
 My First Game Credit Roundtable 
 As this was a roundtable with no recorded presentation, we’re sharing our notes with other 
 participants to provide visibility into the discussion and work the IGDA Game Credits SIG will be 
 doing in the future to improve Game Credits Policy. 

 Questions Posed to Attendees 

 ●  What was your first video game credit? What feelings did you have around that? 
 ●  How has video game accreditation changed your career? 
 ●  What challenges did you encounter, if any, to securing your game credit? 

 Themes 

 ●  Game Credits help people talk about their work and feel a sense of pride and positivity 
 ○  Participants noted they could show their friends and family 
 ○  Communicating work and efforts to non game devs as “credits” are a common 

 language 
 ○  Several noted game credits as a cure for imposter syndrome 
 ○  Made their work “feel real” 
 ○  Some mentioned enjoying sharing screenshots of their friends in credits as well 

 as receiving screenshots of their names in credits 
 ●  Game Credits helped springboard dev’s careers 

 ○  A completed game with a credit is a defining moment in a junior career 
 ●  Naming conventions need work 

 ○  Current naming conventions don’t serve all regions. They serve mostly only NA, 
 EU regions 

 ○  Don’t suit Arabic names in particular as developers don’t identify with the names 
 they see 

 ○  There are not good solutions for name changes when someone gets married, or 
 dead names, and devs found they relied on LinkedIn for clarification 

 ●  Live games frequently don’t credit and policy change is needed 
 ○  Devs noted not getting credit if a game was live 
 ○  A separate website may exist for the game credit 

 ●  Academia and schools are an excellent entry point to introduce new game devs to game 
 credits 
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 For more information on game credits, current policies, and how you can support the SIG, visit: 
 https://igda.org/sigs/credit/ 
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