
  



  

Introduction

Founded in September of 2008, without 
launch credit, and no funding

Company is comprised of college 
students, local musicians, and artists 
found on craigslist

Created on xna framework to ensure a 
launched title with xbox live's indie 
games channel



  

Production post mortem:
What we did wrong

Needing more knowledge of the total 
scope of production in the game 
industry

Video games have similarities to other 
forms of media, but it ends up being the 
culmination of all forms....meaning more 
work!



  

Production Post Mortem:
What we did wrong

Localization

Make a list of each word that is typed or 
spoken as you use them in your 
design/game

Find people early to help out, as 
localization will open up more markets 
for your game



  

Production post mortem:
what we did wrong

File structure standard

Come up with a naming convention for 
how you want the files to be turned in

What dimensions art assets need to be

What format music files should be saved as

Don't assume everyone knows this as 
second nature



  

Production post mortem:
what we did wrong

Set a deadline for everything

Designing on the fly is easy but you will 
get carried away without a deadline

Artist will take their time if they don't 
have a concrete deadline

Musicians will continue to fine tune for 
an undetermined amount of time

Programmers are the exception to this 
rule



  

Production post mortem:
what we did wrong

Contracts

Get everything in writing

Depending on people's good nature can land you 
out of money or capital

Started out working with people providing an 
xbox 360 elite for work provided (along with 
payment upon completion and sale of the game)

The offer was quickly filled by people claiming 
the ability, and taking the xbox without a 
contract

Only 2 of the 8 systems are still with the company



  

Production post mortem:
what we did wrong

Marketing

Waiting until you have the right product 
is a good idea when showing people your 
game

Not telling the press about it can lead to 
difficulties when looking for funding or 
companies to approve your idea



  

Production post mortem:
what we did right

Demo at small locations before big ones

This allows market and player data to be 
collect and fine tuning of your game

Also helps prevent potential 
embarrassment from the professional 
community



  

Production post mortem:
what we did right

Don't be afraid to ask for help and 
share your ideas

The video game industry can be harsh at 
times, and can keep us from sharing our 
ideas with others

If you don't share your great idea it may 
never get made

By sharing with others we found great 
people to help us fulfill our goals



  

Production post mortem:
what we did right

Meet with a lawyer

Lawyers are evil

again....lawyers are evil

Lawyers are a wonderful way of helping 
you learn how to protect your copyright

Lawyers can also come up with intricate 
ways to avoid larger issues

taxes



  

Production post mortem:
what we did right

Work with talented capable people, and 
release those that can't perform

Started working with people claiming 
passion

Quickly realized that passion is not always 
enough

Hurt feelings happen, but sometimes you 
have to hurt a few to help out the many



  

Indie Game Programming

Small in scale and/or scope.

Usually built from one idea or concept.

Easy to make the game and then realize 
that you can't release it in that state.



  

Networking

 Know at the start what type of game 
you want to make.

Tendency to make a single player 
experience and then tack on 
multiplayer on top of it.

If multiplayer is at the heart of your 
game, implement the game with that in 
mind



  

Networking

Start networking early and often.

Get a network framework up that is 
fast and reliable and iterate off of 
it.

Design your systems with networking 
in mind.



  

Tools

Tools are extremely important.

don't rush the tools to get to the good 
stuff.

Designers should be testing and 
evaluating tools from day one.

Designers want something that just 
works.

Tools should be user-friendly.



  

Tools

QA your tools

Quality tools will allow designers to 
produce content quickly and painlessly

Speaking of QA...



  

Physics

If your game is limited, don't be afraid 
to design your own.

External engines come with a cost 
both in integration time and in 
performance.

Often small indie games don't need 
much in the way of physics. Simple can 
work best.



  

Don't do everything yourself!

Game Engine, Physics, Particle Systems

Samples

Network/Menu Management

Distributed High Scores (for XNA)

Beginner Books 



  

Prototyping

Working prototype after about  2 
months

prototype is quick and dirty.  You 
won't be thinking about things like:

Networking

Menus

Performance

Tools can be prototypes as well and 
can fall into the same trap.



  

Holistic Development

Small team = everyone has a say

Co-Programming

quick to design new systems

quickly catch integration issues.
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