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How
To
Start
A
Games
Studio



  

Identity
What is it you do?
Win stuff!

We can all dream..



  

Check List...

- Who are you? What is your studio about?
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Check List...

- Who are you? What is your studio about?

- Who is your team? Do you have what you need?

(Probably considered: Design, Code, Art, Audio...)

(But what about? Production, BizDev, Marketing & 
Sales, Accounts, Community Management, 
Client Relations)

- What is your tech base? Platforms?

- What will be your first title? (Make it one you can 
do!)



  

Check List...

- How will you appeal to your audience? 
(Remember it's a very broad space now!)

- How will you market it? (Need to be thinking 
about this from the start...)

- Funding! (How are you going to pay for all this? 
A basic game can cost £5K... More on this 
next...)

- Finally... The difficult one.... Studio Name...



  



  

Funding:
Self-Funded
Crowdfunding
Grants
Publisher
Investors



  

"If we wanted to continue making 
our own titles and relying on them 
for revenue, then we'd have to start 
doing things that show better 
revenue returns, like freemium titles 
and in-app purchasing... We'd have 
to start aggressively treating our 
games as something we'd need to 
make a living from."

Marguerite Dibble, Game 
Theory http://bit.ly/1yTrSFt

Remember – Be clear if you are building a business, not a 'hope labour' 
or a  hobby...

http://boingboing.net/2014/11/04/molly-crabapples-rules-for-c.html


  

Avoiding Traps....

- Before money changes hands: Write it all 
down!

- Get experienced: As well as development 
you've got management to learn too! (Jams are 
good for this!)

- Fail Fast! (We all fail, it's how we do it that 
counts!)

- Data is your friend (but not your boss...)

- Learn from others...(Some bedtime reading)

The Lean Startup by Eric Ries
The Hard Thing About Hard Things by Ben 
Horowitz
Creativity Inc by Ed Catmull
It's Not How Good You Are, It's How Good You 
Want to Be by Paul Arden
Defy Gravity by Rebel Brown 



  



  

Thanks :)

tom@aurochdigital.com
@TomasRawlings

@AurochDigital

mailto:tom@aurochdigital.com
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