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LΩǾŜ ōŜŜƴ ƳŀƪƛƴƎ ƎŀƳŜǎ ǇǊƻŦŜǎǎƛƻƴŀƭƭȅ ŦƻǊ ŀōƻǳǘ ф ȅŜŀǊǎΦ 
 
My background in the industry is as a programmer. I started as an intern at Gearbox 
while attending SMU Guildhall. When I graduated, I moved out to the Bay Area and 
eventually landed at 2K Marin, where I was an AI programmer on BioShock 2 and (for 
a time) lead AI programmer on The Bureau. 
 
About two years ago (in 2013), I left to co-found Minor Key Games with my twin 
brother Kyle, and I made a game called Eldritch. 
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While ƳŀƪƛƴƎ 9ƭŘǊƛǘŎƘΣ L ƘŀŘ ǘǊƻǳōƭŜ ŘŜǎŎǊƛōƛƴƎ ƛǘ ǘƻ ŦǊƛŜƴŘǎ ŀƴŘ ŦŀƳƛƭȅΦ Lǘ ǿŀǎƴΩǘ ŀƴ 
especially unique or original game, but a hybrid of genres that could be difficult to 
envision. 
 
I tended to describe it in terms of my inspirations in roguelikes and immersive sims, 
ōǳǘ ǿƘŀǘ L ǿŀǎ ǊŜŀƭƭȅ ǘǊȅƛƴƎ ǘƻ ǎŀȅ ǿŀǎΧ 
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If you mix first person combat, stealth, and magic 
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With procedural levels and permanent player death 
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And dress it up in Lovecraftian fiction 
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And make it on a shoestring budget 
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You get something that looks like Eldritch. 
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Minor Key Games is a two-person company, but we make individual projects. So I 
made Eldritch mostly by myself, in a span of slightly less than 8 months. 
 
L ŘƻƴΩǘ ǘǊŀŎƪ Ƴȅ ƘƻǳǊǎΣ ōǳǘ ŀ ōŀŎƪ ƻŦ ǘƘŜ ŜƴǾŜƭƻǇŜ ŎŀƭŎǳƭŀǘƛƻƴ ǎŀȅǎ ƛǘ ǘƻƻƪ ŀōƻǳǘ мрлл 
hours to make Eldritch. 
 
For comparison, a conservative big-budget gameτsay, 100 people working for 2 
years without crunchingτwould be 400,000 hours. So Eldritch took a fraction of a 
percent of the work of a big-ōǳŘƎŜǘ ƎŀƳŜΣ ōȅ ǘƘƛǎ ƳŜŀǎǳǊŜΦ L ŘƻƴΩǘ ǎŀȅ ǘƘƛǎ ǘƻ ōǊŀƎ 
(because Eldritch definitely shows its hasty construction in the simple art and rough 
edges), but to explain the constraints I was working within. 
 
Despite its speedy development, Eldritch was fairly well received. It made a tenfold 
ǊŜǘǳǊƴ ƻƴ ƛƴǾŜǎǘƳŜƴǘ όŀƴŘ ƛǎ ǎǘƛƭƭ ǎŜƭƭƛƴƎύΦ ¢ƘŀǘΩǎ ƴƻǘ ōŜŎŀǳǎŜ ƛǘ ǎƻƭŘ ƳƛƭƭƛƻƴǎΣ ōǳǘ 
because development was so lean that it was fairly easy to recoup its cost. 
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Roguelikes and other genres depend on generated levels to provide an aspect of 
perennial discovery. 
 
tǊƻƧŜŎǘ ŎƻƴǎǘǊŀƛƴǘǎ ƻŦǘŜƴ ŜƴŎƻǳǊŀƎŜ ƎŜƴŜǊŀǘƛƻƴΦ Lƴ ǘƘŜ ŎŀǎŜ ƻŦ 9ƭŘǊƛǘŎƘΣ ǘƘŜ άŎƻǎǘ ǾǎΦ 
ǘƛƳŜ ǾǎΦ ǎŎƻǇŜέ ǘǊƛŀƴƎƭŜ ŦƭŀǘǘŜƴǎ ƛƴǘƻ ŀ ƭƛƴŜ ōŜǘǿŜŜƴ ǘƛƳŜ ŀƴŘ ǎŎƻǇŜΣ ōŜŎŀǳǎŜ L 
ŎƻǳƭŘƴΩǘ ǎǇŜƴŘ ƳƻǊŜ ǘƻ ŦƛƴƛǎƘ ǘƘŜ ƎŀƳŜ ŦŀǎǘŜǊΦ ό¢Ƙŀǘ ŀƭƳƻǎǘ ƴŜǾŜǊ ǿƻǊƪǎ ŀƴȅǿŀȅΣ ōǳǘ 
ǘƘŀǘΩǎ ŀ ǎŜǇŀǊŀǘŜ ǘŀƭƪΦύ 
 
My background as a programmer meant I would be much more efficient developing a 
generation algorithm than building levels by hand. 
 
Level generation (and the replayable nature of roguelikes) encourages content reuse. 
 
Levels can be generated at runtime or offline. For example, an open world game 
could generate its terrain and then populate points of interest on it by hand. 
Generated levels can also supplement handcrafted content. A 10-hour campaign 
ŎƻǳƭŘ ōŜ ŦƻƭƭƻǿŜŘ ōȅ ŀ ƎŜƴŜǊŀǘŜŘ ŜƴŘƭŜǎǎ ƳƻŘŜ ǘƻ ŜȄǘŜƴŘ ŀ ƎŀƳŜΩǎ ƭƛŦŜǎǇŀƴΦ 
 
tǊƻŎŜŘǳǊŀƭ ƭŜǾŜƭ ƎŜƴŜǊŀǘƛƻƴ L{ ŘŜǎƛƎƴΦ LǘΩǎ ƴƻǘ ǎǘǊƛŎǘƭȅ ǘƘŜ ŘƻƳŀƛƴ ƻŦ ŜƴƎƛƴŜŜǊƛƴƎΦ Lƴ 
order to write a good generation program, we need to understand what makes a 
good level so we can evaluate the output and tweak the system to give the desired 
results. 
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