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What is performative!
game development?

A fully transparent development 
process in which players can play, 
follow & discuss the game.
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weeks of development 
total builds 

Early Access updates released 
!

YouTube “Nuclear Throne” results 
Longest YouTube series 

!
Twitch.tv views 

avg. Twitch viewership 
Twitch.tv followers 

!
avg. Steam playtime 

more than 50 hours logged on Steam 
total Steam sales 

!
weapons in Nuclear Throne 

38!
38!
19!
!
~51k!
81 episodes!
!
~5mi!
~60k!
~4.5k!
!
8 hours 14 minutes!
2%!
~$200k!
!
59





Pros

Transparency 
Direct communication 
Motivation 
Growth 
Focus 
Education



Cons

Early Access Reputation 
Streaming 
Weekly builds 
Timezones 
Transparency 
Expectation Management 
Secrets



Tips

Community is an investment 
Ask people to join the community proper 
Being transparent makes things easier 
Self-funded development 
Rhino Skin is boring 
Budget your time



Concluding
Performative dev is not for every game 
Development & marketing is the same thing 
Educating the audience is important
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