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Disclaimer: We’re not experts.
We worked hard, but were also very lucky to achieve 

what we did!  
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What is Ideal Meal?
● A cooperative field game about 

making a giant bowl of ramen! 

● Use giant chopsticks to cook giant 
ramen ingredients
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What did we learn?
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Design with Intent
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Ideal Meal was designed with the core concept of 
“eye-catching whimsy”
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People don’t just walk past our game. Ideal Meal 
attracted attention, and enchanted players. 
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Whether they were playing the game or not, people 
wanted to interact with Ideal Meal. 
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Audience is Everything
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Knowing your audience is key for pitching and 
marketing. Make sure you explore everything.
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Our target audience changed as we playtested, and showed at 
expos. It affected our whole run.
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Everything fell into place when we figured it out. 
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What worked?
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● Organization is so, so important 
○ Save everything carefully!!

● Queue your Social Media 
○ Buffer is great for this 

● Logos, Logos, Logos 
○ Your logo should be on everything



What didn’t?

@biggestnoodles

● Travel time/expenses
○ Lyft XL prices :((

● Too many platforms
○ Sorry to our mailing list

● Work on what you love!
○ If we loved Ideal Meal any less, 

we would’ve exploded
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