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INTROVERSION SOFTWARE

TALES FROM THE TRENCHES
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UPLINK

2OO1
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UPLINK 3D
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UPLINK 2D
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GETTING STARTED
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WHAT WENT WRONG?

- LOST 50,000 WHEN LICENSEE 

WENT BANKRUPT

- WASTED 25,000 ON ADVERTS

- WASTED 10,000 ON E3
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WHAT WENT RIGHT?

- NICHE GAME ïCULT STATUS

- WORD OF MOUTH

- PRESS FRENZY

- STRONG RETAIL SALES

- THRIVING COMMUNITY 
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DARWINIA
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FUTURE WAR
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6 MONTHS



11

7 MONTHS
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10 MONTHS
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12 MONTHS
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15 MONTHS
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19 MONTHS
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31 MONTHS
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WHAT WENT WRONG?

IT TOOK 3 YEARS!

- POOR DEMO

- INITIALLY OVERPRICED (29.99)

- CONTENT IS BAD
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WHAT WENT RIGHT!
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WHAT WENT RIGHT?

- CRITICAL ACCLAIM (90% REVIEWS)

- STEAM DISTRIBUTION 

- STRONG BRAND

- GLOBAL RETAIL

- WON 25,000!
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INSPIRATION!
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DEFCON DAY 1
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DEFCON DAY 3
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DEFCON DAY 7
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DEFCON DAY 357
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WHAT WENT WRONG?

- EVERTHING DIED ON LAUNCH

- PLATFORM INTEROPERABILITY

- INCREASED SUPPORT 

REQUESTS WITH KEYS
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WHAT WENT RIGHT...

DEFCON is like a high quality 

porno film. It looks very pretty, 

has a gradual buildup that adds 

to the tension, and then there's 

about 15-20 minutes of non-

stop action with lots of white 

splotches everywhere. 
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WHAT WENT RIGHT?

- EVERYONE UNDERSTANDS!

- CRITICAL ACCLAIM (85% REVIEWS)

- 30,000 SALES IN MONTH 1

- IT TOOK 1 YEAR!

- MEDIA DARLINGS
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WHEN VANITY BITES!
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MULTIWINIA
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WHAT WENT WRONG?

- DIFFICULT TO UNDERSTAND

- DIFFICULT TO GET COVERAGE

- DIFFICULT TO GET DEMO PLAYERS

- DIFFICULT TO GET SALES

- MAJOR FINANCIAL HEADACHE
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WHAT WENT RIGHT?

- VERY POLISHED QUALITY

- WE ENJOYED MAKING IT
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COMMERCIAL CREATIVE (INDIE) 

GAME DEVELOPMENT?

- IS RISKY (IN MANY WAYS)

- IS A LIFESTYLE BUSINESS

- CAN BE VERY REWARDING

- CAN BE A LOT OF FUN!
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SOME START- UP ADVICE

- QUESTION PUBLISHERS

- BUILD A COMMUNITY

- SELL / DEAL DIRECT

- SAVE CASH IN THE UP ï

THERE WILL BE A DOWN!
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LIFE AT THE COAL - FACE




