
Feature Creep
Indie Video Game Studio Simulator

Rules

Game Overview:
You are the owner of an independent video game studio. Starting in the 70’s with a vector graphics video 
game, you produce one game in each technological era. The development of each game is carried out by 
rolling dice, with higher scores being preferable. Each roll is deducted from your game budget, and when 
re-rolls are taken they too are deducted from your game budget. The aim is to sell enough copies of your 
game to avoid bankruptcy and fund the development of your next game. If you manage to make it to the 
VR Game development column, your goal is to sell enough copies to fund your retirement. 40 years in 
video game development is long enough for anyone. 

You Will Need: 
1 copy of the game sheet.
1 six sided die
1 pen or pencil

How to Play:
You start the )rst game with a budget of nine dice rolls; and four rolls are necessary to develop the game 
and one roll necessary to market it (so 5 dice rolls without re-rolls).

To start, the player must commence development of the Vector Game ()rst column) by rolling the D6. The
die roll can be written in the (B) row of the Vector Game column OR if the result is not high enough for the 
player’s liking it can be re-rolled. Each die roll is crossed off the (A) Budget row of the current game 
column. Each re-roll eliminates the previous roll completely so if a 4 was initially rolled and a re-roll 
results in a 2, then 2 must be written unless another re-roll is taken.  Each re-roll taken in development 
results in 1 being added to the number of bugs in the game’s code (row G). 

The other 3 development areas (C, D, and E) are completed in the same way. The total of all 4 development
area scores is written in the Completed Development row (F).

For marketing, you highlight one of the four areas of game development by rolling a D6; if the desired 
game area is not highlighted you can choose to re-roll and though this does not add any bugs it does still 
take rolls from the game budget. The highlighted area score is written in as the marketing score (H).

The total sales for the game is simply the sum of all 4 development scores, minus the number of bugs, plus 
the development score of the area highlighted by marketing, plus your studio’s reputation. In your )rst 
game, your studio does not have a reputation to add to the sales )gures but for the subsequent games your 
reputation score is added to the sales )gure (I).

If the total sales )gures do not equal or exceed the number of sales needed to escape bankruptcy then your 
game is over. If your sales are high enough to avoid bankruptcy, however, then you need to calculate your 
budget for the next game. To do this, simply divide your sales )gure by 4 and round down the result (J). 
This is the number of dice in the budget of your next game. You also carry over any unused dice rolls from 
the current game budget to the next game’s budget.

The large + symbols between columns in rows (B) and (D), or in rows (C) and (E), are where assets from 
the previous game development can be reused and iterated upon in the current game development. 
Simply add the score from the left column to your roll in the right column.

Easy Mode:
In easy mode, the score written in for row (D) cannot exceed row the score in row (B). However, if a 
higher score is rolled for row (D), then you can simply write in the same score as row (B). The same is true 
for row (C) and (E).

Hard Mode: 
In hard mode, the score written in for row (D) cannot exceed the score in row (B). If a higher score is 
rolled for row (D), then you cannot simply write in the same score as row (B); you must re-roll until you 
get a score that is equal to or lower than the score in row (B). The same is true for row (C) and (E).

The icons used in this game are attributed
to Delapouite under the CC3.0 License.

Available at game-icons.net 
Game design, game sheet, and game rules © Luke Wood, 2021
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