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NOPE

Gotfta eat.

next week next few years lifetime children'slifetime

Focusing Beyond is Difficult.

Further Reading: Meadows, Donella H. The Limits to growth... 1972.
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More and more of us want to
gain a measure of reliable

i control over not just our

i} creative and technical




Today's goal: look to
that destiny.
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A dangerous condition exists
for indie developers.
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his talk I1s not a StatsDump ™.

| am not here to argue philosophy.

These are my conclusions.
-/ \_________________________________

| am here with an agenda.
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We [indies] need to act
with intelligence as well as
- courage, with healthy

o _ skept:c:sm as well as firm
bl i LY. belief, and with respect for
gl LR ourselves as creators as well
P as respect for our players.
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# of New Releases on Steam Gamasutra.com

The Digital Universe: 50-fold Growth from the Beginning of
2010 to the End of 2020
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Growing by a Factor of 44

_ are drowning
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Developing deliberately is our &
way through this death trap of &
ool myth and falsehood, while ¢
J° maintaining our sanity, our

> /if,,img pvos survival, and creative control

’ By gy
' z"/f“f“ “9)..;. Y

T sy of our games.
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Success is not
chaos, it's chaos
theory.

Multiple connected
iInterdependent
systems.
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. Fufther Reading: Elberse, Anita. Blockbusters: Hit-making, Risk-taking... 2013.
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USASCII code chart
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Reverse-Engineered a Postmortem for
Audience+Revenues (thanks Dustforce!)

How We Planned It

f WL Furfher Reading: Hubbard, Douglas W. How to Measure Anything... 2014.
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Develop deliberately:
Set a realistic target

- 1N

dates, features.

Everything derives from a
target you can hit.

J

numbers




SO RE BT ¢ M

4 A

MARCH 2-6, 2015 GDCONF.COM ”

4;'7}:‘-‘" L !‘( E’;' WAL




GAME DEVELOPERS CONFERENCE® 2015

The Top 10 Grossing iOS Games

U_S. daily revenue estimate (in U.S. dollars)

Candy Crush Saga

Clash of Clans

Modern War

$421,911
$361,789

obbit
Kingdoms of Niiddie-carth

BI% Fish Casino
Free Slofs, Blackjack, Roulette

Kingdoms of Camelot
Battle for the North

as of July 22 100k 200k 300k 400k 500k 600k 700k 800k

A o PN statista% ©00

The Statistics Portal @StatistaCharts

Top 10 US Dlgltal console tltles by worldwnde
revenues—January 2015

Grand Theft Auto V ak Intera
Call of Duty: Advanced Warfare Activision/Blizzard

Destiny

Resident Evil HD Remastered CAPCOM

Minecraft Microsoft E . 4R A

Call of Duty:

Source: Supe

mark

among 37 on paying o
‘www.superdataresearch.com

Call of Duty: Ghosts Activision/Blizzard b : Im OSSI
Madden NFL15 > Arts .

CrossFire

League of Legends

Dungeon Fighter Online

World of Tanks

Maplestory

Lineage |

World of Warcraft

Star Wars: The 0ld Republic Eleciro
Team Fortress 2 A
Counter-Strike Online

© 0O NO O WN =

o

e e Mg
el |//e are held up to
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e
Subgenre Loyalty or Nuanced IMechanics

Progressive or Diverse Stories and Characters

New or Nonstandard Hardware

Livable-VWage Price for Creators

Would You REALLY Sacrifice These for “Breadth”?
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No. 748,626, PATENTED JAN. 5, 1904,

L. J. MAGIE.
GAME BOARD.
APPLICATION FILED MAR. 23, 1903.
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LEGACY $100

You will not win on price or
pixels, not when big
houses can drop $1M on
an ad campaign and get
100,000 users overnight.

Wi atnans
AiSSI2IN
DLaresay.

itnesses Inventor

CFL. Crrcenecle
UKL Lrvacct.

Cttorney
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The Problem with
Breadth is Data Loss.
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& How We Found Players
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Breadth is not king. o

Develop deliberately:
Pursue a deep, small
audience you understand.
Do not sacrifice your
vision or your price point.
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Figure 5: Regular Hours Worked vs. Crunch Hours 5, !
% -Response Rate % e IR : - :" Ly W n,;". -
60% - s T 4 A v

50% ] g ‘ . ‘ b e ;_-f _" - e, 3 - ‘.

m Expected Hours e TRk 1 Fi )

40% ¢ e i e
m Actually Hours L Hivaa b i ‘ » A
u Expected in Crunch ¥ e A H ) *

m Actually in Crunch

Lo o "Crunch Time” is toxic
s N o '8¢ Industry waste.

. &

' And it affécts indies.
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Stack Overflow s a question and answer site for professional and enthusiast programmers. It's 100% free, no
regisiration required.

Optimum : . .
glress Why is this program erroneously rejected by three C++ compilers?
474 !amhaving some difficuity compiing a C++ program that I've written

This program is very simple and, to the best of my knowledge, conforms to al the rules set forth in the
C++ Standard. I've read over the entirety of ISO/IEC 14882:2003 twice to be sure.

The program is as follows:
Performance - % Rinclude Liostrean?
int man (iat arqe, Char ™ o‘rj"\

P eovt << Hello Warld! "< g4z en
reXura 2,

Low Pressure HI%?\ tress
Boredom ty
Unhappiness
Here is the output | received when trying to compile this program with Visual C++ 2010
devscl /nologo helloworld.pn
Low essure High i\devscl /nologo hellovorld.prg

ommand line warning 09024 : unrecognized source file type ‘helloworld.prg’, object fil
helloworld.png : fatal error LNK1107: invalid or corrupt file: cannot read at @x5172

,
The Inverted-U relationship between pressure and performance
Dismayed, | tried g++ 4 5.2, but it was equally unhelpful

c:\dev>g#+ helloworld. png

+~  System .. Human You're Already

“ Stacks Against - Performance Part of a
Individual. - Is Cyclical. Team.
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e
Revolutionary Gameplay Changes

New Marketing Ideas

Deep Networks of Support

Storytelling and Creative Energy, and More...

Get a Team, and Get these Things. Don’t abuse!
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. - How We Did Teamwork

‘.Eurthér éeading: IGDA Developer Satisfaction Survey, 2014: https://www.igda.org/?page=dss2014
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— Indie dev isn’t alone until
you die of exhaustion. '

aNmn i — Develop deliberately:
— ~ Augment your strengths,

‘ammni O Nkl work with human cycles,

e calibrate to the team.
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“Bad marketing all over the place.
‘Discoverability’ is exactly the
consequence for bad marketing.”

SR U8\ - Eric Harris (of the Internet)
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- Viralityisa - . AMentionisn't = Storefronts
= Lie, Energyis © .= “Word of Don’t Promise

. l‘-.

# Required. Mouth™. Exp. Growth.
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“The Stegosaurus Tail”

Defender’s Quest Lifetime Sales ‘4 AN/ A

The Wheaton Effect

. The “Spike” Graph Hid
5 ' All The Marketing.
Now it's visible.
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Final Release: 100,000
Early Access: 20,000

Kickstarter: 2,500
Announce
Mailing List: 500
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Indie dev doesn’t mean
Ignoring marketing.

Develop deliberately:

e Grow your community as
" you go, a beat at a time.

, f, And START NOW.
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o
Set Realistic Targets.

Pursue a Small Audience Deeply.

Build a Team of Three and Fit to T'heir Output.

Grow Community As You Go, a Beat at a Time.

This Is Your Passion — and Your Business.
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What you bring Is
valuable.




charles@4gency.com



