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Part one: being a company. 
Part two: being a team.



Part one: being a company.









Game Oven employed: 
- 1 game designer 

- 1 game developer 
- 1 marketing person 

- 1 intern, most of the time





Contractors on every project: 
- 1 or 2 full-time artists 

- 1 music composer 
- 1 sound designer 

- 1 film maker 
- 1 localisation company 
- (1 additional developer) 

- (1 choreographer?!?!)



Costs.



Minimum wage in the Netherlands: 
€ 1.800,-



Game Oven monthly burn rate: 
€ 6.500,-





creative downtime == studio uptime



Income.







- tech innovation subsidies: €15k 
- government grants: €40k 

- contracting work: €15k 
- humble bundle: €12k 

- AppCampus: €52k 
- awards: €10k



The pressure of our monthly burn rate 
on our creativity for the next project.



Part two: being a team.



Struggle: 
Different Deep Motivations





“Bojan doesn’t understand my vision.” 

“Adriaan doesn’t take my ideas seriously.”



Struggle: 
The Face of Game Oven





Struggle: 
Undefined Roles





Defining roles comes down to trust 
and letting go of the things you too 

feel responsible for.





Communicating your vision is hard 
but important. 

Visions change, constantly.





Make the game fit the team,  
not the other way around



Making a game with a disbanding 
team is a nightmare.





Concluding Game Oven


