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This Talk
5‘ Why start the studio?

"’ The steps along the way. Open and honest!

‘,— Lessons learned.
5— Airplanes!



Background, aka Boarding

® Anna Jenelius
o  2009-2012: Computer Game Development (Stockholm University)

(@)
(@)
(@)
(@)

2011: Internship (Imagination Studios) & Freelancing (12 O'clock Studios)
2012-2015: QA Tester/Manager (Paradox Interactive / Development Studio)
2015-2017: Solo indie developer (Talecore Studios)

2016-2017: Freelancer (Lionbite) & Game Design Teacher (Futuregames)




The Idea, aka Closing the Doors

® Spring 2017:

(@)

(@)
(@)
(@)
(@)

Being a solo indie and working for others not enough
Stressful with low financial stability

Being a sole proprietor can be risky, economically and legally
“Go big or go home”

Make a true change in the world - with games!




Getting Started, aka Taxi to Runway

® Colleague: Kevin Martinez
o0 Composer & CEO of Right Nice Games, administrator at Futuregames
O Introduced during Sting Test Drive Game
o  Sister companies?
o Company together?




Figuring out the first game

Deep meaning
o  Prejudice

Unique setting

O  Fantasy
o 1920s

Musical game
Electro Swing
Super early tech tests




Managing your unknowns

What can you do?
What would you need to learn?
Is the workload reasonable?

...50 no, maybe not a musical game...



Naming the company

Unique & distinct

Easy to understand, write, hear
Good URL

Not trademarked

Reflect the company



Naming the company

e Hedgehogs:
©  Small, but brave. Do not run away when

threatened.

e Valiant:

o Adjective Showing courage or determination;

brave, heroic.

©  Noun A person who acts with valor, showing
hero-like characteristics in the midst of danger.
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Building the foundation, aka Starting the Engines

Who would assume which role?




The first event

® “Investin Games”
O Business event at Nasdaq
O The company didn’t formally exist
o  Afirst chance to show off the company, formalize the
O

Dragon’s Den pitch




STING

® Tech incubator in Stockholm
® Recently started a Game branch
e \We had been in contact before

O  During Sting Test Drive Game
o Before Invest in Games

® September 2017 was too early, March 2018 was too late
e We got admitted

Sting



The team

e Me
e Kevin
® Scripterintern

o  Nora Silow
0  From Futuregames

e “That” artist
o Eva Sokolova
o Met at a WIG lunch




Freelancers

® Besides the team, freelancers:
o  Characters

Trailers

VFX

Animations

Promo art

Etc

O O O O O

MOSTLY

HARMLESS

CAMES



Boards

® Board of Directors
o Me, Kevin, Daniel Strom of Guru Games
o Involved and experienced

® Advisory board
o Super experienced and helpful people AdwazoniFoand
o Informal network for advise g -
o  Email contact

Advisory Board Member Advisory Board Member Advisory Board Member

Board of Directors




Tech demo

® We kept honing down what we wanted to do
® Mockups with Asset Store assets




Paperwork

Business plan
Company application
Articles

Founder’s agreement
Bank account

Financial & growth plan
Etc, etc

BOLAGSORDNING FOR VALANT GAME

ARTICLES OF ASSOCIATION OF VAUANT GAME

1. BOLAGETS FIRMA / NAME OF THE COMPA
Bolagets firma ar Valiant Game Studio AB.

The corporate name of the company is Valiant

2. STYRELSENS SATE / REGISTERED OFFICE
Styrelsen ska ha sitt séte i Stockholm
The registered office of the company is situate

3. VERKSAMHET / BUSINESS ACTIVITIES

Bolaget ska vara verksamt inom datorspelsb
darmed forenlig verksamhet

The Company shall is active in the comput
computer games as well as other business ac
4. AKTIEKAPITAL / SHARE CAPITAL
Bolagets aktiekapital ska utgora lagst 50 000 k
The share capital of the company shall be no.
200 000.

5. ANTAL AKTIER / NUMBER OF SHARES
Antal aktier ska vara lagst 50 000 och hogst 2(
The number of shares shall be no less than 5

Affarsplan

for

Valiant Game Studio AB

VALIANT
GAME STUDIO

(nedan kallad Bolaget)

1. INLEDNING

1 oktober 2017 startar vi Bolaget, som ska vara verksamt inom datorspelsbranschen, dar vi
kommer agna oss &t utveckling av dataspel. Inledningsvis ar vi v spelentreprenorer. Anna
Jenelius och Kevin Martinez, som driver verksamheten. Anna har jobbat inom spelbranschen i 6
&, dar hon har haft yrkesroller som Senior QA Manager och Narrative Designer, samt har slappt
spel sjalv. Kevin har jobbat inom spelbranschen i 2 ar och haft yrkesroller som VD for eft tidigare

producent samt Vi ser att nu ar et bra tilfalle att
starta eft bolag som bygger pa starka 3 att slappa
spel som kan, pa sitt vis, forandra variden.
2. VISION
Visionen ar att skapa ett inom som arett erkant bolag

med ca. 20-30 anstallda om 5 &r. Bolaget kommer ha fokus pa aspekter sasom inkluderande
méngfald samt miljo och hallbarhet. Detta utirycker sig starkt rekryteringsprocessen, samt

aven dar och vamande om varandra star i fokus. Viljan
att gora variden till en battre plats med spel som hjalpmedel ska genomsyra alia beslut

Till en borjan finns det inga tankar frin garna om att trada ut ur bolaget, utan initiativtagama
ser bolagsutvecklingen som ett lingsiktigt arbete.

3. AFFARSIDE
Bolaget ska producera engagerande datorspel med fokus pd historieberattande och djupare
mening an det rent 3 fokus ar att gora

1ill en bred publik som far folk att fundera pa variden runtomkring sig. Utover detta s ar styrkan



The first major disappointment

Early 2018, we started applying for funding
A promising lead gave us a no

Personal blow, very disappointed

Since then, each blow has been lighter



Finding a co-founder

Unexpected turn: Kevin was not ready fully commit
Needed another co-founder

Art? Business? Coding?

Stars aligned, and Laura Bularca joined

o Good friend

o Talented and experienced
O  Great network
o Aligned ideas and ideals




Developing the game, aka Gaining Altitude

e Vertical Slice:

o  Getting original art in

o  Building the systems







Going episodic

Developing a game over a long period of time is scary
With Laura on board, we had bandwidth for marketing
Modular design from the start
Building an IP (Pendula)
Inspired by TV Series

Home

* ESTaBLISH
Hero

1 FIND axe

¥ NOSTaLGla

We work with modular puzzle and area
design, which means that we can scale the
project up and down depending on scope.

B Vertical Slice
[l small project
B Full project
B Nice-to-haves

Business area

* SHOW PoLICE
NDIFFErence

1 TaLK TO PoLIcCe
cHieF

¥ FrusTraTion

Museum
* SHOW
exoTiFicaTion/
HISTOrY

1 FIND axe, Talk TO
curaTor

® curiosiTy

HousING
(owarven)

* SHOW Dwarven
conbiTion

1 FIND THE NIGHT
waTcHman

® reveLaTion

Harsor sLums
* SHOW Orcs’

* SH ns
conpiTion SHOWICODLIRS

conbITion

1 FIND THE carTain 1 GET THE THICE TO
TaLk
@ caution aC
¥ compPassion

SPeakeasy pDePartmenT
sTOore
* SHOW eLves’
conpITion * SHOW HUmMan
InobuLcence

1 TaLK TO museum I
owner

! GET PASSWOID TO
SPeaxeasy

v excitement

¥ EXPOSUre

(circus) (Dance HaLLs)
* SHOW Dwarves
anb GOBLINS
eXPLOITED

* SHOW eLves anb
orcs exPLOITED




we are here - 3-5 people 5-7 people 10-15 people

@ alalelelalelalelalelelelalalalelalalela
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Economy

® The first boost through Sting (Propel Capital)

® Almiloan
o  Sustainability

o  Female founders IF vn“'nE Eonn AT SOMETI'IING

Vinnova (denied)

Angel investment w0 -

Consulting ' &

Will not rely on publisher

NEVER DO IT FOR FREE




Budgeting

e \We have an extremely detailed budget internally

e \What's important to know is:
o  Monthly burn rate

H 2017 2018
o  What you will spend your money on e
Total October Novembe Decembe January February March  April May June July August  Septembe October Novembe Decemb

Income Game profit, Pendula Sy} |4276204 o 0 [ [ 0 551472 496325 441178 330853
Consulting 25000 25000
Vinnova o
Almi 200000 200000
Propel 200000 200000

Total 5951204 0 50000 0 0 300000 0 0 1025000 0 0 300000 551472 496325 441178 330883

Expenses

Contractors | Music -87000 -37000 -10000
Animation -40000 -40000
Promo art -10800 -4600  -8000
Editor -8000 -3000
Localization -80000 -20000 -20000
Console porting. 0

General Licenses -80550 -100 -100 -3550 -3550 -3550 -3550 -3550 -3550 -3550 -3550  -3550
Company start & admin | -17800 -1800 -000 -15000
Half of share capital -525000 -25000 -500000
Perks & Team building | -37000 -5000
Marketing/PR -195000 -3000 | -1000  -1000  -10000 -10000 -10000 -10000 -10000 -10000
Insurances -8500 -500 -500 -500 -500 -500
Sting -5000 -5000
Repay loans

Balance 0 23100 5600 56800 200800 101851 41700 415020 230208 54507 100246 537367 830340 1088167 116760¢




Events

e \We've visited a bunch of events:
o GDC
o Investor pitch events
O  Creative Coast

o Nordic Game

e All time spent away from the office needs
to be clearly motivated.

o  Networking? With whom?

o  Showcasing? To whom?
o Talking? Paid?



Meanwhile, development continues...




The Future, aka Cruising Altitude

Release of Episode 1 & 2 in August

Keep releasing Episodes, gaining a stable income
Adding more team members

Pre-production of Game 2

Det ir den hir sortens

storartad och ikonisk i
gestaltnin,

som Oscarbelénas” .

1SRN PEB
DANIEL DAY-LEwIs

LINCO




Lessons learned

We rushed pre-production.

The hunt for co-founder was stressful.

Having an incubator has been very helpful.

We have faced many disappointments.

Iteration is great, but makes it difficult to communicate the end goal.

Fantasy + 1920s is a great USP, and we should have focused on showing it right
away.

® One of our greatest assets is our personal networks. People want to help out.



Bonus tip: Document progress




Thank you!

@TheAnaka | | @Valiant_GC |
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