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After Independence? 

 

TIGA 2013, in the United Kingdom ‘83% of all studios that started up in 2011 

and 2012 are independent (as opposed to publisher owned)’ 

 

Game Developers Conference 2013, survey involving 2,500 North American 

developers: 53% of them identified as ‘indie’ 

 

Apperley and Golding 2015: independent game companies are now a large 

majority in the Australian game industry 
 

 

Also see: Aphra Kerr Global Games (2017); Parker, Whitson and Simon 

(2017); Casey O’Donnell Developer’s Dilemma (2014) 



Creative Industries? 

 

 

The video game industry has generally conformed to the patterns of production 

and publishing established in other cultural and creative industries (Kerr 2006, 

43–74; 2017; Hesmondhalgh 2013, 358–62). 

 

 

Creative individual as entrepreneur in the fashion, music and cinema industries 

(McRobbie 1998; 2016) 
 
 
  



Method: Participant observation at festivals, workshops, and open-ended 

interviews 

 

How independent developers make sense of their work under current 

conditions, and the bearing this has on the future of the industry.  

 

How working practices, business models, and artistic practices are 

interconnected elements of contemporary games production. 

 

Understand the anxieties of (indie?) developers, how they justify their life and 

career choices (Gregg 2011) 

Independence as style and aesthetic (Juul 2014), while independence as 

alternative or as challenge to the game industry is instead naïve (Fisher 2009)  

 

 



Where am I: interviews in London, Milan, Berlin 

Future: Participation at festivals (depending on funding applications) 
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