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SUMMARY

This dissertation explores thoroughly the design of thecalted indie games. It portrays in
detail the design activities undertaken by indie designerstardesign context in which indie
games are devised. With this knowledge, a comparison with game design as it has been
formulated by academics and game industry veterasngndertakenThis with the purpose of
finding out if the design of indie games repeats a different paradigm in regard to game
design.

This work takes the readahrough a series of chapters providing the epistemological context
to analyze comparativelyhe design of indie games and game design. The indie games
movement is definedand contextualized withinindie cultures andput in perspectivein
relation with mainstream games. Thestorical and theoreticaloundationsof game design are
also covered. And tget an understanding around what designing implies, theories from the
disdplines of design, engineering, architectumed product desigare explained.

Thirty awardwinning designers ofndie gamesat Indiecadeand the Independent Games
Festivalsof the Game Developers Confereruarticipated in this researcprovidingaccounts

on their repertoireof design activities. These accounts were analyzed using design theoretical
standpoints and then composed as a case of study to be compared with game design.

This dissertation iaot only of interest for those readers who want to exypbtheir knowledge
about game design and identify the similarities and divergences between the design of indie
games and game design. This work appeals to all thdgewant to understand exactly how

the design of games in general happeagerspective tht has not yet been provided in game
studies.
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CHAPTER INTRODUCTION

What is the design of indie gamids=? Around what does the design of indie games revolve?
How does the design of indie gamdiffer from game designPwill answer these questions

with this dissertation Howeverthese interrogations did not origin this research, other

guestions did. Concesthat have existed within game studies and that had not been targeted.
And even though the dissertation evolved and ended up focusing on the aforementioned
guestions, the very initial concerns that led this research still find an answer through the pages
of this work.

Y I K S NXA(g0%82)ckaif brf eduiuating game design in practical contexts was one of ideas
inspiringil KA & RA & aSNJI I (i R@LY)obsedatiddSdd the limited &viden@A f Q &
showing that game design contributions support designers in their practice and on the lack of
abstract tools designers have to undertake their work. The other idea that kick started this
effort was a comment from a stient at a game development course. He claimed that it was
clear what the different elements of games were about, the definitions to the different game
ingredients the theory. But thequestionthat lingered for him washow to make a game?

Initially, thed G dzRSy (1 Q& |j dzSa G A 2 y . He hadl jusi BadeScledt théitheGrg v F dza A y 3
had been comprehended. Why was it not clear to him how to make games? Theuckrag.

| have been making and reinventing games all my life and | have also been for many years

immersed and influenced by the discourses of the game studies community. So, for me how to

make games has always been logical, or somethilagé done intuitivelyBut this is not the

case for other people. Some people come to game design courses staingave grown up

estranged from games and feel intimidated by the thought of having to make a game.

Within game studiesseveral people have elicitddis lack of guidance on how to design
games. On the one hand, Aki Jarvihgiarvinen, 2008)ointed a decade ago that despite all
the efforts and contributiongn game design literature, designersvego turn to their intuition

to find out how to composite game elements and come up with a game. As well, in a talk at
the GameDevelopers Conferencstone Librandg2015)argued that discourses on the design
2F 3JLYSAa NBG2t 0Shett HRR Wz R b KR ; dBUNiEeSteBdnty S ¢
constituting a game, instead on how designers can dagde&iven though it has been a while
aAyO0S WNNBZAYySyQa yR [A0NIYRSQa OflFAYa adaNFI OSt
design of games has not changed. There have not been theoretical standpoints for an
understanding on how design is undertakentlat this can be applied for the design of
games.

This waythis dissertation kicked offOne the one handyia LJA NB R (2@1g)view 3ditly Q &
to find out what were the design methods that designers of gamesadigtapplied in the
practice, whileactuallydesigningAnd on the other hand, driven by the question posed by the

! WN NJIJ kegpBnsénmias to propose ti@ameGamé¢2005) a card game with which players structure games by

arranging game components. However, this effort does not provide the epistemological knowledge on how design

is undertaken.

21t could seenLibrand& @015)argument is ot that relevant in this case, since he is not an academic but a game
industry person. However, it should be considered that many of the game design contributions conforming the

body of knowledge for the design of games within game studies come from the gnlustry This carbe

O2NNBO62NI GSR Ay hNRGI (@a13cBriplation dnd tlagdicatiop oibee design { A f FI Q&
contributions
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student on how to make gamewijth the intention of unveiling how people in practical design
situations m&e their games.

The secalled indie games scene seemed to be a pertinent context to undertake this study on
design methods and on how to make games. As Paolo Ruffino me(2i@h3) the dynamics

of the game industry have changed allowirepple from outside to get in the spotlight with

their games and with their practice. These newcomers are entrepreneurs, artists, hackers,
modders, vintage game revivalists, interface explorers or acti(igidson, 2005) Thusthe

fact that these game practitioners have diverse backgrounds implied the possibility of studying
the design of games among people who have not been immersed in the routines and logics of
the game industry. This entailed finding out how people mader thaines on their own terms,
how people made games that already questioned some conventionalities and principles of
mainstream games for not featuring the same common elements, such as @rgsal 2013)
e.g.Proteus(Key, et al., 2013)

However, it was through the elaboration of this dissertation and through the undertaking of

0KS AYGSNWBASsa 6A0GK AYRAS RSAAIYSNE GKIG ySé |y
of design methods and how ttesign games pointed to the logical requirement of digging into

theories of design as a discipline, so that it was clear what a design method is and what

designing implies. This because in game studies, the term design method is used indistinctly to

refer all the existing game design contributiofi®erez D, 2018And also because despite the

vast literature and efforts conforming game design, the epistemological knowledge on how

design happens and is undertaken as human agtiziextremely limited within game studies

(see chapter 3 and 4).

Second, the conducting, analyzing and discussion of the interview answers pointed to a new
specific direction for the dissertation based on what was being discovered. The dissertation did
not have to revolve around showing how to make games or around finding out if indie
designers apply or not design methods or follow game design contributions. The dissertation
represented the opportunity to reach a theoretical understanding on the desfigmdie games

in regard the design represented by game design. And by trying to reach such an
understanding, it became clearer through the analysis of data that the design of indie games
needed to be understood as a phenomenon more akin to an artistictipeathan to a

commercial design practice.

Is the design of indie games different from the design of indie games? The dissertation mainly
revolves around this question; but through its pages also provides answers to other crucial
concerns pertaining nainly to indie games but to the design of games in general: what is that
the designer of games deals with? How is the design of a game as an activity configured? What
defines a design problem? What are constraints and how do the designers of games work wit
constraints? What role do constraints have in the design of a game? What are the activities
people undertake for designing games? How does designing a game happen?

Before formally presenting the research question and clarifying the context in which it

operates, | would like to address some comments | have heard while presenting this project to

other people. While explaining | study the design undertaken by indie designers with focus on

0KS T OGAGAGASE FT2NJ RSaAAyAydésighiKiSttielsamSas L KIF @S |
3 YS RS@OSt2LSyléd ¢2 GKAA YR aAAYAfLFINI O2YYSyiz:
design and game development are constructs that originate in the game industry (see chapter

3). So, it should not be expected that peoplatimake games outside of the industry have the

same conception of these terms or of the processes and pipelines for making games.

12



Moreover, this dissertation deals with the designing of games from the theoretical perspective
of design as a human activitypt as an industry routine.

| have also been told | only interviewed the most successful indie designers, instead of turning

G2 GK2a$S dzyl{y2é6y RSAAIYSNE ¢K2 YI 1S 3IFHYSa aFNR®
did interview wonderful designers whate gained recognition with their games. However,

this recognition cannot be equated to financial success, which is very relative and depends on

many other factors than just design. Some of these indie designers still have thgméull

nongame jobs to & able to design the games they like in their spare time. So, the designers |
AYGSNIBASSSR RSTAYAGSEte YI1S 3FrYSa aAy (GKS (NBy
that the indie game scene contains (see chapter 2).

This is an invitation to the egler to leave behind many concepts that are popular within game
studies; because the upcoming pages will question or even coantere several of these

ideas, such as what is game design (chapter 3), to consider indie games as similar to
mainstream gamesr the practice of indie designers not as professional as industrial practices
(chapter 2), and even to envision desigrrefectionin-action (Schén, 1983)The dissertation
touches upon notions and perspectiviligt have never been explored in game studies.
Therefore, new visions around game design, the design of games amditbgjame scene will
appear.

RESEARCH QUESTION AND HYPOTHESIS

The research question with which this dissertation deals with is the followasgd on the
design undertaken by the designers of the-salled indie games, does the design of indie
games constitute a different paradigm compared to game design?

The hypohesis is the followinghe design of the secalled indie games and game design
represent different paradigms of design. The former questions the most underlying
assumptions upon which game design is based, such as designing under determinant
constraints,designing with the player as main focus, and following formalized design

structures andorocedures The design of indie games does not comply with such traditions

and principles so characteristic in game design. The design of indie games revolves more abou
personal interests and freedom while designing. And even though the design of indie games
departs so much from the foundations of game design, it fulfills all the characteristics to be
formally considered design.

The word paradigm as used in the resgaguestion and the hypothesis refers to the
connotation that lan Hackin@uhn, 2012uses to explain paradigms in science as posed by
Thomas S. Kuhn the Structure of Scientific Revolutions: 50th Anniversary E(ROG2)
Hacking explains thdahe word paradigm commonly refers to an exemplar, a modaeirtitate.

| 26 SOSNE adign®eiersiod d&Mes of analogical argumenits dispute a

concept Kuhn applies to explain hogiences evolve into more fitting conceptualizations of
the world and leave behind less adequate constructs to explain contemporary phenomena.

CNER2 Y Y dzK3012hinti® he®@mony of a specific tradition of scierexist a series of
methods, practices, laws and instrumenSientific traditiors deal with a set of puzzles and
problems aghe focuses of a scientific community. Suddenly,agsianomalies appear within
a scientific tradition showg that the methodspreviouslyfollowed do not live upto answering
or solvingcontemporarypuzzles or problems. THesads to a crisis favoring the rise ofew
tradition representing alifferent and strongeiparadigmin science. Eventually, threew
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paradigm will become the predominant scientific tradition dealing viatthcomingpuzzles
and problemsKuhn exemplifies paradigm change by referring to heat, magnetism and
electricity, and pointing out how each of these discoveries led to the other gnedxhing its
limits of applicationKuhn, 2012)

lanHacking[Kuhn, 2012xplains that paradigsare contemporaryo each othera paradigm

of a ience can exist alongside #8cceedingaradigm Even more, both paradigms can use

the same terminology buget refer to different concepts and meanings. Hence, only within the
corresponding paradigm proper interpretations to phenomena can be pddeceover,each
paradigm can be represented by a diffat scientific community oschool of thought.

Eventually, one paradigm propagates and wipes away its predecessor paradigm becoming the
strongest predominant scientific tradition

In the same line of thought of Hacking and Kkuhn, 2012) this dissertations aims at finding
out if the design of indie games revolves around diffegniniciples, ideals and methods
compared to game desigif.the design of indie games has different concerns and focuses than
the ones game design has. For instance, within game design the player is paramount
(Fullerton, 2008)is it the same within the design of indie games? Dbeglayer have the

same relevance? Are the problems, interrogations and puzzles that the design of indie games
deals with different to those that game design deals with? The dissertation turns to theoretical
standpoints of the disciplines of design, engirieg, architecture and product design for the
epistemological views game studies lacks in order to answer the research question.

METHODOLOGY

The dissertation treats game design and the design of indie games as cases and undertakes a
comparative caseralysiswith them (Berg, 2001jBryman, 2012¥5eorge, et al., 2004Ragin,

1987) Game design is formed agaseor unit of study by puttig together an extensive body

of principles and formulations for the design of games from game studies as part of a
theoretical framework, which represents chapter 3.

The design of indie games is formed amsaeor unit of study by conductingeyinformant
interviews(Tremblay, 2009)ith designers of indie games and coding and analyzing the
answers to the interviews followinganstructivist grounded theosstrategy(Glaser, et al.,
1967)(Charmaz, 2000 he designers of indie games that participated in the research are
winners of the festivalindiecadeand thelndependent Games Festiwdlthe Game Developers
Conferencdor any category between the yea2606 to 2016. These indie designers are:
Daniel Benmergui, AP Thomson (Hexecutable), Alinagtantin (Tiny Red Camel), Jim
McGinley (Big Pants), Auriea (Tales of Tales), Jason Roberts, Patrick Sexdtiorpark), Terry
Cavanagh, Logan Olson (Hard Lighibt), Brendon Chung (Blendo Games), Ditto, Andy Schatz
(Pocketwatch Games), Erik Svedang, Ed Key (Twisted Tree Games), Nathalie Lawhead
(Alienmelon), Nina Freeman (Star Maid Games), Lucas Pope, Justin Ma (Subset Games),
Douglas Wilson (Die Gute Fabrik adpenhagen Game Collective), Ezra White Hanson
(XRA), Matt Meyer and Brent Calhoun (Super Chop Games), Tom Sennett, Richard Boeser
(Sparpweed), Eddy Boxerman (Hemisphere Games), Anders Gustafsson (Cockroach Inc.),
James Earl Cox Il (Seemingly PointleBsipny Day (QCF), David Kanaga, F&tiktasch
(Broken Rules) and Alistair Aitchenson.

The analysis of interview data is carried out having as guides several theoretical standpoints on
design theory, including such notions as design problems, const(aetsson, 2005)Dorst,
2015)(Dorst, 2004)Dorst, et al., 2001 projects without determinantonstraints(Hatchuel,
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2002), problemsolving(Simon, et al., 19725imon, 1996and framing (Dorst, 2015)GK
theory(Hatchuel, et al., 2003iesign sty (Lawson, 2005)Chan, 2000&nd design methods.
All these notions on design theory or design research are comprised in chapter 3.

With the knowledge generated on the design of indie games (ch&)texcomparative case
analysigBryman, 2012Berg, 2001jRagin, 1987(Esser, et al., 201 between game design
and the design of indie games is undertaken (chapter 7).cbhiparative case analyssalso
driven around the same theoretical standpoints from design theory used for the analysis of
interview transcripts, but with special focus onNE I Yy [ (20@53th2ofe@ical standpoint

on the similarities and discrepancies between design and art practices.

Further details on the research methods, methodological approaches and strategies of the
research a@ found in chapter 5. Figure 1 presents an overview on the general methodological
approach of the dissertation.

DESIGN OF

INDIE GAMES

GAME
DESIGN

Theoretical Accounts of 30 award
frameworkon winning designers of

game design indie game®n their
design activities

Figurel. Overview of the methodological approach of the dissertation

At the right,the case 1, consisting of the unity of studygame asign, which washeped up as
theoretical framework. At the left, case 2, the design of indie gam@ssisting otheoretical standpoints
generatedfollowing aconstructivist groundetheorystrategythroughthe analysis of thenswersof key
informant interviewswith designers of indie games.

PREVIOURESEARCH ON INDIE GAMES AND ON DESIGN AS HUMAN
ACTIVITY

Within game studies, indie games have been in the spotlight and discussedisy got

prominence in the mid and late 2000s, with the aim of reaching an understanding around

these particular kind of games. One of the first relevant efforts was an isfu€df RA Yy 3 X ¢ KS
Journal of the Canadian Game Studies Assocititied IndieEh? Some kind of Game Studies

(Simon, 2013)which spawned several articles analyzing the phenomenon of indie games from

different perspectives. Many other papers trying to define indie games have arose ever since

0a4SS OKIFLIISNI HOZ Ay Of @rabargz @aida\dt al., 2DIBNIR, Q&4 | Yy R t |
which provides an overview of previous contributions as well as an explicative model for the

different traits characterizing the garagroduced within the indie game scene.
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An effort slightly related with this dissertation is the research undertake@tgndoGuevara
Villalobos(2011)(2015) He explored cultures of prodtion within indie games. He

interviewed indie developers to find out characteristics of their practice from a sociological
point of view, including some activities carried out for the production of the games. The output
of this and other existing effortsn indie games can be found as part of the discussion around
the indie games movement in the next chapter. Nevertheless, none of these works has focused
on the design undertaken by participants of the indie game scene.

In regard with research on desigrithin game studies, many works exist. However, despite
the large body of theoretical work that game design represents, it does not provide the
necessary theoretical standpoints to explain what designing entails, as it will be argued in
chapter 3. In factjust a handful of efforts have intended to turn to theories from design as
field of inquiry for the study of the design of gameésnakaisa Kultima, Kati Alha and Timo
Nummenmag2016)studied design constraints in the sielg of the Global Game Jam but in a
special event with experience game developdissiKuittinenand JussHolopainen(2009)

O2 YLI NBR . NRO0Fmopd ah dedigh@ctivities with several texts on game design.
And more recently, the booame Design Research. An Introduction to Theory and Practice
(Lankoski, et al., 201Hps been edited. The text intends to approach gatasign from a
perspective alike the school of thought of design research and presents desifteasonin-
action(Schon, 1983)

CONTRIBUTION OF THIS DISSERTATION

This dissertation will provide an understling around the design of indie games. It will unveil
the main characteristics of what designing games in the indie game scenes entails. This
includes depicting characteristics of the design activities and processes undertaken by the
designers of indie gaes for the creation of the games. It is also identifying the elements these
designers work with to create the games, finding out how rigid or flexible their practice is, as
well as recognizing the meddling or influence of the player in the design pr@eressg other
elements.

This research effort will also provide an understanding from a theoretical design perspective

on what designing games entails. The design of games will be addressed by turning to theories
from design as a field of inquiry and otldisciplines such as engineering, architecture and
product design. The design of indie games and game design will be studied regarding what is
that designers deal with while designing, how are constraints determining the design activity,
what are exactlyhe activities or actions designers do while designing, how do design methods
support the design activity, and how do designers do approach the desigpnoltigm-solving
(Simon, 1996andframing(Dorst,2015) All of these being notions that have been unattended

or not fully explored within game studies.

OUTLINE OF THE DISSERTATION

This dissertation consists of seven chapters. Chapter 2 deals with the indie games movement.
It aims at reaching an understanding about indie games and what makes these games and
their makers stand out among mainstream games. The chapter presents segemlrdes

about indie games from the perspectives of game journalists, academics and game
practitioners. It also digs into the roots of the term indie and the background of indie cultures
and glimpses at the indie phenomenon from the perspective of setlezaletical standpoints
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from media studies. The text also discusses several traits of indie games in contrast to
mainstream games and how from some perspectives these two types of games constitute an
opposition.

In chapter 2 | also argue that indie gasnean represent a radical other to mainstream games,
an opposite view to the prevailing standpoint within game studlehnrSudmann, 2008)

(Parker, 2013Martin, et al., 2009 The chapter also discusses about the intricate relations
that members of the indie game community have established with the commercial game
industry. The chapter closes by presenting indie games as a phenomenon encompassing not
only digital gamedyut also other playful forms, which can even be partly physical or
performative, and that are made for the sake of expression and creativity.

Chapter 3 focuses on game design. This chapter covers the principles and theories within game
studies revolvingrround the design of games. | start by presenting a consolidated definition of
the term game design and an explanation of the game design process according to the most
well-known literature. | also give an overview of the history of game design and isctmp

within game studies by shaping up different views. The chapter also introduces one by one the
most prominent game design contributions and discusses their practical use. This to envision
how accessible and implementable this knowledge is for peopligdieg) games, such as the
designers who participated in this research.

Chapter 3 also presents an overview of the existing visions on the design of indie games from

the perspective of game design, in order to find out if the literature prescribes songethi

special or particular for the design of this kind of games. | close chapter number 3 by

redefining game design and envisioning it as a construct originated and mostly revolving

I NPdzy R G4KS 3AFYS AYRdAzZAGNERI F2ff 2@sAWitAthi§ KS Ay Rdza il
GAaA2Y Fo2dzi AFYS RS&AAIYI L LINBLINB GKS GaINRddzy |
against the results of this dissertation, the design undertaken by the designers of indie games.

Chapter 4 is totally focused on theories about desigre chapter constitutes the theoretical
standpoints for the analysis of the design undertaken by the interviewees of this dissertation
and for the comparison between the design of indie games and game design. These theories
do not come from game studiesibfrom other disciplines. These disciplines are engineering,
architecture, product design and design as field of study, and more specifically the schools of
thought of design research and design theory.

The chapter defines design and gives and overgikgesign as a field of inquiry. The text also
introducesproblemsolving(Simon, 1996§Simon, et al., 1972Bimon, 1973)andreflectionin-
action(Schon, 1983)Paradigms that have influenced the views of some design research
theorists and that have strongly defined the vision on design within game studies. However, in
this chapter | argue that both paradignare extremely similar and thegflectionin-action

(Schén, 1983F not an appropriate theoretical standpoint for the explaining of design.

Chapter 4 also introduces the characteristicshafcontext in whichdesigners undertake their
design practice: design problems, design solutions and constraints are defined. As well, the
text presents and exemplifies the approaches for the undertaking of dgzigbtem-solving
(Simon, 1996and framing(Dorst, 2015)1 also introducé>K theory(Hatchuel, et al., 2003
framework to understand and analyze design as a series of transformations of concepts and
knowledge, an innovative theoretical point for the study of the design of games. The text
closes by setting some boundaries between design and art. This withutpese of
understanding in later chapters, if the design of indie games shares more in common with
artistic practices than with commercial design practices.
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Chapter 5 explains the methodology of the research, which has been already shortly
introduced. @apter 6 presents through visualizations and discusses the results of the

research. It introduces all the participants of the research and their games. It presents and
discusssabout whether the design of indie games and game design revolve around design
problems or design projects as well as several other defining elements that designing games
from both perspectives imply. The text also presents and explains the design processes for the
design of indie games and game design, the contexts in which thgndesiigin, as well as the
design methods applied by indie designers in their practice and the outlooks that influence
their design activities.

Chapter 7 answers the research question of the dissertation and proves correct the hypothesis.
The chapter offrs a thorough discussion on how the design of indie games and game design
feature similarities and divergences. The chapter especially focuses on portraying the design of
indie games as more alike to an artistic practice and game design as more alittesigra

practice. The chapter presents a very robust visualization on this phenomenon. The text also
traces future leads fothe study ofdesign within game studies and stresses on notions and
theoretical standpoints that the dissertation contributes with

TERM DISAMBIGUATION

It is important to clarify the connotations to the most common terms used in this dissertation.
While writing this dissertation, it was found that game design consists of a construct within
game studies revolving around a seréprinciples and conventionalities from the game

industry with limited epistemological insights about what designing implies (see chapter 3). For
this reason, the terngame desigmefers only to this construct from game studies, while

design of gamesefers to the activity of designing or devising games as a human activity in
general. Thusdesign of indie gamesr indie design ofgamesrefers to thedesign of games

from an indie perspective or within an indie cultures context.

Because of the same raas | refrained myself from using the term game designer to refer to
people making games. | felt this term implied this person designs games following the logics of
the game industrySimilarly, the term indie game designer sounded as someone who followed
the principles from game studies revolving arodhd game industry but as an indie creator.

Thus | preferred to refer to people making games in generalemgners designes of games

or game practitiones. And in case of those affiliated or empathizwgh the indie games
movement such as the participants of this researclindi& designers of gamesr designers

of indie gamesThe termgame designers only used a few times in chapter 3, to make

reference to the way in which the game design literature refers to the desgfigames.

Other frequent words referring to the creation of a game preducingor production, and
development Productionor producingrefers to the work on the game towards its

completion, once that the design has already been finished. It is all those additional activities
that the creation of the game involves excluding the actual design of the game, such as
managing the wrk and communicating with team members or polishing the game without
changing its essencBevelopmentor developingconnotes the whole process of game
creation, both the design and the additional work for its completion, its production.
Productionanddevelopmentin this dissertatiordo not make reference to other popular
constructs in game studies such as game production or game development.
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One of the most common terms in this dissertation is the tel@sign Designcan refer to a
discipline (chapte#); it can also refer to the activity or process of devising an object, including
a gameDesignalso can refer to the result or product of the design activity, e.g. the designer
finished a design. And the terdesigningrefers to the activity of undertakg design.
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CHAPTER Z'HE INDIE GAMES MOVEMENT

This chaptewill discusaboutthe indie games movemengome of the questions thatill be
addresgdare as followsWhat arethe socalledindie games? What makes them different
from gamegeferred asmainstreamgame® What are the traits of the cultures existing around
indie games? What are the dynamics between indie games and mainstream games and
between indie game developers and industry people?

Thischapter atemptsto shed light arond the indie games movement, its characteristics and
nuances, fom a different perspectivéhan aspreviously done igamestudies.The chapter
builds upon existing academic viewasid pursuesleads representing in some cases new
directions in the study ahe socalled indie gamedhe indie games movementill be
discussedn relation to the games industry and how intricate relationships have been
establishedbetween the two conceptthat strongly challenge several carelie valuesThe

indie games movenrg will also be discussesk a context where people can create games or
LX I @ Fdzft F2N¥a GKFGO RAFFSNI ANBIGEE FNBY LINERdAzOU :
shaped by the industryascenariovhere games can be partly digital, physical, performative,
or include many other forms of artistic expressiorhe goal of this text is to reach a better
understandingaroundthe phenomenonof indie gamesn order to ground the main topic of
this dissertation.

The structure of this chapter is as follows. First, | will present a few examples of indie games
and the discourses arourtte indie gamesnovementwith the purpose okxplaining what

this phenomenon is abouSecond, | wikxplorethe roots of the termindie and indie cultures
and will turn tothe theory of alternative media to get a better understandingdtaf social
phenomena labeled as indie. Then, | will present different traits of indie games in contrast to
mainstream gameand will showhow in somecaseghese two kinds of gamagpresentan
opposition. Nextl will present a series of discourses shaping the intricate relationship
between the members of the indie games movement and the industry fikatly, | will

discuss the indie games movemermtras an oppositiono the industry, but as a context for
expression and creativity.

As | will explain hereafter, by referring to different theoretical approacheie movements
and indie cultures have thrived througfifferent circumstanceand have gbmultiple shapes
and forms through their historyindie movements anthdie cultures evolve and transform
with time, they present multiple facess theydevelop Due to the wide array of visions and
interpretations within the indie games movement, the pemt research offers a particular
point of view that may differ from or present overlaps with other texts and analyses on the
matter.

INDIE GAMES

Imagine a world witmo women left, ad suddenlyyou find a baby girl. To protect her from

the depraved men that coexist with you in the world, you raise her secretly in the basement of
your van house. But one day she disappeBos.this reasoyyou go on a quest trying to find

her following trails ofblood. On your journey yomeet very peculiar personandeven have

to fight some of these peopl&his id.isa(Dingaling Productions, 2014) turn-based 2D RPG

indie game taking the player thugh different emotional statest portraysa very bizarre post
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apocalyptic worldull of strange charactersstuationsand puns such as a character farting
you while you sleep or muscular men in drhgawas developed by Austin Jorgenséinwas
funded through &ickstartercampaignKickstarter, 2017and iscurrently sold digitally on
Steam the most popular digital distribution platform for games.

Picture yourself walking in a garden crowded with cats and picking each of them to give them a

pleasant lik. This iCat LickefCox, et al., 2012a 2D game in which the player scores points

per catlicked In the game there is no enemies or obstacles; the player does not die nor is

challenged or punished for any actions wiglaying. The game was made in four days by Joe

and James Cas part ofthe game jam eventudum Dare 2§Cox, 2017)The game is part of

WEYSa /2EQa LINR2SOG | o02dzi Y Qatlitkers &afiébldd dzy RNBS R 3|
free on the game platforncameJolt

There are manyetris(Pajitnov, 1984¢lones and imitations in the market. Borrowing

inspiration from such a popular game, the towmiilding party puzzle 2D ganieicky Towers

(WeirdBeard, 20163sks players to juggle with tetromino brickhe addition in this game is

realworld physics and multiplayer gameplagtyleas well as particular rules, objectives and

attractive power ups. In one of the modesthfs game, for instance, the purpose is to be the

first player whose tower of blods tall enough taeach the finish linesomethingquite

opposite to traditionalTetris InTricky Towerplayersalsohave magical powers that allow

them, for examplegastinglightning strikes to impedthe INR g G K 2F GKS O2YLISGA (2
tetromino tower or tossingpitched-roof housesr pianos upori KS 2 LILR2 Y Sy G4 Q (2 6 SNE
disrupt the piling of the blocsThe game is available for sale on digital game stores for different

operative systems and has also been releasedPlayStation 4and Xbox OneThe team

behindTricky Towergs WeirdBeard a smaksized Amsterdanibased company that has been

readapting the concept of playing with tetromino bricks through different platforms

(WeirdBeard, 2017)

Theabovementionedgamesare just a few examples aforksproduced within the indie ganse
movement. Each of them implies a very particular scenario in terms of what the game consists
of, as well as on chacteristics of the team that developed such games and the context
surrounding their production and distribution. Each game offers a distinct gameplay; each of
the games features visual styles and narratives that do not repeat in the other examples
provided Among such diverse facts, what is what makes of these games indie gianitest?

all possible to find common traits amongst games that stem from such individual creative
freedom?

lllustration1 Example of indie games
To the leftLisa(Dingaling Productions, 2014 the centerCat Licke(Cox, et al., 2012)nd to the right
Tricky ToweréWeirdBeard, 2016)
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THE MOVEMENT OF INDIE GAMING: DISCOURSHS, ARD
BACKGROUND

Discussions aiming at defining or explaining the indie game moveanemumerous|n fact,

these arguments have evolved through time and have been characterized for overlapping and
clashing around specific notions or ideas, depending on the person behind each point of view.
Journalist Dennis Kog@012)sees indie as a label revolving around four aspects: a business
model,a game format, the games themselves and an ethos. Business model implies that the
less the game developer resembles a corporation, the more indie it might be. Game format
deals with he presentation of the game, implying that most indie games tend to be digital and
OKSI LI Ay O2yidiNraid sAGK GKS yAaOSte ao2ESR¢ FyR
Indie games also tend to presentdferent aesthetic experience in comparistmpopular
mainstream games that are often shooters; indie games present other gameplay styles
instead for instancehey arehardcore strategy gamemteractive fiction or oldschoolrole

playing gamesEthos implies that indie developers make gamepé&ssion and freelyeaving
outside ofthis definition all @velopers that are independent but financially driven, such as
casual mobile game developdrRevioand Zynga(Kogel, 2012)

Indie game developer David Rog@009)offers in his blog definitionof indiebased on how

organizations such as thedependent Games Festieald Xboxdeal with indie games.

Especially regarding the latteXpox Rosen pays attention to how the console hasngaal the

way of presenting games that are independent and quadityven byMicrosoft, in contrast to

other games that are developed independently but not endorsetMimyosoft Roserthus

endowsindie games as having two characteristiegst, they are dven by passion instead of

money, and while money is important and necessary, for indie develdpiergist part of the

logistics but not the ambition behind the game. And second, they are developed in the
GUONBYOKSaé I (GKS LIS2 Liheéhard BoikkhghBelves teOdfogramming, a R2 | £ f
the art,the marketing etc. (Rosen, 2009)

Ly Iy FINIAOfS RSolFGAy3 OtrAYA 062dzi 3IFHYSA YIRS
well as other common assumptions and definitions of indie games, indie developer Craig Stern

(2012) reaches the conclusion thatdie games are such that are developed from beginning to

end without the intromission of any publisher or licensor as well as are created by a single

developer or a small team. Stern argues that indie developers are those that have full freedom

to decideupon their game and maintain the intellectual property of their work. The size of

their team also allows the flow of creativity, in contrast to those big companies where people

have a limited input with their work in the final result of the ga(ern, 2012)

Besides these views revolviagoundindependence and freedom to create, a group of game
practitioners who have subscribed themselves to the indie game movement have also brought
a sense of subversion to the discour$ee Scratchware Manifesi@®esigner X; Designer J1;
Designer R, 2000 a text that includes the views of different designefgameson situations
within the game industry that are not optimal. The manifesto deals with several topics, such as
the rights designers have over their creations, their games, the exploitation that the industry
performs over people and resources in seek of moaed power, and even the rejection to
negative industry traditions such asrking extra hoursGreg Costykan, also known as

Designer X, is one of the contributors to the manifesto. He advocates for a game making
practice that favors creativity and innav@n, breaking away from the controlling ways of the
industry. He calls for a revolution of independent developers such as the movement originated
by the first fathes of the videogames, such as Chris Crawford, Will Wright or Dani Buten.
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Anna Anthropy isin independentesignerof gamesand activist that has made games that
guestion the status quo on sexuality and gender such as her most knownQgsvie
(Anthropy, 2006) a game that portrays her journey with hormone therdapyransition from
male to female. Besides her gamésine Anthropy(2012)advocates for a game making
practice open to minorities and unrepresented groups thidvas ordinary people express
themselveghrough the desigof games, such as decades ago other creative people did
through the production of their own sethade zines.

Another important figure of the indie game movement is Paolo Pedercini. With his initiative
Molle Industrishe has made many gampgesening strong criticismabout pivotal social

topicslike poverty, gun control, slavery, religion intolerance, among many other themes. As an
active voice within the indie movement and in academia, Pedercini sees actors within the indie
scene as cultural producers, lgishers and makers with creativity and valuable skills with punk
roots going through a scfiebellion against capitalisiiPedercini, 2012)But because

capitalism is uneoidable and the market is saturatimgth a high offer of games, Pedercini
suggests indie game makers to conquer new spaces and sita#ttimrhavenot beenyet
exploredby the industrysuch as gmes at work, games for seniass making play out of new

and untypical controllers and interfas(Pedercini, 2017)

From thegamestudies perspective, some theorists have also offered their view on indie
gaming. Jason Wilson sees indie gaming as a multidisciplinargriedpassingnedia art,

activism and entreprengrship. Wilson considerthe makers of indie games as staip people,
politically engaged producers, hackers, modders, vintage game revivalists and as explorers of
interface possibilitiegWilson, 2005)Realizing that the concept of indie gaming revolves

around a series of conversations among different actors including producers, developers,
RSAAIYSNAEZ 22dNYyFfAadas FyR LXF@SNAZ tl2f2 wdzF-
series of discourses ideo game culture that changes the understanding of the values
FGONROdzGSR (2 (KS LIRBfRAZDOIIN21YS) 2 F | GARS2 AL YS¢

The values to which Ruffino refers to are mostly those that deal with the distribution,
development and financing of gam@suffino, 2013)He implies that the industry underwent a
transformation of structure and ways for working. The industry changed its dynamics but not
towards democratization; it transformedtmforms propitiating the outsourcing of services

and the finding of alreadynade assets to profit from. The indie game movement arose finding
in this context a place where to thrive.

The relation between the indie game movement and the industry is gltioated one Many
times one concpt has been contrasted to the other, bakearcut definitions are hard to
provide. The main reason is thaiainstream games do not represent a uniform or singular
entity (Parker, 2013)This aplies as well foindie games. fiere is no single indie game
movement but a plethora of tendencies and discoursethay aredescribed and lived by its
participants(Lipkin, 2013)For this reasorthe characteristics and viesson what indie games
are will differ from country to country and from one social circle to anothgkin, 2013)
Designer and academic Paolo Peden@fil2)envisions indie gaming not as adisanbut
more as a continuuma gradient through which indie game developers project themselves and
their games depending on the degree of freedtiray enjoy or lack dfrom capitalistic
structures(see illustratior?).
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lllustration2 PaoloPedercirs visualizatiorpositioningindie game developers

With this diagramPederciniprojectsindie game developergithin a continuum in relation with
mainstream developersased on their degree of independenitgm capitalistic structuregPedercini,
2012)

One of the situations that can be observed within the indie game movement is that its actors

and participants build strong connections among each other. They behave like part of a

community where they support each othérhis phenomenon is very visible in the social

network Twitter. Independentesignersaand developerdollow each other, retweet each

20KSNDa G(GoSSGax FyR SadlofAakK LlzofAO O2yFdSNAEIF G
post sketches and mockups, shaheir ideas for potential games and give previews on their

prototypes and upcoming releases.

Guevara Villalobog011)identified this phenomenon within the indie gammovement and

called itcommunities of practicélhrough a study consisting of interwie with game

developers at independerompanies, Guevara Villalobos depitttese communities of

practice as social environments, both physical and virtual, where menshare knowledge,

expertise, resources and wopkactices. Thewlsotransfer skillandsupport each other with

RSAA3IYy YR RS@St2LISyd 1 &%andpraading feedbacki8a G Ay 3 S|
these communitiepeople find moral support, build trust and find motivation for their indie

endeawrs. The common interests around game making keep these social contexts clipped

together (GuevaraVillalobos, 2011)

Another explanation to this situation is provided by Pierson Bro{2045) Browneturns to

thephA £ 2 & 2 LIK S NJ . S y(S0Be)tdainalyreyhie BditEg@nsérdéement.Anderson
(2006002 A Y SR G KS (SNY)Y ddandyznafiGaisnexplamnghadtnatiéns

are social constructs of individuals who share a set of ideals and interests, identify themselves
as part of a certain group or nation, and have an image of a communion, even in cases in which
these individuals do not know each other or have a limitedractions among them. Browne
(2015)expands this concept andrgues that indie developers and the indie game fans share
common discourses and that these actors have a common understanding of what indie games
are and thekind of position they have in regard to what the mainstream is.

The discourses and narratives so far presented place value on the, tieiesindependent
and independence, to the point that the words indie and independent are interchangeably
many cass i.e. indie game and independent gamesl NA I DI NRlrabargfyR t | 6 SO D

% The terms indie and independent pose different connotations. Accordifjdiionary.comthe word
GAYRSLISYRSyGé¢ KFa Ada 2NRAIAY 6SGs6SSy mcmn YR mcmp FYR NB
regarding opinion or conduct; to someone that is not subject to an authority or jurisdiction and is autonomous or
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analyze popular discourses around the two terms in games culiu@sler to understand

what these two words connoté2016) ¢ KSa S NBaSF NODKSNE SELIX FAY GKI
indicates a status of independency of the game in regard to an external factor of financial,

creative or publishing kind. This entails that a game can be considered independéhem

one or all of these threfactors(Garda, et al., 2016fzamedevelopesthat investtheir own

money to produce a gaewould be financially indepeeait. A designer coming up with the

whole concept for a game and taking it further until its release wdd creatively

independent And a studio releasing a game withole support of another entityvould be

publishing the game independently.

A few examples of Gar@a GrlyoR: NOT 81 Q& | LILJ A SR (G@daSetal.g 2 dzAf R 6 S
2016) Super Meat BoyTeam Meat, 2010)ould be independent financially, creatively and

from a publisher, since the game was gatided and selpublished and totally and freely

developed by its creators, Edmund McMill@nd Tommy Refene8raid(Blow, 2008)vould

be financially and creativelpdependentbut would not be independent from a publisher; the

game waseltfunded and totally freely designed by Jonathan Blow but was published by

Microsoft. Selpublished and selff A y I Yy OS R wAAgH BRI RI(RAID Fhertainment,

2011)would not be independent creatively as its creation is based on satisfying a specific

casual gaming target market. While games oftth@ & 8 8 A y Q& (UDNBHSROZT NI y OKA & S
2017)would not be independent at all, for beimgojectsdeveloped by large studios and

funded and published bybisofttargeting a specific market audience.

On the other hand, for Garda andabarczyK2016)the termindiein current popular

discourses makes reference the denomination of a group of independent games &mthe

period in game development history in which these independent gémags arisen and

gained momentumthe midH n n THe dedearchers identify these independent games and
time period aserie8 T @I NRA I 0 f S & Y intNAsi6 pidpertiesif khe gamedaBtd S NJ (i 2
characteristisof it K S 3duroéndi®s or developmentSome of these markers or

indicators are the following: the 2D visual style of the games, the development of the games
by smalisized teams, the smdile-game sizes in comparison to nordie or mainstream

games, the use of middleware and opsource toos$ for the development of the games, the
development of games under a small budget, the low price of games at the market, the
exploration of new themes and gameplay, the distribution of the games through digital
platforms, the rise the local game scenes anthmunities, as well as a series of oftentimes
opposing or contrasting ideologies around freedom, creativity and professionalism constituting
a peculiar kind of indie mindset.

The markers Garda and&barczyk2016)provide are not, however, subsuming all the
possible features of indie games. Garda anab@rczyk see thesmarkers a highly influenced
by economic, socialnal technological circumstances well agunctional just in certain
contexts,prone to constant varian and subject to counterexamples or exceptions. This due
to frequent changes in the environmentsvrhich indie games are immersddy instance,

from time to time a new distribution platform gets popular, a developing tool becomes more
accessible to these of more people, or a visual or narrativedesign style becomes trendy
(Garda, et al., 2016When such events take place the understanding, dynamics and the
especiallythe markers of indie games start to vary.

free ofthinking and action. It also refers to someone or something not influenced by others, to being not

dependent or contingent on others, as well as rejecting or refusing obligations from dietnary.com, 2017)

Indie, on tke other hand, is supposed to have arisen around 1940 and 1945 having as its original source the term
AAYRSLISYRSYy(ié¢d ¢KS (SN NBFTSNER G2 Iy AYRSLISYRSYG 2N LINR G
to those belonging to the creative indmg, film, music or games. It is also a genre making reference to

independence in its productiofDictionary.com, 2017)
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With the followingmodel,Garda and @barczyl(2016)aim at conveying the dynamics and
interrelations of the connotations of the two terms, independent and indie. The core of the
model is constituted by the three types of potentiatiependence the researchers posit:
financialindependencecreativeindependenceand an independence from a publisher. As
well, and represented with satellite orbits around the three types of independence, the
researchers present a few of the markers tioe term indie implying thattheseconcepts are
variable due tachanges in game development spheres.

SMALL
TEAM

FINANCIAL CREATIVE

PUBLISHING

lllustration2.3. Interrelations of the connotatiors of the terms indie and independent lyarda and
GabarczyK2016)

A counter example or exception to the markers presented by Garda eafth&zyk i?No

a |y Qg2015)Fér the development of thimdie game£1.25 million were pledgon the
crowd-funding siteKickstarterand had behind its creation a team of ab@B0 people. The

game offers through its procedural generated content practically infinite explorative gameplay

and is available for the price of about 60 euros on digital platforms as wellass\o® NP 4 2 T i Q&
Xboxand{ 2 y RlagStationDiver, 2016)The case dbf 2 a | Y (s very|sge€ia on¢o

the point that it resembles more a mainstream game than an indie gaheecifcumstances

around the development of this game as wellhasv it is marketed make of this game an

example going beyond the borderlines of what indie games constitate the perspective of

the theorists previously presented.

The backgroundr historyof the indie games movement is a particular one and it delseon

the lenseghroughwhich it is analyzed; this because the first videogames ever created

happened outside of an existing indust@nce an establisheand prolificindustry appeared

the distinctions between independen@nddependency from it becameralevanttopic. It

was early in game development history when fhist efforts claiming for freedom to create

FYR F2NJ 6KS 3INIyaGAy3a 2F NRAIKGA dzLl2y | ONBI G2 ND:
programmerdavid Crane, Alan Miller, Larry Kaplan ant Bthiteheadeft Atari because

their professional needs for appropriate credits over their work and fairer economical

retributionswere not met. After their departure, these designers and programmers funded
Activisionwhich is considerethe first independent game compaiilylemming, 2007)

In 1991 John Romero and John Cormack left their programming jobs sbftware company
Softdiskio create their own prolific game compait Sotfware With their company, Bmero
and Cormackpawred such hits a®oom(id Software, 19932016)and Quake(id Software,
1996) and opened th&oor tothe creative involvement of fans by making thgame engine
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available fouse forfree. (Lowood, 2014). dzii o O] Ah¢ Quakié Engimedasinotdhad
only engine availablandat disposition of people interested in authoring or modding games.
Many other means for game development coexisted suKlik "'n PlayGame Makeor XNA
These engines and tocdddlowed game connoisseucemingup with their own creations
already before the turn of the millenniugMorley, 2014)

Indie games got in the spotlight halfway throughfK S RS O RS wBhEheigl&aSe ofi n nn QA&
Braid(Blow,2008p | 2 6 SOSNE |t NS R&8 Ay (GKS SHidNI & &SI N&
Zimmerman was awaref such games and wrote about thgf2002) Back then Zimmerman

called for arinclusiveunderstanding arounthe indie; an understandinghat could involve

their funding, marketing and distribution, as well as their specific properties and features, and
alsoother aspectssuch as their spiritrad culture(Zimmerman, 2002)

Years later, as indie games got prominergame theorists strted to touch upon all théopics
suggested by Zimmermawhen aralyzing the indie game movememut just as Garda and
GrabarczyK2016)and Lipkin(2013)note, there is not a single history or background of the
indie games movement, norairrentsingle and uniform indie garsenovement. There are
many games movementhat can be talked abouper country,pergame genreper game
trend, etc.

The next section presentshaief introduction toone ofthe approaclesgame theorists have
undertaken to analyze indie gamdsy, drawingparallelisms and@domparisors betweenthe
relationships ofndie mediaand mainstream mediand indie games and mainstream games
This is followed by aoverview of the background of indie cultures amingsomeexamples

to argue that drawing parallelisnigom indie and mainstreammedia is not he best approach
for the study of indie gamesince each mediurnas a different background and works under
different logis and circumstances. Thereaftéhe theory on alternative media, series of
theoretical perspectives suitable for the understandafgndie culturesand by implication
also of indie gamess introduced

UNDERSTANNGTHE INDIE CONCEPT

With the aim ofunderstandngthe concept of indie within game cultures, some theorists have
compared and drawn parallelisms between the domainsdie and mainstream mediand
indie and mainstream game$hese researchersentionrecognizingan oppositbn between
indie musicand mainstream music arfztetweenindie cinema and mainstreaninema, but not
between indie games and mainstream ganj@shnSudmann, 200§Martin, et al., 2009)
(Lipkin, 2013)Trying to understand indie games througther indie media is aseful
approach; however, this stae entailspitfalls. First, indie applies not only to media alsoto
other forms of cultural expression and productj@md its nterpretations have changed
through time as ihas got ceopted by and broken free frongapitalisticstructuresthat will be
further explainedOakes, 2009)And second, within media possible to find actomwithin
indie movements somehowoing against the valuesdie standsfor, suchasfreedom or
independenceThe examples presented hereafter are an elaboratiothefarguments just
postulated.

Indie is more than indie music, indie cinema and indie gainége includes more than just a
phenomenon existing in reference to or in relation with an established commercial media.
There are many other forms of indign fact, by checking related topics and tags to indie games
in Wikipedia(Wikipedia contributors, 2017t is possible to see how the indie movement
spans through different forms of expression and cultural production. Thasaot only been
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indie musicindiecinem& AYRAS 31 YSa 2N AYRMNBENS RAYIXWI | G0 N
apparent logicatounter discourses.hEre have also beeindie writing, indie video, indie

press, indie software, indie art and indie desigmlie has had the forms afomics, fanzines,

open source softwag, selfcurated art exhibitions antteeware among many other examples

of cultural production.

In Slanted and Enchanted: The evolution of Indie Cu{f@9)Kara @kes presents passages

of her experience around the indie; specifically what she lived growing up in Oakland and

Berkeley immersed in the creative subcultures of independent artists, musicians, cartoonists,
GNRGSNE | YR (KAY 1 SNA ghdiffdreptSiécaiess ThEs¢ pabshgesistadind: y G K
0KS mMmppnQa |yR GKS mMdcnQa ¢ Wndiekculturdklinkodgisdch G K I G I
actions as making art outside of tkenventiona) networking, valuing creativity over profit

and working at grssroots levels. Examples of those years are poet Allen Ginsberg, dancing and
OKIyiAy3a K2Y2SNRBGAO | yR LIt A iihe Diggeréa® anaddkist NA SR LJ2
YR FOGAGAAG 2NR Syl S RtheuBddz§roLINGomiK Fap 1byiRoRtt § S NJ 3 NP dzl
Crumhb

)
y

¢CKS mMpynQa LI aal 3Sa o6& hprdpsvatingihitadigh alethosadfs OGS NE A 2
forms, such as zines likglipside Slash CometbusAbsolutely Zippand Maximumrocknroll

(MRR)comics, flyer art, skating and tape trading as well as the risigequnk underground

for the sake of seléxpression, including the appearance of the punk music v&ilmeanat

Hn DAfYlLYS Ay . SN]StSesz /IfATz2adgehdvaingLy (GKS M
aroundseveral situations likéhe allfemale headlined everitove Rock Revolution Girl Style

Nowat the International Pop Underground Conventjdhe female rock ban8ikini Killthe

Bikini Kilkzine and the feminist ideological compeuni Riot Grrrl Manifestdy Bikini Kilk2 &

f SFRSNJ YIFIGKESSY 1 Fyyl o . dzi &sAwtlieiKsShemepdghakera = §( KS
to the roots and found themselves questioned in their identityen Nirvanaeached

mainstream success and other indietsalso opted for or were caught in a commercial

crossove® CNRY GKS fFGOSNI RIeasx GKS Hnnn@die hl 15Sa 1
such as the itinerariRenegade Craft Faiado-it-yourselfr Yy R A RS2 f 2 3 A Orivdnf @ G NBo6 S
crafts maket focusing on quality and unigueness of works; a place-$birts, knitted bags,

jewelry, recycled artifacts, velcigkirts, etc.

“¢KS GSNY aO2YAE: NBFSNB (2 Iy altaSNYylIGAPSeE SSNEA2Y 2F O
GKIFIG 6SydG I3rAayad SaidloftAdKSR Y2NIf O2RS&a FT2NJ YI1Ay3d O2YA
censorship of any kind and oftentimes depidtsex, druguse and violence in their pagéSakes, 2009)

28



llustration2.4.a A OK S PoStcatd Machidand one of her postcards.

Onthe right, an illustrationof the Postcard Machin€Ott, 2016) an itinerarycraft-fair-speakingbooth
designed by Michelle Ott for the vending of hamaide, highly personalized and in sidrafted postcards
(Ott, 2016) Onthe left Words of WisdonfOtt, 2016), one of the postcards Ott personally designed and
sewed, as the many other postcards st@disat fairs and events like thRenegade Craft Fgi©akes,
2009)

The indie depicted by Oaké2009)is a series of alternative forms of expression existing both
outside and without the need of a reference to commercial and established power structures.
Ly TlFOGZ &a2Y$S 2rotnked i BanSreatieduidrifarbta exist,For instance
poetry or selfpublished manifestos. Such indie forms represent contexts for experimenting
and developing radical ways of seeing, thinking and b@nmcombe, 1997)Thecultures

these forms of expression represent are spaces for creation without a lead and out of the
terms of the status qu¢éDuncombe, 1997Nevertheless, some indie cultures have also been
prey of commercial interests and beeised as flagship to allure individuals whose tastes lie
outside of theconventional

According to Oake2009) punk and other indie subcultures were in the past oftentimes

rebranded and repackaged aesthetically by corporations. But such a phenomenon was not as
AyiSyasS a Ay (GKS tlLad @SFENa 2F GKS RSOFRS 27F |
due to mutiple corporate ties around indieelated situations. iPods were indie because they

featured indie artists in their TV commercials; the pricey clothing retaieerican Apparel

was indie for advocating fair wages for their workers and for presentingenifmoking girls in

their advertisements; Toyota Sciooarswere indie for being marketed for D.l-dfiented

people due b customization possibilitieand even music outfits formerly signed to indie

labels with indie looks, indie sound and indie spex; were signed to major labels and

played stadium gig€akes, 2009)

Smilarly tothese examples dhe indie beingreinterpretedby corporationsseveralmedia

theorists have portrayed cas@gerethe indie has hadntricate relationshigs with the

mainstream. Within musidjesmondhalghn1999)studies the case of thimdie music labels

One Little Indiamnd Creationand the strategies they followed to thriv&he former, with very

strong punk roots, was partly sold in attempt to stay financially afloat and later on even

established links with major companies liRelyGrambut kept its ethos of privileging artists

and promoting anarchistic ideals with its retes. The case oDne Little Indiamepresents he
GLINEFSaaA2yFfATIFIGAZ2YE 2F aLlzy ] ¢ 3 CeafionéSa Y2 Y RKI f °
taken over bySonyand focused omarkets labeled amdie rock, indie pop and Britpop. This

move helped the labereach internationalization with acts likéasigHesmondhalghm, 1999)

On the other hand and within film theory, Yannis TzioumgXid 2)talks about a very popular

kind of indie cinema from the USA lacking kinship with European films, something indie films

used toalwayshave. Instead, these indie films consist of an amalgamationaifistream and

indie elements. An exampleRlp Fictior{Tarantino, 1994)a multimilliorgrossingndie film

partly made in association witkliramax,anindie film production housebut starred by

Hollywood stargTzioumakis, 2012) his is what Tzioum] A & RS FTAy Saterimtd GAYRA S g 2
refer to a later phase afinema where the lines between indie and commertiais have

become blurry.

The situations that Hesmondhalghi®©99)and Tzioumaki§&012)explore indicate that
multiple shape®f indie exist withirmedia, as well agariouslevels of ceoption and
dependencyHesmondhalghn(1999)and Tzioumaki€2012)do not present examples of an
opposition, but rather of a symbiosis. Indie in music ancinema haveyot differentforms
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through time. For this reason drawing parallelsbetween indie media and indie games is
challenging, because there has not beingregular indie music or indi@nema, but many
forms of them.

A suitabletheoretical approach to understand the indie not as a counter media bthes

broad conceptencompassingelf-expression, networking and cultural production as Oakes
(2009)exemplifies, is the theory @iternative mediaFor Chris Attor2002) alternative media
are not a resistance to mainstream media, but rather new cultural forms pushing the limits of
pluralism inpolitical and artistic waysAlternative media are not counter media and include
forms and shapes that imply no opposition to established media traditions, for instance zines
and hybrid forms of electronic mediihese media give voice to counter and aiegive
publicsandfavor autodidacts working through collective experimentatiMoreover,

alternative media danot intend to become a legitimate culture, instead, stay middle and
lowbrow, in a space open for the expression of pedpliton, 2002)

Olga Guedes Bailey, Bart Cammaerts and Nico Carpé2d@r)envision alternative media on
one side a a phenomenon existirg relation to the mainstreamas a hybrid form of
independent media challenging established powers, authordies structures. But Bailey,
Cammaerts and Carpentier also find alternative media as a phenonm@torecessarily
counterhegemonichut yet representing theneans for givingoice and representation to
communitiesand for connectingpeople and their concerns locally and globébedes, et al.,
2007) Bailey, Cammaerts and Carpent{2007)profile alternative mediainder fourdifferent
definingapproaches:

1 Serving the community: thispproachrefers to a communityndependentlyof its local
or globalscope and the possibility of such community to grant access and participation
to its members to mediaontentand toproduce media. As well, it refers to the spaces
propitiating public debates and setepresentation of the community and its
members.An example of these media is a radio program in a local radio station
working as an open microphone granting communmitgmbersthe possibility to
discuss on the radio and through the radio the problems of the community.

1 Alternative media as anlternative to mainstream medidhis definition identifies
alternative media as the meaifisr societal groupso produce nonconformist and
counterhegemonic representatiorand discourses relation to a mainstream media
that naturaliz a prevailingform of common sense. However, this approach also
includesthe contingency oélternative mediaalternative media asomethingrunning
in parallel to a mainstream media without representing a couwfitem but still
providing content that varies from the mainstream in ideological, representative and
discursivevay while allowing experimentation An example of these media is
alternative journalism in countries dealing with war and armed conflicts in the form of
blogs reporting events mainstream media does not attend.

9 Lnking alternative media to civil societyis approach refers to seeing alternative
media as an ordinary voice of/itisociety, as tools or means for democratization.
Examples of these media aseltcreated,selforganized and setlun mailing list and
forums of the civic society to talk about their issues and politics.

1 Alternative media as rhizomehis approach envisions alternative media in reference

to the metaphorof arhizome nonlinear,anarchicand nomadic. It considerers
alternative media amovements of the civil society presentiegchtraits as
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connectivity, heterogeneity, multiplicityupture and mapping This means that under
specific circumstances like a catastrophe or an emergency, alternative media can
connect witheach other or even with governmendsid the markets in order tceach

a common good. As well, it entails that alternatimedia appear and disappear; once
they have becomestrong their presence casuddenlydelude or after disappearing a
new form of them arisesExamples of these media are civim radio frequencies or
stations that appear after an earthquake to gather gligs and that tend to disappear
as the needs for help decrease.

Christian Fuch@010)expands the concept of alternative media providecBajley,

Cammaerts and Carpenti€2007)and coins the terneritical media Converselyo the
previoustheoretical views, Fuchs focuses only on that altermatiedia thatchallenges the
dominancy of mass media in termsmkdia structures, content, distribution, production and
reception. Thisltallenging alternative media is what Fuchs sees as critical media, in the sense
that these mediaafford criticality within the public sphen® whichthey address These are

media of the society potentially stimulating public debéteichs, 2010)

ForFuchq2010) the capital mass medire produced by the elite, hierarchically structured,
ideological in form and contendlistributed through marketing and public relations and aiming
at causing a manipulative receptidm. contrastthe critical mediaare produced by citizens,
critical in form and content, rooted in community organizations, distributed through
alternative clannels and aiming at accomplishing a critical reception. Moreover, Fuchs
identifiesin criticalmediaseveralqualities in theirform and content(Fuchs, 2010)

1 the content ofthesemedia revolves around betterto-be cietythrough the
strengthening otc-operation and participation;

1 these mediappeals fomewand betterpossibiities of social development tbe
imagined;

1 these media it itself contradictory; ast entailsrupture, change, dynamicthe
unexpected and ne-identity; and,

1 these medidries to raisethe awareness wequality in society and talsgdhe stance of
the oppressed and exploited.
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Alternative media

Examples

Altemative press,
critical art

Free radio, independent
radio, community radio,
pirate radio

Radical singing, protest
singing

Alternative music
concerts, protest song
concerts

Alternative music,
recorded protest songs

Critical theatre

Independent cinema,
underground film, avant-
garde film, amateur videos
Public access television
Alternative online media

Mother Jones, Oz, Bay Guardian, The
Nation, Le Monde Diplomatique,
New Statesman, Fifth Estate, Class
War; Duane Hanson, Joseph Beuys

Pacifica Radio Network (KPFA Ber-
keley, KPFK Los Angeles, KPFT
Houston, WBAI New York, WPFW
Washington DC, National Federation
of Community Broadcasters, Grass-
roots Radio Coalition

‘Oh, freedom’ (abolitionist), "We
Shall Overcome’,

See alternative music, recorded

protest songs

Mogwai, Godspeed You! Black
Emperor, Billy Bragg, Robert Wyatt,
‘The Preacher and the Slave’ (Joe Hill,
socialistic), ‘Bombtrack’ (Rage against
the Machine, social justice), ‘Sound of
Da Police’ (KRS One, Anti-Racism),
*Kill the Poor’ (Dead Kennedys)
Youth International Theatre (guerilla
theatre), Brecht's epic theatre

Crash (Paul Haggis, 2004), films by
Jean-Luc Godard, Rainer Werner
Fassbinder, Andy Warhol

Manhattan Neighborhood Network
Indymedia, Alternet

lllustration2.5 Examples of alternative media as critical media presented by Fa6ie p. 187)

As shown in this sectiomdie as a series of discourseariesfrom one cultural form to
another and from actato actors.One the onéhand, ancdbl & SR 2 (2000} {1 Sa Q

| SaY2YyRKAMDBKYR &¢ T A (20d2¥eixamplés@ well on the theory of alternative
media,the roles ofthe indie inreferenceto the mainstream can bdepictedin the forms of
antagonism, pallelism, ceoperation or even as aew paradigm SooA0-become or sooio-
supersede the current mainstrear®n the otherhand indie can be cultures existing outside
the mainstream and with no much reference toktow can the indie game reementbe
interpretedfrom these twostance® What is like amdie game movement ireferenceto a
mainstream industry Whatis like anindie gane movement with no reference tmainstream
gamesHerafter | will explore both perspectives

INDIE GAMES ASI 9

Gw! 5L/ [ ¢

he¢l 9w

Afew game theorists havealked about findingan opposition betweerindie music and
mainstreammusic andbetweenindie cinema andnainstreamcinema but not betweenindie
games regarding mainstream ganm{@ahnSudmann, 2008Matrtin, et al., 2009)(Lipkin,

2013) Almost a decade ago Jaludmann2008)compared indie games and indie cinema to
find out if indie game represented an opposition to mainstream games asdresideredndie

filma G 2
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AYRAS 3HYSa 2FFSNBR Ayy20FGA2y odzdi RAR y23G NBLI
vision on indie games regarding mainstream games ended up echoing in the papers of many
game theoristgMartin, et al., 2009§Parker, 2013)

In his analysis, Jafudmann(2008)pays attention to three main variables as main
characteristics of independent films: the position of the film or flmmaker raggttie

industry, the kind of formal and aesthetic approach indie fifeature, and the relationship of
these fims towards a wider social, cultural, political and ideological outlBaeligardinghe

first variable JahrRSudmann argugthat while indie films dispose of efficient distribution
channels to runn parallel to the Hollywood industry, within game®vementsmajor
enterprises like EA, Sony or Microsoft were very dominant in the marketrelegatedndie
games to lowbudget productions and with limited means of distributions, which at the same
timeA YLISRSR A ¢gRcesS. I YSaQ

Regarding theiformal and aethetic approach and their relation towards a broad social,

cultural, political and ideological landscape, J&udmann2008)stated that indie games are

visually different from mainstream games due to production sdaletheir low budget costs.

Yet hedoes not findan aesthetic countediscourse or resistande indie games regarding the
mainstreamasindie films by the acclaimed film directors Harmony Korine, David Lynch or John
Watersfeature. Moreover, JahanSudmanr(2008)thinks that the aesthetics of mainstream

games are not developed enough to be strongly challenge, reason why instead of offering a
ONRGALdzS G2 YFAYAadNBlIY 3FKrYSaQ SatkKSGAOa AYyRAS
not an opposing phenomenon.

Since Jahsudmann wrote his paper, many things have changed with indie ciasmeell as

with indie gameghat may question thénstrumentalelements of his analysis. In the last ten
years new distribution channels likutubeor Netflixhave appeared ashbecomepopular,

new funding platforms exist lik€ickstarterand Patreon and the production of filmm and
gameshas changed due to digitalization and the development of technology. And within

indie gamemovement events, circumstances and discoursésllenginglahn{ dzZRY I Yy Q&
understanding of indie gamémvealsoemerged, allowing envisioning sormlie gamesas

thea Ny RAOIFE 20KSNE 2F YIAYyadNBFIY 3AFYSao

Indie games and the indie games movement have presented an evolution for the last two
decades irwhich they have gained momentum. For this reason, the views about them and
their interpretation by writers, critics and academics may be challenged or seem unfitting in
present times due to recent events or facts questioning past theories or assumptions.
Moreover, there is not a single or uniform versioraofindie games movement or a single and
uniform version of the game industryhus,to draw categorical and tim&asting judgments

and contrasts between the two concepts is impossible.

However, aiking inconsideration the complexities that contrasting indie andinstream

gamesrepresent, | argue thandie games can represent an opposition to mainstream games

to acertain extent from several perspectives. Indie games represent in some scenarios a

GNI RAOFf¢ 20KSNJ G2 YIFIAYyaaNBFyY 3FrySa AT GF1Ay3 |
aesthetic{Niedenthal, 2009hot only as visuals bulso as many other aspects constitutiag

game experiencsuch as the gameplay, how much money the gamesawdtowthe gameis

presented to the public.

First of all theindie game movementanNB LINB &Sy &  a NI RAOIf 20 KSNE
because indt games offer a variety in gameplay that mainstreams games do not. By paying a
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visit to an electronics or a retail game store, we can find a limited number of gameplay styles:
sports, adventure, fantasy and mostly shooters; in other words, the franchisegRg¢EA

Sports, 1993 2017) Super MarigNintendo, 1985 2017) Grand Theft Aut¢Rockstar Games,
2001- 2013), Call of Duty(Activision 2003- present) among others. And it is also possible to
spot a few indie games, such as the very popMarecraft (Persson, 20119r Fez(Fish, 2012)

as well as more recent releases suclDagrcookedGhost Town Games, 201@)Cuphead
(Entertainment, 2017)

lllustration2.6. Examples of commercialiyccessful indie games.
Onthe right CupheadEntertainment, 2017)on the left OvercookedGhost Town Games, 2016)

Butindie games, and especially those distributed digitaligthe onesoffering a larger
diversity in gameplayA few examples of more diverse gaplay styles are mutaward
winning indie game€rypt of the NecroDancéBrace Yourself Games, 20H5)dDERU The
Art of Cooperatiorfink Kit Studios, 2017Jhe formerisa roguelike dungeorexploration
game where the movements of the characters are influenced by the beat of the, music
affordingthe possibility of playing either with a normal controller or even dgpaeé. Te
latter gameis a ceop puzzle with abstract but stylish and attraet visuals in which the
players have to overcome challenges basedigiit contrasts

| [
BOLIN +
=
T
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lllustration2.7. Examples of indie games with particular gameplay styles.
Onthe right, Crypt of the NecroDanc@race Yourself Games,1R), on the left DERU The Art of
Cooperatiorn(Ink Kit Studios, 2017)

Moreover,taking a deepelook, it is possible to see how sornmalie games havenadesimilar
or comparablampressionamong critics aghoseindie films by directors Harmony Korine,
David Lynch, or John Watetke directors mentioned by JatBudmann(2008) In an article
from 2012, journalist Taylor Clark consid@gid(Blow, 2008an auhorship work similar to a
film director@work because it aims at hinting Jonatha2 B¥ @edly personaview on human
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conditionand deals withte pursuit of something transcendent@lark, 2012)Additionally,

Y 2 ( I Dedmfy Manager Stephen Totilo points out tiraid(Blow, 2008yepresents a

commentary on game desidrecause severalements such asoin-earning, death andime-

reversinghave avery peculiar meaningotilo, 2007 CNR Y . f 2 g éndas qustedi LISOG A @S
by Clark2012) Braidequals incinemato the making ofCitizen KanéWells, 1941)while other
YIEAYadNBlIY 3 YSES ehudlibgfiltodike 821 Boysigtis Wik Smith(Bay,

2003)

Within the indie games movement it @sopossible to find games that represesut aesthetic
counterdiscourse or resistance to the mainstream besiBesid(Blow, 2008) With the
puzzlebasedThe Withes$2016) Jonathan Blow explores namerbal communication and
invites players tdoster their awarenesso being more mindful, something that oppase
common mainstream games. With the upcompwgzzleplatformer Miegakure(2010)Marc
Ten Bosch expands the possibilities of games by presenting a game irthvejddyer
interacts in4 dimensionsinstead of the 2 or 3 diimsionsalwaysafforded by the medium
And with the indie labeBlendo Game®randon Chu aims at creating hacra@fted games,
taking distance from magzoduced game forms.

Some indie games have also got the attention of the industry for the uniquendssiof

design. Years ago at tiames Developers Confererice) A & @ehtiveirector Clint

Hocking referred to the indie ganiRassagéRoher, 2007) & FT2ff 2gayY a2 K& OF yQi
I3FrYS GKIFIG & & & YSIFya az2Bedrindgi2g13)Kgoodhnswartoy S G KI G
| 201 Ay AQaindipdeSigneiWRyw2 @lta / KSy Qa 02YYSyd Fo62dzi GKS
the industry ad gameplay stylest 1 KS o6f 201 06dza i4SNJ 3 YSa dzasS AdG F2N
2OSN) FIFAYyd 2KIFIG ¢S GNASR (ZBedyay,2083) 1S 61 & GKS ¢

Another kind of opposition identifiable within the indie gasmovement regarding the
mainstream is lucre. Even though some indie game develapake aliving through the

profits of their games, it is very common to find indie games thatarapletelyfree (Ruffino,
2013) For instanceGGameJolshowcases handful of indie games that are for free, or that are
accessible on a donation base without a fixed amount of money. Convearsahstream
gamesfocus on profitability and popularity over creativity and artidfiypkin, 2013)

Indie games oftentimes present a peculiar visual style, a style Jesper Juul has identified and
found in such games &8/VVV\(Cavanagh, 2010Frayon Physics Delugurho, 2009pr And

yet it moveqBroken Rules, 2009)hese works looketro, nostalgic or hananade alikebut in
some caseanddepending on the game only feasible by the usemftemporary technology.
Juulidentifies atrend for emulating lowtech and cheap looks without being necessarily a sign
of alow budget, but rather a deliberately design asimted with a particulaethosof the
movement(Juul, 2014)Mainstream games, othe other hand, do not present such a

particular visual phenomenon.

Even thoughhe previousSE | YLX S& aK2¢ K26 AYRAS 3JIYvYSa Oly NB
mainstream games, this does not mean all indie gaanesopposing formo the games

produced bythe industry.Among indie games it is possible to find examples of games that

mimic the looks andidcoursef mainstreamgames. In contexts where people find means to

develop their own game through the useafame engines and the downloadinfcontert

from agame asset store, it is logiqgadoplemight also want to make their own versions of the

games they are fans of, which at the end can yield games that are very similar to mainstream

games, but in customized versions.
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The indie games movement hizsinched the career of some indie developers and put them in
the spotlight such as Jonathan Blow, Derek Yu, Nicklas Nygren, Marc Ten Bosch or Jason
Roher, among othersThesaxmties can becomparel to what indie film directors aslarmony
Korine, David.ynch John Watersepresentin cinema. Yet, there isithin indie movements
manymore indie game developers and indie film makers that do not stand as an opposing
force against the mainstreawor that simply have not got big attention to be consideredmy a
way in reference to the medium where they develop their work.

Moreover, when drawing further contrasts between indie games and indie films more conflicts
arise.In one handthe oppositiondindie filmsmainstream films that JahaSudmann(2008)

pays attention to is based on Hollywood cinerd&cinemaasa hegenonic international
structuredoes not include local and regional markets. European cinema is seen as art cinema
(Tzioumakis, 201nd other regional trends of cinema have no representation withth

cinema or simply do rtacompete with it, reason why these kinds of cinema are out Jahn

{ dzZRY | Yy @QGD8) DA S &

On the contrarythe indiegamesmovementresembles mor¢han indie cinemal 2 a O[ dzK | Yy Q&
concept of global villagEl962) a series of distant economic structures interconnected

through the use technologyhe indie games movement is more inclusikkan cinemain the

sense that a small team of developers in Indonesia, an indie desigBeuth Africa and a

hobbyist developer in Alaska cafifind their way to reach international markets with their

games and compete within the worldwide game market. Within this cditipe, their games

will be judged and positioned in relation to the rest of the indie games and in reference to

industry games.

The indie cinema that JaHBudmann(2008)analyzes leaves many local productions out of its
view. Thus the cinema made in small countries or by students will be totally ignored and not
judged as an oppositioor similarto the mainstream cinema. While in the indie games
movement games made in small countries or tudents have won importanfestivak and
obtained worldwide recognitiorin other words, the accessibility and easeptoduceand
distribute makes a hugdifferencewhen comparing indie games and indie filrBfceindie
games can haveelatively morerepresentationor presence whn compared to amdustry

than indie films hge with the mainstream cinema portrayed BghrSudmann(2008) it is
possible to generalize and segied  YS& R2 y20 NBLINBASYyd | &GN RAOI
mainstreamwhile the fact is thatin somecases and to certain extetitey do represent an
opposition.

INTRICATE DISCOURSES AND TENSIONS BETWEEN THE INDIE GAMES
MOVEMENT AND THE INDUSTRY

While advocating for activism through game making, indie designera Antiropy(2012)

and Paolo Pederci2012)F Ay R (0 KS Odz2NNByd al g AfloAfAlGee 27
anda big opportunity for people to reclaim their right to express and be creative. But even if

many game engines ace ¥ NBr8se and many contexts fimdependentlymaking games

have appeared such as selganized meetzLJQa | YR ¢ 2 NJ a-gpedBidEto G KSNB A 3
these situationgeformulatingthe termsof independence and freedompon which theindie

games movementrevolves around.
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When Nicholas Francis, Joachim Ante and David Helgason started developing the game engine
Unityyears ago in Denmark, threntention was to provide #ool that could be affordabléor
nor-industry developer¢Haas, 2014)NowadaysUnity is fordfree¢ for non-commercial
purposesgamedevelopers usinghe tool for commercial purposelsave to payan amountof
moneybased on the deployment they produemad size of their teamAs well,Unity has
evangelists pmotingthe useof the enginewithin independent local scenes and communities
(Vogel, 2017)At Gamescom 201 The Indieboothhad Unity as main sponsorArd atthe

business paviliorwhere companies sell their services to otleempaniesUnity hadat its

booth groups of indie developershowcasingheir games.At the end, indie game developers
support the growth ofUnity not only as an engine but as a company through their own games.
Indie developergosterthe sales of the engines.

This strategy by game engine compartfies even influenced a change in paradigrgame
development.Years agan-house developed engés where used at game compan{dorley,
2014)(Pedersen, 2003NowadaysUnity is not onlyvery popular among indie developeisjt
hasalsobecome amainstreamtool. As well, game design and game development books have
also been influenced by this change in paradigm; to the gt some of the texts explicitly
focuson how to useJnityor at leastpresent the engine to students as a feasible way to start
making ganes(Gubson, 2015)

The discourses aboatd FNBES¢é¢ FyR dal 00SaairofsSé¢ 3IFLYS YI1Ay3a O
effort supported by game engine compani&embers of themdie game community find this

rhetoric appealing and engavering and start seeing it as part of their own ethegen ifthis

represents a paradox within what the term indie actually standslfofact the possibilities

and tools for making games and becoming an independent game developer existed before the

discourse on free game tools appearéad. presented in a previous section of this chapter,

there were already engines available for the pudlicing the period of consolidation of the

game industry, even if they were not easyuse or accessible to peopldgthout

programming skill§Lowood, 2014§Morley, 2014)

The tools for game making are embedded within the capitalistic logic of the gaming industry

(Kerr, 2010ps well as theneans andglatformsto make games accessible to a large public

Indie developers have tcomplywith the terms, conditions and quotas that these platforms

estipulate. AsdeveloperTom Grochowiak2016)expreses orone of K A & of 23 LR aday ag¢
f2y3SNI AYRSLISYRSY (i RSOSf(diaMEeTal. 2810pIB) { 1 SIY RSO

Nevertheless, mmbers of the indie game communities are wompletevictimsin this

situation Indie developerslso findbenefitsin this symbiosisThey get to exhibit their gamse

to new audienceand at big venueby being sponsored by a corporatisomething that

otherwise would nobe possible to them. AKilH{ O NXcBigf arin Warrer{2014)narrates

in his articleabouthis experience aE3 (Electronic Entertainment ExXpo) d A Y RAS&aé¢ G (GKS
KR @y 2 thieSdiffarentickiuntgil9 o S@OSy (1 &a¢ & 2 | NNBplyinczda S& GKS |jc
sarcastic way thahdie developers did not represent any kindoofunter discourséo the

mainstream at thdair at all reason why hasksfor giving indie a different name.

The intromission of capitalistic forces wiitithe indie games movementi®t something
recent; infact, this has happened in video game history several tifResexamplethe Games
5S @St 2 LIS NA(QDQindty cFiginsias/oanized bghrisCrawfordin the form ofan
informallivingroom meetingwith other designers as a safe context outside of the industry
(Rouse I1I, 2001NowadaysGDds far from what it was in its originm its 3" edition in 2016,
GDad the participation of 26,000 industry membégt$BM, 2017)GDds currentlyan event
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organized byyBG Network, a big conglomeraiéservices and dations for technology
marketing and securityUBG Network not only owrtee GD(rand, but alsothe internet
portal Gamasutrag UBM, 2017)the main platform of information and knowledgharing for
industry and indie developers

The Independent Games Festitvaking place aGDds by consequencalso part ofa
commercialapparatus. ThéGFE asthe festival is also knowrns one of the main stages for indie
gaming in the world. It wasstablishedo encourage innovation in game development and
recognizendependentdevelopers similar to what theSundance Film Festivalpresents in
cinemabut for game developergsUBM, 2017)But even if the event is dedicated to indie
games and indie deslopers and includes opinions, views and reviews from a wide variety of
people and welcomes the votes from gamers to give awame d the awards|GFis

embedded within a big commercial fair and is thrown by a large corporation.

Theindie game movement represents a field of opportunities for large compasieslar as
2dziadl yRAY3 2Nl a 2F AYRAS OAYySYlF KIFa RANBOGSR
to exploit(Tzioumakis, 2012 hereforejt is not a surprise to find large game companies such
asUbisoftowning theirown tiny studios and creative subsidiaries, as well as to find indie
gamesdeveloped by small teamaith the investment fromoutsiders.These situations, despite
the apparent paradox they represent within the ethos of indie movements, are common
incidentsin indie cultures. Oakg2009)sees this phenomenon as regular whadie and

crafting get bigger; mce an opportunity to profit is evident, otheommercialparties will

come around trying to participate from the financinefits. YetQakes arguemdie forms
andindie cultures willcontinuefinding new alternative waysf expression away from the
mainstream(Oakes, 2009)

In a previoussectionof this text thetermd A Y RA Sg22 R¢ O2AYSR o0& |l yyAa
(Tzioumakis, 2012yas introduced referring to films that are partly indie and partly

mainstream Based on théntricate relationshipsndie games have with the industry, it is a

matter of time to see new adaptatits of this term for indie gameé: @anstekA Y RA S € F2 NJ
mainstream productionsvith indie looksor targetingindie fans anda A yug Xi 3B Bt Y S & ¢
those games of indie ethosyen made by independent studighat due to the growth that

their developers have achieved can compete equally mittinstreamgames at least in certain
ways.Ultimately, it is the intention of many indie game developers to achieve commercial
success with their productior(&uevaraVillalobos, 2015)which implies the growth and

expansion of some indie studios can eventudlifJ y & ¥ 2 Nivo studiog Rttinériote the

forms and characteristics of mainstream developers.

In astudy on the US music indugtrevolvingaroundactions and strategiesfdarge record
labels influencinghe creative practices of musicians, Keith Ne@@98)reflects upon the way
entertainment corporations produce a culture by setting up structwksrganization and
working practices that define products and properties. Elaborating upon this view and
applying it to gamegzhaseBowen Martin and Mark Deuz2009)argue that the game
industry ses parameters within which the discoursesvolving around gamproduction and
meaningmakingevolve Martin and Deuzelaimthat actors within the industryalso
contributeto defining conceptand ideas inherent to game cultureach asvhat isindie,
whatis corporate orwhat ismainstream ThisperspectiveMartin and Deuze preseralows
understanding and seeing thiedie game movemenasimmersed in the logeimposed by the
industry.
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As consequence of this imposkedjic, the games from the indie games movement oftentimes

are prone to be judged frommainstream3 I YS & Q LIFotEnstiBc@di R S®RI-Q &

awarded gaméroteus(Key, et al., 2013which is mostly about exploring witbbgoals,

penalties or enemies, became the center of a debate because people started diséLissing

was or not a gaméRrose, 2013)A similar case happened recentlyNathalie Lawhead,

creator of the award winning gant&erything is going to be QKawhead, 2017)She

presented her game dday of the Deysand visitors, specificaljamers, made rude caments

and looked down at her work. Lawhead mentions that especially streamers and Youtubers

YIRS yS3alGA@S O2YYSyday az2KFd GKS FdzO01 Aa GKAA:
gK2 (0KS KSff glawead 20071 S (KA A&XE

>

lllustration2.8.Indie games that stand out for being different to mainstream game standards.
Onthe left Proteus (Key, et al., 2013ndon the right Everything is going to be @Kawhead, 2017)

The logic of the industry has also influenced the way the indie games movement is also judged
for quality in its design practicesSpecifically, playing videogames is considered as an

important factor to reach an understanding abadame making and as a way towards
professionalizatioffMcCrea, 2013{lto, 2007)(Vogel, 2017J o play mainstream games can

teach about game design; reason why many gaesign books suggest it as didactic strategy
(Fullerton, 2008JRogers, 201Q)Salen, et al., 20047s well, studies have shown that game
design students galearn gane making by playin¢Salen, 2007)And certainly, gamers can get

a good overview of game elements and acquire experience to replicate their favorite games by
having considerable interaction with gam@acCrea, 2013(ito, 2007) However, toenvision

game making in function of being in contact and interacting with industry games reduces the
ability of people to make and deliver high quality games to the meeting and fulfilling of
industry-based standards and conventionalities.

To play is a culturalniversal, an activity or pattern common to all human cultuii@sown,

1991) People play throughout their life and especially in their childh{®wattonSmith, 1998)
and this playing also forms pple as game makers in the same logiga®sestudies texts rely
on learning through playing video games. Donald8argues with his theory dhe reflective

®The knowledge about game making should not be understood either in regard to the existence of the industry.
Games have been around for millennia. Discoveries iptEgd Iran of the gameSenetand theRoyal Game of Ur
indicate people were into games and their making already 3.000 and 2,400-Bu@agan, 2006With the rise of

the industry games remained intact in their essence, they were only facilitated thriffghent means by

becoming digital. In other words, the elements constituting games are the same as before they had a digital form.
There is not a divide in game history between analog and physical in terms of games constituents such as goal,
rules, proedures, etc. For this reason, game design texts invite students to practice and design board games
(Fullerton, 2008)Salen, et al., 2004) (Brathwaite, et al., 2009)
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practitionerthat a practitioner accumulates knowledge through experience that later can be

applied to perform different task§Schon, 1983Based on this theoretical stance, it can be

inferred thatpeople can use their background playing and gaming outside formal industrial

and commercial logics and structures to also mhlgh quality games. In other words, quality

is not a synonym for professionalizatidny R LINP FSaaA2ylf AaY AYLI ASa YS
standards and following its conventionalities.

Furthermore, the contact or immersion in the industry does not gntea people the

knowledge and skills to make games. Guevara Villaliib)points out in his study about

indie gamecommunities that some indie developers quit their previous job in the industry to
pursue creative freedomThe structure of a large company only affeednployees to do a few
small specilized things, which means these people not become experts in all what the

design and development of a game implies. The outcome or impact of the work of this people
is likely more limited productiorwise than if they wee in an indie contextGuevaraVillalobos,
2015)(Matrtin, et al., 2009)

Legitimationis definedasthed LINR OS&da o6& 6KAOK Odzf GdzNF £ F 002 dzy i
framework in which a social entity is nesteake construed to explain and support the

existence of that social entity, whether that entity be a group, a structure of inequality, a

position of autl?2 NA (i & = 2 NJ | (BeigerCehal., 11998 iN38@lie ndeSgames

movement not only is anccasionaft N* RA Ol f 2 G KSNE { 2oftentimey & G NBI Y 3
opposition, but also an entity that helps reinforcingddegitimizing the powers of the

industry.Even in cases when indie game actors plead to begadetfrom the hierarchical

powers of the capitalistic mainstream companies, the indie gamavementis oftentimes

muchembeddedinto the systensand logics frm whichit tries to go against

INDIE GAMES BEYOND OR OUTSIDE AN OPPOSING INDUSTRY

The series of discourses so far presented and discussed focus on a rhetoraeptoolence

between the mainstream and the ind#&ternatives as if the indie only existed in relation to

the mainstream. This view, however, even if fitting the scenarios discussed beforehand, does

not consider the impulse of people to express themselves creatively through different cultural

forms, which is anothecharacteristic of indie cultures as the examples presented by Oakes

(20090 LYy hl 1SaQ I OO2 dzyaswriting 438 rditihgetrp BraftéigdzOK (G KAy 3 &
accessories and designing artistic post catfitsse creationsdo not have a direct counterpart

in the mainstream and exist for the sake of expressiveness and creativity.

Oakeq2009)sees thecreators engaged within indie cultures as people that have embraced
the values of networkingnd cooperation as individuals cultivating credibility, freedom, self
reliance and opemmindedness, controlling their own work and hdls workis promoted.

This situation is oftentimes referred as the D.l.Y. movefh@n It Yourself); where creative
practitioners run independently communiyased alternatives to popular hierarchical power
structures, without having wholly commercial purposes and out of an aesthetic necessity
(Lowndes, 2016)

® For Oake$2009)indie is not D.I.Y. For Oakes D.kYust one of the many central topics within indie cultures. For
Oakes indie is about serving the community and-aetfialization through creativity and empowerment, all of
which are an outcome of D.1.Y. On the other hand, for Ducof@®@7)D.l.Y: is something different than indie;
because D.I.Y. imposes structures for creation, while indie is in essence always free and without leads.
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The theory of alternative medightton, 2002)Guedes, et al., 200pyresented early in this

chapter, allows envisioning that people cafostertheir personal interest to make games in

their own terms and with their own forms, according to their own interpretation and views.
People feeling expressive can come up with any kind of creation they may call a game, even if
such a game does not complytivthe logics of the industry.

Within this broader stance, the understanding of the indie game movement is broadened in
scope to more than just digital games, as most discourses trying to explain indie gaming
revolve around. The indie game movement frarl.Y. and alternative media perspectise

can encompass also game creators making games just for the sake of being creative, even if
their work is not digital or conventiondlikepeople who make games improvising rusgs

parties and social events amgbod craftersmakingwooded toys and wooded games and
selingsuch creations in fairs and town markets.

The indie games movement can also include street games or other kinds of playful forms by
game collectives and artists, such as William Zack Wood, whose games consist in some cases of
following routines, impersonating animals, playing with props or doimravisations on

public spaceg$Wood, 2017)The indie game movement can include as well developers that

make digital games that are too idiosyncratic or that simply do not match the patterns and
expectations of traditional gaimg cultures Games or playful formsxisingin a limbo outside

the understanding ofhe mainstream evenafar from what is produced bt NS 3 dzf | NE Ay R
designergRyerson, 201 C2NJ Ay a il yOS (KS & Qiedgifalighel | YS A ¢
forms exploring new ways of interactii@alloway, 2006)

llustrationn ®cpd b2y RAIAGEE AYRAS 3JIFLYSa FyR aO2dzyiSNHIYS&a¢ o
Onthe left, Keep SmilingSiebensteirSpiele)a wooden game sold at fair markets and on the internet and

crafted bySiebensteirEpielg(20042018)where the player has to align faces in a similar fashion to a

Rubik cubéRubik, 1974)In the middle, a picture oBody Play Jana physical game jam event at which

artist William Zack Wood presented one of his gaifvésod, 2017)Onthe right, a screenshot okdam

Killer(19992001)by Brody Condon, a Doomod art work in which the player encounters infinite

replications of one character that either project infinitely through space.

From this stancé is also possible to frame a more logical existence of such popular venues for
indie games atndiecadeand AMAZEfestivals featuring a great openness towards atypical
game forms that would not normally fit in other mainstream scenarios or that in some cases
are not digital. Examples of these other kinds of games are, just to mentionpe, The

Incredible Playable Sha016)by Alistair Aitchesormnd Ordnungswissenschaf2011)by Till
Wittwer, Marek Plichta and Jakob Penca. The formanisiteractive video gameomedy

show where players have to compete by performing different funny tasks and silimes

latter is a physical game in which players move and stack boxes following a set of rules
instructing sequentially what to do in the game.
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lllustration2.10. Performativeand physical indie games.
Onthe left, a picture ofThe Incredible Playable Shéitcheson, 2016)n the right
OrdnungswissenschafVittwer, et al., 2011)

CONCLUSION

This chapterdiscussed the indie games movement and presented several characteristics of
such phenomenont was showrthrough examples that indie games arise among distinct
circumstances; being some of ge2gamesnade by a person, while other by a larger team of
people. As for their plot, narrate, visuals and gameplay styiledie gamewary considerably
which makedardto associater pointa specific game genre or type of game as predominant
within the indiegames movement. However, game theorists and gainterested people have
acknowledged the fact thahost timesindie games are made with constrained budgethich
has as impact on the features of these games. For instance, ingiesg@nd to be 2D instel

of 3D because@D is cheaper and simpler to produmed 3D is expensive and laborious. Indie
games are shorter in terms pfaytimethan mainstreamgames. As well as indie games
present very personal or idiosyncratic themes that bamelated to their athor.

Theindie associal phenomendoesnot only exist in reference or in relation to an established
power structure, but also asseries of contextsvhere people engage in the crafting of

different cultural forms for the sake of expressiveness, coafi@n and creativity.In the last
decades,ridie cultures have produced magazines, poetry, music, theatre plays, comics, crafts,
films, and many other products of cultural expression. Nevertheiedependently of all its

forms, indie has got copted ard reinterpreted by corporations continuously, although it has
also found its way out from capitalisties.

Within games, the indie movement has been presented as a body of multiple discourses built,
shared and communicated by the participants experiegsuch a phenomenon. Game

journalists, designers, players, publishers and members of the game industry construct a series
of identities whose traits are spread and commented upon through different communication
platforms, such as blogs, articles and abniedia posts. These identities and discourses

revolve around different values, such as freedom to create, independence from external
interference as well as sekxpression.

Among the aforementioned discourses, the wonddiel Y R G A Y RSLISY RSy (¢ I NB
interchangeabl; however, each word has a different connotation within game cultures.
Independent refers to designers and developers who create their games without intromissions
from external entities. This impligseeedom to develop theconcept to work on, not depending
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