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1. FERTA VT ANRYTY T —LEZDEB

o Hollow Knight [E7— R TT | COT—ADTST 1 wIFHA Y, BE, T—NT
L1 RETERNTT , MOBRERE<ENTY, THABZE,

Hollow Knight - despite being made by essentially 3 people, they were able
to achieve a quality and quantity of content that puts bigger productions to
shame, simply by making extremely smart decisions.

Hollow Knight. The reason is because they show us that it's possible to be
successful with a small team, breaking out of the small indie atmosphere and
onto the wide general audience.

hollow knight, the quality this game has achieved is unbelievable

® | absolutely love Slay the Spire because it takes an RPG battle system and
does something really fresh with it. The fact that every run feels unique even
after playing it hundreds of times really keeps the game fresh.

Slay the Spire - probably the most elegant videogame I've ever played.

Slay The Spire - innovative card mechanics that turn every round intoa 7 (|
have more than 800 hours played of this game!)

® Return of the Obra Dinn
® Return of the Obra Dinn is a great example of an interesting and
experimental gameplay mechanics beautifully rendered into a deep and

enjoyable experience.

® [|nto the Breach, it found an amazing way to differentiate itself from other
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tactics games in the market without becoming overly complicated. Truly set
a milestone in the genre.

Into the Breach, for it's polished game mechanics and short playthrough
times.

Shovel Knight was a favourite of mine, because it felt like a continuation
(rather than a retread) of a genre that | love, but also did new and bold
things.

Shovel Knight - Because it combines nostalgic and modern game designs
and is of high quality and fun to play.

Cuphead

| like many independent games. One that really suits our Studio is Cup Head
as developers bet on having great art in their game to attract people and
become profitable, therefore accomplishing the dream of making a living out
of making games.

Undertale - because of it’s rich narrative

Thomas Was Alone is an incredible example of taking a single idea and going
all the way to excellence. (evoking emotional reaction with blocks as
characters)

Eastward, it has a lot of heart.

Terraria

Mundaun because of the unigue art style

BEFDMODF - The player's choices are really reflected in the game, and
you can immerse yourself in the world. Playing this game changed my life

because it made me want to create my own games.

PITA—AYTDRI =TV ZENDIU =T =L, T—LhZ@B LU CEBCEERZ
Bon. ENEFILT —LETU A UEACBEHB TELRIDERIZ NS,

Hiper Light Drifter
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The Witness because it's a master class in game design.
Kerbal Space Program: A beautiful and engaging physics sandbox that
happens to be surprisingly educational on the topic of orbital mechanics and

rocket science.

Township tale, They work with the medium (VR) as | think you should, rather
on relying on it for content.

Monument Valley - incredible game mechanics and artstyle

The Talos Principle

Hades

Thimbleweed Park, it was made by Ron Gilbert (the maker of Maniac Mansion
and Monkey Island) and he just made what he wanted to do, with the
graphics he liked and the community supported him. It's a great game and
project.

Journey. Music.

Rocket League, because it shows what you can do with a simple, fun idea
Limbo - A beautiful and atmospheric game with brilliant 7s.

lconoclasts because of its rich worldbuilding and storytelling

Downwell : this is a game that can be play with very simple control but the
game as an complexity in the gameplay that a like

Sally Face because of the rich story, interesting graphics and diversed
gameplay.

Kind Words - because it makes me optimistic about people

Dead cells stood out for me in the recent past.

Mobile Legends - being able to play mobile multiplayer game as a team
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QuietMansion?2

Hyper Light Drifter. Because i like its pixel art style, Zelda style gameplay and
some mechanics, Storytelling by only images and sounds, boss fights and
awesome apocaliptic places to explore.

Blasphemous, the story behing its production is inspiring

The Binding of Isaac: | really like this game for its narative design, narrative,
and cor-mechanics. It is a very enjoyable and intense roguelike game.

No toilet paper!!

Shadow of the Colossus: Such a unigue game at the time. | loved the
atmosphere and the wonderful build up to taking on the bosses. The scale
was like nothing I'd seen.

What Remains of Edith Finch - tells an impactful story and is commercially
successful.

La-Mulana. It's one of a kind and you can tell how much passion was put
into its development.

Aeterna Noctis

The Vale - awesome game for the visually impaired

Secret design of the HEARTS -DREAM DROPS- #$ TS#DIEBEN S T —
IWI D VR FICHEATEEY A RILIED S,

“1f yOu're a ghOst ca11 me here! | think this is a good example of how my
ideas could be incorporated into a game system
https://store.steampowered.com/app/1647740/1f_yOure_a_ghOst_cal1_
me_here/”

| like a lot of indie games and it would be unfair to choose just one. Because
they were all made by people who dedicated themselves with a lot of love,
affection and dedication. That's what builds the independent gaming
industry.
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o CNLIOBERHDBFEONRIE LN SOETDDNELINTT,

® Fven though | am using Google Translate, the questions are easy to
understand.

® very well done

® |t was great and very straightforward

® | think it collect information to know more about the developers.

® [t was interesting to see objectively how much of my life | devote to indie
games. And this is not related to the main topic, but the fact that | received
this inquiry in English, unlike the previous guides, made me think that there
are many indie developers selected from overseas. It's good to see the
diversity.

® | believe that it is very important to investigate the income status of individual
developers in order to consider future support activities. Thank you very
much for this opportunity

® You re gathering data on the types of applicants to your expo; size,
profitability, etc. I d be curious how the numbers are different for teams that
were selected to exhibit at the indie area. What sorts of teams are successful
at being chosen”?

® \ery varying in terms of the resonants position. Although not much for
companies that haven'’t released any game yet. (in some questions)

® | believe that the research was developed for the production of academic
scientific articles, | would like to know more about these types of works
carried out by Professor Nobushige Kobayashi from Tohoku Gakuin
University and in the future to be able to work together.

® HAKMDEST. BNRICREBDT VT —ERPBNAD. J0-/NLE)BEBEE
EEEEE USUAN %Q”IJBE_LHIEUE:“@'C(/\éﬁd)’éc‘:jﬁz'@\éd)b‘%ﬁb\ff_b\o
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BICHTHULUIBD,

Please focus the Tokyo Game Show on games and their development and
please do not turn it into a platform for social activism. Let them do that in
their games like we are doing.

| think the questions are very good

It's ok.

Nice, We need questions what indies devs thinks about big corps commercial
models.

The guestions became increasing difficult to answer.

It was an interesting survey. | liked it.

Good survey, clear and concise.

Very philosophical but sometimes too specific. I'd give it 7/10.

Very interesting.

INnteresting last question in the previous page

Few questions don’t apply on first time developers,; can do with NA as an
option

Focused towards indie developers

| liked the part where we could say that our choices in life are important! |
believe in this a lot.

| liked the way the guestions were presented and the simplicity of the answers.

It's a good survey. | liked the questions themselves, as they are quite clear and
informative and provide an opportunity to get the necessary information on
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the topic of the survey itself.

3. BRI —ALAY3 DO SOWN [CEIFI DL

® | think it will be a great show.

® To be honest, | don’t think my game will be selected as a SOWN finalist since
it was moved up from the alternate list, but as audience, 'm looking forward
to seeing other interesting games.

® |n this day and age when there are so many game producers, | consider this
award to be the last hope for Japanese indies, as it gives them the
opportunity to focus on their artistry. |live and develop games in Japan. 'm
often told by Japanese publishers that I'm artistic (in a bad way). In 2019, |
was heartbroken and this award chose my work for the indie selection slot.
Because of that event, | can believe in myself and make games.

® None, my game wasn’ t invited to participate.

® |'m hoping for Indies in general to gain more importance at events (better
support, affordable prizes, better placing online and at events)

® | hope to make presentations of the games developed by my team and that
we can meet other game producers from different countries and markets.

® My expectation is to be able to see great indies games to come.

® Ve would like for Japanese players to discover our game Shikon-X, and also
find a publisher to help us release the game in Asia.

® | attended TGS in 2009 and saw Miyamoto-san win some kind of award |
could not understand the Japanese). | will never forget seeing him in person.
It left a deep impression on me and | would be honored if Iron Corbo can
participate in TGS as well !

® \We are really looking forward to checking out the other interesting Indie
games and to reaching a new audience with our game. The event
organization has been really smooth and we are very excited for the show to
start )
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Making people see our game
We expect exposure to our games and increases in wishlists and sales.

Expecting to see a lot of cool and innovative games and hopefully get my
game nhoticed amongst all of them.

| hope my game gets more attention! )

| hope to get a lot of visibility on the game during the show and | hope SOWN
is going to be a wonderful night (no pun intended)!

| hope, more than anything, that people enjoy our game.

To get more people to learn about new games

Will be a first and expectation will be to get visibility for our game
Exciting games and vast number of entries

JFBICHFLTND

| hope to reach potential japanese players and show the games from my
studio to a country which i love equal (or even more) than mine.

As a independent developing studio from Latin America we would love to
connect with not only the Japanese Gaming Communty and Industry but
also with the Asian region, and we find this as a great opportunity to do so.

| am hoping that we will get more “kindred spirits” to take a look at our 7
game & enjoy it! | hope we can start some conversations around the new
word 7 mechanics that we've created.

We would like for our game | SEE RED to be noticed and enjoyed. We expect
the contests and exhibition to show great games and boost developers,

especially beginners or indies.

Hoping to let more people know about our game.
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I'm really looking forward to the event. | personally have been a fan of TGS
since my childhood so it's amazing to have our game Night Reverie selected
to participate in the Sense of Wonder Night awards!

We hope to improve our visibility, meet people form the industry and become
part of the Final for the SOWN.

Participating to the Steam event and win awards

HDELBA. BHINSZEENRE O TNDDT,

| hope its going to be amazing as always.

| have never attended TGS and hope to do so next year

Super hyped! =) can’t wait for it!

| participated in TGS as an indie developer last year. It was a very nice
experience.

Would hope for more exposure and wishlist counts.
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