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Time for some definitions 



















Why try to be open? 



 

 

Vs           … 

Design better games 













Maximizing open design: 

● Chase player discomfort 

● Listen to problems, not solutions 

● Learn how to say no 

● Playing well is more important than 
looking good 

 



Marketing & Discoverability 















Maximizing open marketing: 

● Support people creating content - wikis, 
videos, art, etc. 

● Make it easy to be shared and contacted 

● Use your alerts 

 



Being Open and Testing 









Maximizing open testing: 

● Make sure everyone’s playing the latest 
version 

● Have an automatic crash reporting 
system 

● Have a single thread for bugs 

 



Being Open and Getting Paid 











8 hours of gameplay = 17 cups of coffee? 

 

1080p x hats = ??? 











Maximizing not starving: 

● Wait as long as you can 

● Let people pay you more if they want to 

● Don’t do deep discounts before you’re 
out! 

 



What do you need 
to be open? 













BREATHE 



Conclusions… 







Contact details 

www.DesktopDungeons.net 

 

@dislekcia 

@AequitasZA 


