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Not only financially viable, but 
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“Right at the top of my iPad gaming radar.”

- Luke Plunkett
Kotaku
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“We didn't have to take the first deal that 
publishers offered. Eventually, Microsoft 
tired of negotiating and gave us the deal 
we wanted.”

- Tony Goodman
Founder, Ensemble Studios
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Scripts

Directors	Discussion

Thumbs

12	Field	 Feedback

Edits

Design

Boards

Animatic to	Anim

Final	Render





“Welcome to the thirty days of despair.”

- Alex Schwartz
Owlchemy Labs
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1. Pick Your Guardians
2. Face to Face is Always Best
3. Be Bold
4. Collaborate
5. Don’t waste people’s time

…this will get you press.
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1. Polish. 
2. Language. 
3. 4-6 week drops. 
4. Be there.
5. Weaponise them.
6. Don’t listen. Think.
7. Mic drops. 

“Doing early access RIGHT”.
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1. Failed to act on scale issues with points system. 
2. Announced way too early.
3. Localisation costs.
4. Missed polish pass. Missed brains trust.
5. Mic drops slipped.
6. Press tour jetlag.
7. Fumbled launch.
8. Slow to follow up launch.

…all of this was OUR FAULT.
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Hey [INSERT NAME]!

We’ve prepared this little intro pack to help you understand how we work.

You can expect to find everything here that you need to know about us, in a very simple and 
easy to understand manner. It’s basically ‘LoG for Dummies’ (no insinuations there). But! If 
you want to know more about anything, or if we’ve missed something, you’re in luck, 
because one of our biggest values is transparency in everything we do. So, if curiosity should 
ever come-a-callin’, just reach out to one of the directors and we’ll fill you in. 

Without further ado, prepare to be schooled on four things... 

Sorry we kind of spoiled the last one for you already.

Alright! Turn the page, get to it. 

What LoG is. The LoG model. What we’re up to. Who LoG is.



But most importantly of all you, LoG’s friends, are what makes LoG!

We’re not lying when we say that we specifically designed the LoG model to be able to work 
with incredible people such as yourself. 

We want you to have a financial stake in a commercially and creatively brilliant indie project. 

We want to help facilitate your growth as a creative, as a professional, and as a person. 

We want you to have fun and have an experience you’ll never forget.

We want you to be heard and recognised as a key part of this project. 

...and if we can accomplish all that, our job is done.



Put simply, this is how LoG’s profit 
share system works. 

When our revenue stream begins, we 
pay distributors, investors, etc. 

Then, we have to recoup our expenses 
(that’s important in business 
apparently). 

Then, we’re left with the profit. 

Distributor/Investor Cut

REVENUE
STREAM

Expenses

PROFIT!

We’ve dumped in a tonne of our own cash, 
received some grant money, ran a very 
successful Kickstarter and are finishing 
development with the help of Early Access. 
Meaning we’re currently running pretty 
close to cost neutral, which is awesome!



LAW
STUFF
...and all the 
other things 
that should
matter.



“Hey, work on my 
awesome soon to be 
successful mega 
game...

trust me, it’s cool.”



SECURITY
“Hey, work on my 
awesome soon to be 
successful mega 
game...

here, look, it’s cool.”



Distributors/Investors

Expenses

PROFIT!



15% LoG

35% Directors

50% Pool 



50% LoG

50% Pool 



TASK assigned ‘points’
COLLABORATOR consulted

DIRECTOR assigns task
COLLABORATOR finishes task

DIRECTOR approves work
CONTRACTOR receives ‘points’



1000 points total

10 tasks @ 10 points 

100 points 



10% profit share



YES!
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$250,000 profit

$20 per point



?x



46x
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300$

5k-10k$
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1. Relationships.
2. Language is everything. 
3. Make the experience of others your own.
4. Ownership amongst team. 
5. Leverage your strengths.
6. Pay attention.
7. Understand every failure. 
8. Celebrate every victory.

TAKEAWAYS


