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director Jan Willem Nijman
oroducer Rami Ismail
art Paul Veer
music Jukio Kallio
sfx Joonas Turner
llustrations Justin Chan






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

What is performative
game development?
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What the developers say:

“By buying Nuclear Throne you can support Viambeer and the rest of the team while they're
working and livestreaming the development of the game. You'll receive a new build of
Nuclear Throne pretty much every week. After launch, when all the live development is over,
the game will be available for slightly less than the Early Access price.” READ MORE

Buy Nuclear Throne &




h Nuclear Throne - Flamethrowers

Vliambeer playing Nuclear Throne
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Sleepcycles Tengu Drop



Monetization permission for "GDC Talk"

We,

Rami Ismail,

Chief Executive Business & Development at Vlambeer
&

Jan Willem Nijman,

Chief Executive Design & Execution at Vlambeer,

give our explicit and legal permission to

"GDC Talk",

a user of your video broadcasting service,

to monetize videos of Vlambeer-made games including but not
limited to Radical Fishing, Super Crate Box, Dinosaur Zookeeper,
KARATE, Super Puppy Boy, LUFTRAUSER, Yeti Hunter, Serious Sam:
The Random Encounter, GUN GODZ, Ridiculous Fishing, Wasteland
Kings, LUFTRAUSERS, Nuclear Throne or any other title, prototype or
terrible game jam thing developed by Vlambeer in the past, current
or future, on any channel owned by "GDC Talk" .

This permission is (retro-actively) valid from the moment your
service has been launched until the end of time / apocalypse / the
events in Nuclear Throne become a reality. This permission shall not
be limited to any territory, planet, solar system, universe or
hypothetical alternate realities.



weeks of development 38
total builds 38
Early Access updates released 19

YouTube “Nuclear Throne” results ~51k
Longest YouTube series 81 episodes

Twitch.tv views ~bmi
avg. Twitch viewership ~60k
Twitch.tv followers ~4.5k

avg. Steam playtime 8 hours 14 minutes
more than 50 hours logged on Steam 2%
total Steam sales ~$200k

weapons in Nuclear Throne 59



[RTe ln BT s e P




ransparency

Direct communication
Motivation

Growth

Focus

Education

Pros



Early Access Reputation
Streaming
Weekly builds

Cons Timezones
Transparency
Expectation Management
Secrets




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

Tips




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



@tha_rami @jwaaaap
@pietepiet @kissakolme
@kozilekmusic @justinchans
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Viambeer @vlambeer vlambeer.com

' Nuclear Throne 51299 o
g Viambeer Get access to builds of Nu '

P R http//nuclearthrone.com/

Checkout PayPal f Pay Now @

The safer, easier way to pay amazonpayments"’




