘ Ƨǳǎǘ ƛƴ 
your field but in your outreach and advertisement as well).

ÅDo NOT exclusively have contacts JUST in your field.  Make 
friends outside of your field.  Embrace the full spectrum with 
open arms.

ÅFind a path to follow/emulate and why it worked for those that 
it did.  (Programmers, this is very difficult to find)



Development Tools
Industry Standard Indie Standard

Retail, eShop, PSN, XBoxLive Markets Personal website, Steam, Itch.io,Humble 
Bundle, and so many more

Unity, Unreal, XNA, CryEngine Engine Gamemaker, Construct2, MMF, Torque, Genre-
specific engines (example: RPGMaker)

Adobe Suite 2D Art GIMP, Paint Tool SAI, Paint CLIP lab,Hexal, 
MSPaint(seriously)

Maya, 3DSMax, ZBrush, Zara 
Designer, Corel Painter

3D Art Sculptress, GMAX, Maya(Free Version), 
Blender, GraphicsGale

StoryboardPRO, Visio VisualMapping MindMup

Visual Studio .NET Programming Monostudio, Borland

FMOD, Wwise, Fruity Loops, REASON Music Composition ACiD, Reaper, Musagi, BoscaCeoil, MuseScore, 
KORGseries

Ren0ise SFXEngineering BFXR, Audacity, LabChirp, MilkyTracker



Story and Gameplay
Art Side

ÅCONSISTENCY!!!
ÅPreproduction is 

important. 
ÅVisual development 

should compliment 
story & gameplay
ÅK.I.S.S.
Å5ƻƴΩǘ ŦƛƎƘǘ ǘƘŜ ƎŀƳŜΣ 

let it develop 
organically.

Programmer Side Designer Side

ÅCONSISTENCY!!!
Å5ƻƴΩǘ ƎŜǘ ǎǘǳŎƪ ƛƴ 

eternal demo
ÅDesign mechanics for 

consistent, automated, 
& adaptable behavior
ÅK.I.S.S.
ÅDesign for flexibility but 

know where the 
flexibility is needed



Support Community and Feedback

ÅHave a strong personal support network (non-developers too)

Å.ǳǊƴƻǳǘΣ ŘŜǇǊŜǎǎƛƻƴΣ ŀƴŘ ŀƴȄƛŜǘȅΗ  hI a¸Η ѡ Ѣ

ÅLearn the art of filtering (too much or too little has negative impacts)

ÅTry to not let it become personal (easier said than done, we know)

ÅRead between the lines of feedback.

Å5ƻƴΩǘ ƎŜǘ ŎŀǳƎƘǘ ǳǇ ƛƴ ŜƎƻ Ŏƭƻǳǘ

ÅLearn how to release.  Bottling it up can lead to meltdowns or worse.

ÅSupport those who support you.  It all comes full circle.



I finally made a game!  What!?  Only half of 
the work is done!?!?!?!?  SERIOUSLY?!?!

ÅbŜǘǿƻǊƪƛƴƎ όƻƘ ƭƻƻƪΣ ǿŜΩǊŜ ŀǘ ŀ ŎƻƴǾŜƴǘƛƻƴϤψϣύ

ÅWebsite (and Press Kits)

ÅMedia Training

ÅPress

ÅMarketing

ÅPromos/Merchandising
ÅBeware of ROI (Return On Investment)

ÅLaunch platforms (Steam/Greenlight, Desura, Itch.io, etc.)

ÅLaunch analysis

ÅConversion rates

ÅBundles (The good, the bad, and the timing)

ÅVATMESSΧƻƻǇǎ L ƳŜŀƴǘ ±!¢κ±!¢ah{{

ÅDid you make a plan yet? At least make a plan for all of these!



¢ƘŜ CƛǊǎǘ [ƛƴŜ ƻŦ άtƭŀȅŜǊǎέ

ÅPress is going through hundreds of e-Ƴŀƛƭǎ t9w 5!¸Σ ǎƻ ŘƻƴΩǘ ƎƛǾŜ ǳǇΗ
ÅBe professional and respectful but ŘƻƴΩǘ ǎǘƻǇ ǘǊȅƛƴƎΦ ό{ǘƛƭƭ ōŜ ǇƻƭƛǘŜ ŀƴŘ ŘƻƴΩǘ ōǳǊƴ ōǊƛŘƎŜǎύ
Å5ƻƴΩǘ ŜȄǇŜŎǘ ǘƻ ōŜ ŎƻǾŜǊŜŘ ōȅ LDbΣ Kotaku, RPS, etc. at first.  They are the GOALto build up towards.  There are 

plenty out there and your priority should be on niche press of your genre first.
Å!ǎ ŀ ǎǘŀǊǘƛƴƎ ƛƴŘƛŜΣ ŘƻƴΩǘ ǎƘȅ ŦǊƻƳ ǎƳŀƭƭ ǇǊŜǎǎΦ  DƻƻŘ ǊŜǾƛŜǿǎ ŀƴŘ ǘŀƭƪ ǊƛǇǇƭŜǎ ƛƴǘƻ ƭŀǊƎŜǊ ǇǊŜǎǎΦ

ÅGo out and look for podcasters.  Many are happy and willing to work a slot for you, especially 
when you fit with their audience.
ÅYou can also learn a lot about what to fine tune when you listen to your podcast.

Åά[ŜǘΩǎ tƭŀȅέŜǊǎare a growing, valuable community (Streamers fit in here, too)
Å90% of the time it is YOU reaching out, not them stumbling upon you
ÅSmaller LPersare more happy to try something new and more flexible
ÅLarger LPersōŜƎƛƴ ƘŀǾƛƴƎ ŜȄǇŜŎǘŜŘ ǎŎƘŜŘǳƭŜǎ ŀƴŘ ŎȅŎƭŜǎ όōǳǘ ǘƘŀǘ ŘƻŜǎƴΩǘ ƳŜŀƴ ǘƘŜȅ ǿƻƴΩǘΦ  Lǘ ƛǎ ƘŜŀƭǘƘȅ ǘƻ ƎƛǾŜ 

their audience a curve ball, so it never hurts to ask)

Å5ƻƴΩǘ ǎƭƻǳŎƘ ƻƴ ǇǊƻƳƻǘƛƴƎ ǿƘŜƴ ǎƻƳŜƻƴŜ ŎƻǾŜǊǎ ȅƻǳǊ ƎŀƳŜΦ  .ǳƛƭŘ ŀ ōƻƴŘ ǘƘŀǘ ǎƘƻǿǎ ȅƻǳ ŎŀǊŜ 
and respect their time, work and effort.
ÅEven bad press can be learned from and addressed before launch if handled wisely.
ÅYou want to build these relationships for the long run so promote it and make them gain from covering you.



OVER 9000 SALES!  FINALLY DONE?  RIGHT?
PLZ?  OTL                                                          ( ☻)

ÅKnow what you have to work with and your growth decline before 
planning for the next one

Å5ƻƴΩǘ ǎǘƻǇ ǇǊƻƳƻǘƛƴƎ όƛǘ Ŏŀƴ ǎǘƛƭƭ ōŜ ǎƻƭŘ ȅŜŀǊǎ ŀŦǘŜǊ ƭŀǳƴŎƘύ

ÅTAKE SOME TIME OFF (after it is done)!  YOU JUST HAD A CRUNCH!

ÅHealth > Games > Sleep
ÅReal talk time though with Sage and Coon

ÅIf next will be with a team, do NOTforget the Game Design Document

Å5ƻƴΩǘ ǎǘŀǊǘ ƎŜǘǘƛƴƎ ŀƴ ŜƎƻ Ƨǳǎǘ ōŜŎŀǳǎŜ ȅƻǳǊ ƎŀƳŜ ōŜŎƻƳŜǎ ŀ ǎǳŎŎŜǎǎ

ÅAnd your ideas are still worthless but more people will listen to you now.



General Advice
ÅIts all about the game! (VGHS)

ÅLearn to let go/when to redo work (but never delete; archive instead) 

Å²ƻǊƪ ƛǎƴΩǘ Ƨǳǎǘ ǿƻǊƪΦ IŀǾŜ Ŧǳƴ ǿƛǘƘ ƛǘΗ όƛǘ ǊŜŀƭƭȅ ŘƻŜǎ ǎƘƻǿ)

ÅFail faster!

ÅWǳǎǘ ōŜŎŀǳǎŜ ȅƻǳ ŎŀƴΩǘ ƴƻǿ ŘƻŜǎƴΩǘ ƳŜŀƴ ȅƻǳ ŎŀƴΩǘ ƭŜŀǊƴ ŘǳǊƛƴƎ ŘŜǾŜƭƻǇƳŜƴǘΦ

ÅWeekly Producer e-mails

ÅIŀǾŜ w9!{hb!.[9 Ǝƻŀƭǎ όLŘŜŀƭ Ǝƻŀƭǎ ŀǊŜ ƻƪŀȅ ǘƻ ǇǳǎƘ ȅƻǳǊǎŜƭŦΧbh¢ TEAM)

ÅThoroughly fill out social media profiles.

ÅIf distractions begin to become consistent, begin cutting them off.

ÅHave a secondary work location if work flow begins to grow stale.

ÅKeep completed bugs on file and part of testing routine.  Some (many) have 
ways of returning, especially near the end.



Question Time (Come on! Grab your friends)

But not too hard ;(

PLZ? 
(ꜛ ꜛ ☼ꜛύꜛκ


