
It's All About the Questions 

I started designing and programming games at age 19, and have now been a game designer, 

engineer and producer for over 40 years. I still go to work every morning loving the career and 

the art form that I’ve chosen. 

I find game development today to be even more fascinating and fulfilling than it was when we 

worked on the original PlayStation over 20 years ago, or when our Intellivision team challenged 

Atari in the first great “Console War” almost 40 years ago. 

Creating games is my passion. If it’s your passion as well, then you have advantages and 

opportunities that we can work together to unlock. 

The process is based on a series of over 75 questions that I developed working with indie 

developers and game publishers over the last several years at GDC San Francisco, 

Devcom/Gamescom (Cologne), Quo Vadis (Berlin), DIG (London, Ontario) and other events 

around the world. 

Not all of these questions will feel relevant, but the ones that do will help you outline the plan 

for completing your indie game. 

  

A Book About You 

Most books tell a story about someone else. Their adventures, their hopes, their dreams. 

When you and I finish this process, this book will be about you. 

It will talk about what you want for your career and for your life. The obstacles you face and 

realistic, practical plans for how you’ll overcome them. 

This is not the Big Lie that says, “Imagine the road to a mega-hit video game to unlock fame and 

wealth!” 

This is, “Let’s find a realistic way for you to build and ship a game you love, and then let’s 

refine those plans and strategies so you can make it happen.” 

So please think of this book as a private discussion between you and me. 

Wait, check that. Think of this book as a private discussion between you and you. A chance for 

you to talk openly about your hopes, dreams and fears. No judgment, no criticism, no worrying 

about anyone else’s feelings. 



When you’ve finished answering each set of questions, I’ll summarize how to turn your 

answers into productive next steps. We’ll explore how to start writing your own script for your 

game and your career instead of accepting chapters that other people have written for you. 

That’s why I opened this book with my mantra to “Chase your dreams till they get tired of 

running away.” 

If you stick with the process and give yourself thoughtful and real answers, I think this story 

will have a happy ending. 

  

Giving Ourselves Permission 

There’s a quote from Agatha Christie (although it’s often credited wrongly to Mark Twain) that 

provides a central theme to this book: 

“The secret of getting ahead is getting started.” 

To start this book, I had to give myself permission to spend a few hours plotting out the 

questions I would ask. Each step I took encouraged me to take the next step, and after two years 

of part-time work the book is now published and in your hands. 

We often talk ourselves out of starting things, for reasons I’ll discuss. By doing so, we sabotage 

our chances to finish work that we would be proud to share with the world. 

At some point in the process we may decide to drop an idea that isn’t working. This often chain 

reacts into another, better idea. 

But we still have to start. If a voice in the back of your head tries to talk you out of starting your 

indie game, ignore it. Your idea may or may not work out, but we have to give ourselves a 

chance. 

The alternative is to accept failure, which I refuse to do. 

What’s the one thing you’d have to give yourself permission to do in order to start your indie 

game project? And I mean starting it now, not next month or next year. 

Game designers start projects by sitting down to think, organizing their notes and writing down 

their ideas. Once you take that simple step, you’ll have achieved more than the legions of 

people who never start at all. 

This book will help you do it. 


