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Richard Atlas: CEO



Started work: 2015

Revenue: $2.5 million+

Full-time staff: 5
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Skill Development / Craftsmanship
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Projections

Kitfox long term goals:

- Improved skills/craftsmanship, personal growth

- Growing team cohesion & ambition

Sustainability
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Diversified VS. Focused

Diversification (or lack thereof) impacts all other strategy

Becomes studio strengths and weaknesses

Grow and develop around this decision

Often a responsive, opportunistic decision at first
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Diversified VS. Focused

Diversification Pros & Cons
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Diversified VS. Focused

PROS

Multiple Baskets: no single failure can close the studio

Stability: Varied revenue streams = steadier income

Flexibility: Cross-project team members

Adaptable



Projections

Kitfox long term goals:

Craftsmanship



CONS

Multiclass Penalty: Lack of specialized expertise

Multiclass
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Diversified VS. Focused

CONS

Multiclass Penalty: Lack of specialized expertise

Blank Slates: Constant new challenges & hustling

Chaos: Regular up-ending of priorities & tasks

Always Finishing.. AAH!



Diversified VS. Focused
2013-2017

Spend per Game Sales Revenue
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Diversified VS. Focused

Focus Pros & Cons



High Quality



Simple Cash Flow



Simple Project Management



Meet Expectations



Only One Source



Pressure to Produce



Diversified VS. Focused

Spend per Game Sales Revenue



Burn Rates



Burn Rates

Burn rate : the amount of money you spend in a given time frame
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Burn Rates

Salaries

Rent

Software

Hardware

Professional 

Services

Contractors &

Outsourced work

Marketing

Training

Taxes

Loan

Repayment

Royalties
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Burn Rates

Underpaid compared to AAA, ~$40k

Lower burn, $20-30k per month

Always burning, unable to bootstrap

Sometimes employees shared across projects

Early loans turn into higher burn later



Burn Rates

2015-2016 Fiscal Year
Total spend: ~$300k USD



Burn Rates

2016-2017 Fiscal Year
Total spend: ~$500k USD



Burn Rates

Game-specific spend
Game-Only Spend



Burn Rates

2016-2017 Fiscal Year
Total spend: ~$500k USD

???
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Burn Rates

Started completely unpaid for a year

Higher burn, $30-35k (USD) per month

Higher salaries due to game’s success

Partners salaries can be variable

Most burn comes from salary

Don’t ignore your own pay!



Burn Rates

2016-2017 Fiscal Year
Total spend: 
~$800k USD
 ($380k USD taxes)



Burn Rates - Other Montreal Studios

Payroll as 
%% of burn
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How do companies re-invest in their employees?



Burn Rates - Employee Re-Investment

How do companies re-invest in their employees?

Slow and steady raises - Kitfox Games



Burn Rates - Employee Re-Investment

How do companies re-invest in their employees?

Slow and steady raises - Kitfox Games

Employees get 10% of profit from games - Spearhead



Burn Rates - Employee Re-Investment

How do companies re-invest in their employees?

Slow and steady raises - Kitfox Games

Employees get 10% of profit from games - Spearhead

Game performance leads to bonuses (?)



Burn Rates - Employee Re-Investment

How do companies re-invest in their employees?

Slow and steady raises - Kitfox Games

Employees get 10% of profit from games - Spearhead

Game performance leads to bonuses (?)

Designate (source of revenue) as “bonus money” (?)



Revenue Sources



Diversified VS. Focused



Revenue Sources
- Steam sales

- Other PC store sales

- Console game sales

- Contract work

- Investments

- Loans

- Merchandise

- Crowdfunding

- Bundles

- IP licensing

- Regional publishing

- Royalties

- Tax credits

- Grants

- AND MORE? 



Revenue Sources

2013: Execution Labs (~$85k USD)
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Revenue Sources

2013: Execution Labs ($85k)

2014-2015: Venture Capital ($120k), Kickstarter ($100k)

2016: Work-for-hire ($300k), Loans ($250k)

Sales distribution: Steam (77%), consoles (14%)

Ideal: direct sales via kitfoxgames.com
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Game-Only Revenue
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Game-Only Revenue All Revenue
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Diversified VS. Focused



Revenue Sources

For the first $1M and overall, mostly game sales
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Revenue Sources

For the first $1M and overall, mostly game sales

Within PC sales, most income from Steam at 91%

Next highest is Humble Bundle at 5%, then others at 1%

PC / Console focused company (so far)

No interest in mobile

Not worth selling on tiny stores in my opinion



Revenue Sources

First ~$1M



Revenue Sources - Other Montreal Studios (First $1M)
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Projections

DO THEM.



Projections

Runway: the amount of time you have until 

you run out of money and cease to exist



Projections

Runway    =    Revenue    -    Burn

Dependent on burn rate (current & estimated future)



Projections

Know your limit
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Know your limit

Add contingency, and always estimate high



Projections

Know your limit

Add contingency, and always estimate high

Every situation must be considered



Projections

Basic calculation every 6 months, and after each release
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Projections

Basic calculation every 6 months, and after each release

Conservative spending



Projections

Basic calculation every 6 months, and after each release

Conservative spending

Whole team guesses sales before launch



Projections - Sales

= Steam Reviews total x 12

(not SteamSpy)



Projections

Basic calculation every 6 months, and after each release

Conservative spending

Whole team guesses sales before launch

Always pessimistic about revenue/sales
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Projections



Projections

Craftsmanship Quality of life





Projections

Big complicated document, updated monthly
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Projections

Big complicated document, updated monthly

Game projections using decay rates of sales

Complicated looking, but allows more predicting

Download the document at:

www.CleverEndeavourGames.com/CashFlow
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Projections

Projections Pros & Cons



See Where You Can Save



Understand Decisions



Facilitates Strategy



Takes Time



Not Reliable



Conclusions











THANK YOU! 

Tanya X. Short, Kitfox Games

@KitfoxGames

www.KitfoxGames.com

@tanyaxshort

Richard Atlas, Clever Endeavour Games

@ClevEndeavGames

www.CleverEndeavourGames.com

@RichMakesGames

www.RichardAtlas.comQuestions?

www.CleverEndeavourGames.com/CashFlow


