Indie Game Dev. Start Ug

Hosted by:
NinRag¢ Sage Coffey|-|) (the tester formerly known aérif)



Nimmcwéfx l)')Lu @NINREC

WWW.nNrutd.com

A Started lbuildingiNRutd. In 2003
A Project Director

A Website Designer

A PRiManagement

A Gameconsultant

A HRManagemmnt

A Project history:
A The Adventures:of E.LIMM.
A CrystallineGauldren
A Tinker Time
A Mantis Shuffle
A SummonithecGhaos
A ElemensionaRift (in production)


http://www.nrutd.com/

Sage (0N==%k @SageCoffey )

Games
Lead Artist; Mantis Shuffle (2010) T\
Various Preproduction workhe Grind (2014) \

Animation / j\

Character Designer and Layout Argstamba Senorita(2013) .

Layout Artistg Nothing is Stopping You BIG SEAN Music Video V-
(2013) [ VA
Layout Artist; Be Like One (2012) & 1
Layout Artist andstoryboarder- Cluey(2013) L

Comics

Dirty Diamondg2014) \ ‘
PunkyDoodle Dandy2013) )
Screwloos€2014) /
Italian Crisig2014)



Tester formerly known &srif

|

AModerately talented voice actor. (He sings, too!) |
AAdept at breaking games and their engines. (As \NR)

\
\\

AFrequent Alpha/Beta tester for games before rele se.
AWitnessed programmer art and lived to tell the tale. ™.
ALiterally THE BES€akinQ -Gi@h! Judge in Georgia.

ALT é2dz KISy Qi 3JdzSaaSR
NEBEt AST KSNBXZ U220 oL
ATester & Voice Actor:
AMantis Shuffle
A ElemensionaRift




Eniko @Enichan www.kitsunegames:com
The Surprise Guest! el

A 100%-autodidact
A Started learningdo program ih998
A QBasic> VB6-> CIC++>Rythen# C
A (Pixel)-art, web; atidiojideo
A EvilOverladyof KitsuneGames
A Project History:
A Midboss
A Project Drake
A PixelCrash

A No WayOut
A ColorGraphics Adventure



http://www.kitsunegames.com/

“"The Idea Person doesn’'t actually
have any meaningful skills and can’'t
produce game content in any realistic
capacity. If you're this person, stop.
Pick a technical skill and go do that
for a few hundred hours. Then come
back and try running a team.”

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

— Katie Chironis advice for those who wish to join independent development teams



Industry Behavior

AThe iFast; Friendly;: Talented/ Rule

Adrw St didaziith kdlaAo2eyide tdlbbily, Sid dan b @IyeRtedidhyY S G
quickly thy-poonhandlingf@:Aatiodzl -([@highiésikale

ANetworkingiis<key: \Everyone knows:everyame you-are:going.to
have a-hard ittme getting-knowniwithoutnetworking.

AP NBsBISI&radiAh2ey. Fafudl @Yie, dodt heka dzah Srd hefrlit & dzl f
AAttitude is @vernything.

Avo2 dz’t Odayf QdrvorkdiaSu vaSwoS @8 NE 2wWrS-dic, Yy 2 &
AFollow through! CDoINOT:he ¢he-bigdmrk-than-bite type.

Avo2 dzQ NI g b 2etieved DALY 3t leiki2he\ A Sni s@é b 2 ;

Atszuts 20SSst B Ktialime®aZedz azo.
0akl IRhinG SKeAny Roaci@a2itYaSl 2ey2S Qd aro1 | A



Industry Realities

Aldeas are worthless. What you do with the idea and how you deliver
Is the GOLD.

Ad D 2 ilelds are a dime dozen. Justause its a good idda2 S a y Qi
mean your execution of it will b8 2 2-Eh&ko(KitsuneGames)

AEach game is honestly a gamble.

ASEVERELY underpaid industry

AHEAVILY overworked

AExpected crunch time

AL 2dzZONB 2yfeé a4 3JI22R I a @&2dzNJ LIND ¢
ASelfimposed deadlines should be taken very seriously.




Starting up:acompany

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

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

AAcquire EIN
ABusiness license filed with state
ABusiness bank account



Picking thex Right-B)raject
A HANIT QAKE AMMOMIDBA FORYWOR R ERIRSANGAME!! |

A (Semy, Shivers)
A Be awatedfyyoubbdgdget experienessylimitationssresoescs)\&iavailabiliyo[STOPE]

A Thisiisaacereativeéifield RéRemensberdhahwheniireemes tasolieduling. A
A Tl U kdeq youl tonS dhket@oRsdzbb) sdtidudySYodd KeSGgtised).2 38 0, Sa4>X &aASNRA2dzaf & o

A G+thalf'Kok “BxTFréle 2 NJ G o E€& NXz S
A Woerking with friends sshatdcbbel doneswithcaution
A Haveplans fior hantliing teammmaembers leaving dhe preje e tBetierfsaietianrgorry

Ads edl fir dy2BVERY 2ird drsSshaging ieédswijth fiddhdNGafgddd whytd geUBiyiad © K
I%g%b;ﬂkgﬁlt ism&fm%?épéo outeﬂaéo': mafctﬁmkledea L ¥ o {

AGmJémSe&eévmm bemefi uEpeses buhdo natcgetsaughit epcinwxelysive ame
jams. Ralmsesomeﬁﬂl?ﬁm@”gﬂgge? gratcgegtaugit apc lusively going g

A ONPhd6 Soyf card Buitkz ufQdwyirtds yourdizhatn Bamelzlidn’titRedthaildRidto i® 2 dzZNJ RNB | Y
A HaveBBASONMBLE gollb(IHeal Eolls a BkhyftodustoybuR&SFL.NOT YBZRITHAR) | NB 2 1 | &



ABe strong and confident
A 30 seconds, no more.

A5h bhe¢ '{9 .!' ¥y 2hw5{H LT e&2dz OF yQi
know it well enough to make it and are viewed as inexperienced (at best).
(buzz word exampleddetroidvania roguelike minecraft -like, etc.)

AKNOW the game.

A52y Qi I 0OK 2yi2 &a2YSOKAYy3I 0SOFdzaS Al
AFocus on the core details, not every last bit.

AEmphasize what is unique in a way that they will understand without confusion.
APractice! Practice! Practice!

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



Primary-Financiab Sourcééewer ‘Financial Alternative

APersonallFamily Savings ACrewdsoureing

ABusiness d:0ans Alncubators

Alnvestors//fEquity: FundingCapitaliFunding

APuiblisher AGovernment’Programsd Grants
A5 HoR” W2 0 € ASeed/Early: Stage-Venture (Capitalists
ACredit Cards APublicrRunding

AFundraising AAlphaFunding

AGrants AContests

AProfit Sharing APaitby-Art model



The/ArtSide

AWdzée ihusdySu@dn dza Sdo@ 2 dzaObwfhopcdp Y P R2Say Qi
ABe flexible.
ABE/ATTEAMIRLAYER!

AWalk before your run xKnow'the fundamentals abH2D @nd -Designbefore
progressing into33D. (Anatemy,«Colondheory;cetc.)

ABvangeliong: 3 ¥ yan'td L be@bisyiQ thot)\prp 4p, e S O dza !
Av2riINJtsic2 dzis@idkoRSn t thK'S awdydzR A2 @ 52y QU0 O KN
ADEADUINESFARERVERYUMRORTANT!!

ABe consistentwithaalt thatis oncsereen (Uhfont:scene;. etc.)
AR/ YiQdrt otk NGBS Of yolr2tats](t51S, teb, poNdount] etcd ¥ & 2 dzN



Programmer Side

A COMMENT YOUR CODM®, seriouslyl COMMENT! (and useful commenting)

A Adhere to consistent naming conventions throughout the project.

A52y Qi FT2NBSG @&2dzNJ Ft 26 OKIFINILa o6, 2dzQNBE FNBS G2 adi
A Code for testing efficiency

A Flexible code is very important (but avoid needlessly flexible)

A.t 01 alF3aIAO0 O2RS oLFT AlG Aada 2Nl AYy3I YR R2y Qi 1Yy21
A Choose your engine carefully (If making your own, REALLY make sure this is the right choice)

A52y Qi 6S FTTNIAR G2 a1l 62N Fal F2N KSf LW

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

A Core before glisten

A5SaA3dy (2 FTRR 20KSNAERQ 62NJ Ay a az2z2y Fa Al Aa NI

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



AudioSide

A Take-someitime to:learnyourdools ofchoice (allrof them.require timeto fully learn but
eachthasitheinown mche);

A b 2§65 he 2aFordibK Sotiobsk FIF 2NRihadbuSece2(dbdivi2ya ¢ At t KIF @S |
A Understand: the: strepgths-and-limitations of platforms available.
A Get involvedwithhother composetsiaudio community.
AVUniE &HerSom2odeK/SINInD 26X, 02 r8s SINGE & {1cCestabSYAA Y SSNER Z | 3
A Alwaysthe prepared-to wark outtrack/SEX-ewnership/publication.
A Variety anc-organizationraretvital.
A Composers+eally-shouldinvestintputting togetherrscores.
AURSNE dktoyidR de2pdrildon? ihKSINH RSOGSE2ISNE R2y Q0 d
A Tagyour referenceHibrary-and.music collection.
A Haverfun-and playraround {(especially for SFX).

Pal ot 7 ~ e

A52'yViQdic rRSE StS NB2SOGSR azy3iao
A Keep:-apersonal-archive of whyuitwasarehived (ESPECIALLY when working for someone else)



.. Designer Side

'I:II Write the game design document and then KEEP IT UP TO DATE!
| 1 gS & UFNBSUG | dZRASYOST Jy2g UKSYZ 0 dzl
i

Know all other fields and how to adapt the entire team quickly.
A Yau will also be THE flrstione(s) helping out a department that is behind schedule.

A Listen 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. |

i'. AlLearn to Iel go and learn to fail faster. .
A Order tasks so that nobody has to wait on others to do their job.
A Embrace critique with big, open arms.
betweenrsthe lines.

Saa 'e2d FNB 1115 R2Y QI ozv ;é:n-':)\'
At &8 Of 248 YaGaSyuazy G2 Y NY B TR-E= 5
Aszymi KIS SOSNBOKAY3I 0 dzi- |sfho"reu Ké

Board games should not be forgotten to be studied
.ﬁ'lil .ﬁ' .ﬁ'E .ﬁ"ﬁ. .ﬁ' |EHF‘THT[II1I]UE|



Development Growth Process 1

AVisual display

AAudio

AGameplay cycle

Alnteraction with the
player

AWin/Lose condition




Development Growth ProceZ&s

AA.I. interaction

AA.l. personality
APowerUps

ADifficulty growth curve

AEnvironment /
Decoration

AAnimation cycle
APlayer states?
AActual Ul




Development Growth ProceS8s

Se—— ATilesets
Q000300

AFile reading in/out

AGamepIay occurrence
outside of the screen

AGameplay game states

AGameplay continuing
between screens and states

- Alnput button combinations




Learning;-Growing, and Finding Your, Patf
APay attention towhat-areas areouripiggest eomforts inyour
field.
AB 2 YiQdit tch2 NB SoflyoutivZeak®Ses. 61 NB 2 F @&
AGFC AN rul@ is 8SbsNBne tNdizE-1Sént (AodjustirK S 0
your field but in yourautreach:and advertisementas=well).

ADo NOTeexclusively-have contactssJUSTin your fieldkeMake
friends outsidte of yourfield. - bmbrace the fulb spectrumwith
open afims.

AFind apath:toffollow/emulatezandwhytitworke ddforithoseithat
it did. (Programmerstithissisevenyidifficutt,torfind)




Developmentlools

Retail,eShop PSNXBoxLive Personal website, Steam, Itch.iBjumble
Bundle, and so many more

Unity, Unreal, XNACryEngine GamemakerConstruc2, MMF, Torque, Genre
specific engines (exampl&PGMaker

Adobe Suite GIMP, Paint Tool SAI, Paint CLIP ldbxal
MSPaint(seriously)

Maya, 3DSMax, Brush, Zara Sculptress, GMAX, May&ree Version),

Designer, Corel Painter Blender,GraphicsGale

StoryboardPRO, Visio MindMup

Visual Studio .NET Monostudio, Borland

FMOD Wwise, Fruity Loops, REASON ACiD ReaperMusagi BoscaCeoil MuseScore
KORGseries

RenOise BFXR, Audacity,abChirpMilkyTracker



Story -and-Gameplay

Art Side Programmer Side Designer Side
ACONSISTENCY!!! ~ ACONSISTENCY!! " Consistancy
APreproduction is A52y QU 3ISU & t8zdraA
important. eternal demo the worf fIOﬁ/F ONT!I Keep
AVisual development ADesign mechanics for * knoy, 4. Ahead of day,

should compliment consistent, automated, CO“”ter-f,Of balance

story & gameplay & adaptable behavior Counter plzlance, &
“Play
AKIS.S. GRS, R 5
A5 2 y QU ¥ A 3 KADedigK fBr fl&ibiltyD& popy Your work
let it develop know where the thinee - afraid to ¢,
organically. flexibility is needed Vourggo?,g Change nc}' ”neo
Petitio w



Support Community and Feedback

AHave a strong personal support network (rdevelopers too)

A dzNY 2dzi2 RSLINBAAA2YSE YR | yYEASI
ALearn the art of filtering (too much or too little has negative impacts)
ATry to not let it become personal (easier said than done, we know)
ARead between the lines of feedback.

A2y Qu 3ISG Ol dzZAKG dzLJ Ay S32 Of 2dz
ALearn how to release. Bottling it up can lead to meltdowns or worse.
ASupport those who support you. It all comes full circle.



| finally made a game! What!? Only half of

AbSUg¢g2NlAYy3T 02K 2212 6SQNB |G | O2y@SYiAZ2Zydyuw
A Website (and Press Kits)

A Media Training

A Press

A Marketing

A Promos/Merchandising
A Beware of ROI (Return On Investment

A Launch platforms (Steam/Greenligiiesura ltch.io, etc.)

A Launch analysis

A Conversion rates

A Bundles (The good, the bad, and the timing)
AMATMESS2 2 1LJA L YSIyd ! ¢k+! ¢ah{{
A Did you make a plan yet? At least make a plan for all of these!



’\

¢CKS CANRBRU [ AYS

A Press is going through hundredse¥d Af & t 9w 5! X 42 R2y Qi 3JA
A Be professional and respectful bigt2 V. Q (i = & IO LI AENE MoySTIRI2f A0S YR R2y Qi

As2y Qi SELISOG 2Kotak§RP(S,2ef5.§1ﬂ\ﬁEtl-’2Théyéire (B®AItG build up towards. There are
plenty out there and your priority should be on niche press of your genre first.

Ala I A0FNIAY3I AYRASTI R2y QiU akKeée FTNRY ayvYlff LINBaao
A Go out and look for podcasters. Many are happy and willing to work a slot for you, especially
when you fit with their audience.
A You can also learn a lot about what to fine tune when you listen to your podcast.

Aa [ Sif Qaeages NBwing, valuable community (Streamers fit in here, too)
A 90% of the time it is YOU reaching out, not them stumbling upon you
A SmallerLPersare more happy to try something new and more flexible
ALargenPers SAAY KI @gAy3d SELISOISR aOKSRdz S&a FyR Oeé
thelr audience a curve ball, so it never hurts to ask)
A52y Qi af 2 dzOK 23/ LIN2PY20AY3 gKSY a2YS2yS 02
and respect their time, work and effort.
A Even bad press can be learned from and addressed before launch if handled wisely.

A You want to build these relationships for the long run so promote it and make them gain from covering you.

f Sa

O«



OVERO000SALES! IFINALLY DONE?TRIGHT?
PLZ?00TL (@)

AKnow what yeourhave tonwerkwyith: and your-growthedegline:before
planning fior the mextcone

ASR2/'YV:Qiilprodndti2elld cd=INE PE 2 AeyrTftedlduich) OF Yy & 0 A f €
ATAKE: SOME MIME OEE«after itiscdone)l) XQUHIUST HADIAICRUNCH!

AHealth >Games >ISleep
A Real talkttimetthoughwithsSageranthGoon

Alf next will be with aiteam ddNOTforget the GamerResign Roeument
A5y Qi get@ni #n N jusBEScliuleNyiiFamle VecolSed 2suc@dzad | 06 S
AAnd youritteasare stilhworthless: but mere=people willlisten toyounow.



General Advice

Alts all about the game! (VGHS)

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

A2 2NJ AayQuiu 2dzad 62Nl P | NGS Fdzy GA0
AFail faster!

AWdza 0T 0SOIlI dzaS @2dz OFyQi y2¢g R2SayQi
AWeekly Producer-enails

Al S w9! {hb! . [9 321 fa OLRSIf{TER®I f a
AThoroughly fill out social media profiles

Alf distractions begin to become consistent, begin cutting them off

AHavea secondary work location if work flow begins to grow stale.

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




But not too hard ;(

PLZ?
f(T T otk



