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My background in the industry is as a programmer. | started as an intern at Gearbox
while attending SMU Guildhall. When | graduated, | moved out to the Bay Area and
eventually landed at 2K Marin, where | was an Al programmeéio8hock and (for

a time) lead Al programmer on The Bureau.

About two years ago (in 2013), | left to-fmund Minor Key Games with my twin
brother Kyle, and | made a garoalled Eldritch.
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What's Eldritch?

o "A Lovecraftian action roguelike.”

o "A first-person action game inspired by roguelikes,
immersive sims, and H. P. Lovecraft.”

« We're all professionals here, right?
What I really meant was...
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especially unique or original game, but a hybrid of genres that could be difficult to
envision.

| tended to describe it in terms of my inspirationsaguelikesand immersivesims
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Dishonored...

If you mix first person combat, stealth, and magic
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+ Spelunky...

With proceduralevels and permanent player death
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+ Cthulhu...

And dress it up ihovecraftiarfiction
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- Money...

And make it on a shoestringudget
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= Eldritch

You get something that looks like Eldritch.
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By the numbers

e Solo development
e Less than 8 months
e ~1500 person-hours

e '9/10" - Polygon
e 90% positive Steam user rating
e ~1000% ROI

Minor Key Games is a twmerson company, but we make individual projects. So |
made Eldritch mostly by myself, in a span of slightly less thaor@hs.
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hours to make Eldritch.

For comparison, a conservative #igdget game say, 100 people working for 2

years without crunching would be 400,000 hours. So Eldritch took a fraction of a
percent of the work of abip dzZRISG Il YST o6& GKAA YSI &dzNBd
(because Eldritch definitely shows its hasty construction in the simple art and rough
edges), but to explain the constraints | was working within.

Despite its speedy development, Eldritch was fairly well received. It made a tenfold
NBidz2NYy 2y Ay@SaidyYSyid olFyR Aa adatft asStfa
because development was so lean that it was fairly easy to recoup its cost.
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Level design goals
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Why procedural level design?

e Perennial discovery
e Project constraints
e Team strengths

o Content reuse

o Multiple ways to use it SCOPE
« Runtime vs. offline
e Supplement handcrafted le

e Procedural level generatic

COST

TIME

Roguelikesnd other genres depend on generated levels to provide an aspect of
perennial discovery.
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My background as a programmer meant | would be much more efficient developing a
generation algorithm than building levels by hand.

Level generation (and theplayablenature ofroguelike$ 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.-AoL® campaign

O2dzf R 0SS F2ftt2¢6SR o0& | 3ASYySNIGSR SyRfSaa

t NEOSRdAzNF £ € S@St 3IASYSNI GA2y L{ RSaAdayo L
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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Eldritch level goals

e Compact

+ Handcrafted

o Continuous

e Semi-coherent
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Lovecraft reference

He talked of his dreams in a strangely poetic fashion;
making me see with terrible vividness the damp
Cyclopean city of slimy green stone—whose geometry,
he oddly said, was all wrong...

“The Call of Cthulhu”
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