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Garage Game Design: 
How User-Created Web Games Drive Innovation 



  

What's Innovation?



  

Is it making high-quality but incremental improvements 
to an existing genre?
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Is it finding different ways to make 
your character do things?



  

Or is it having a really cool idea 
and just running with it? 



  

Flash has empowered users to become game 
creators, and surprise!  They are sometimes 
better at it than we in the “industry” are.



  



  



  

“Portal: The Flash Version started as a Flash 
project by Hen Mazolski and Ido Tal, back when 
Valve first announced about their exciting new 
game. We define ourselves as definite Valve 
fanboys, and we just couldn't wait to play the game.

We decided to make our own version of it 
ourselves, just for us, as a side project. Little did we 
know, it turned out to be a very fun game to play 
even in 2D, and after some pressure from our close 
friends, we decided to send it out to the world.”

– WeCreateStuff.com



  

The Puzzles in Portal: The Flash Version are better 
than those found in Valve's Orange Box version.



  

OMG!



  

The Puzzles in Portal: The Flash Version are better 
than those found in Valve's Orange Box version.



  

Features 14 puzzles from Portal: The Flash Version



  

What's so Great About Flash?



  



  

vgchartz.com



  

850,000,000
(99% of all Internet users)

vgchartz.com



  

Built-in Tools (vector illustration, animation, compiler)
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Flash is not a simple  “Make Your Own Game” 
Application

An infinite range of game ideas is possible, and, 
largely unfettered by publishers or deadlines, 
flash developers are able to truly innovate – just 
taking a cool idea and run with it.



  

Kongregate Labs
http://www.kongregate.com/labs



  

A few examples of games that would never 
be made in the traditional game world:

If we're ever going to solve the “Are 
Games Art?” question, it won't be 
with the big budget titles.  It'll be in 
the indie web game scene.



  
http://www.kongregate.com/games/EvilDog/z-rox

People have been accused of making one-
dimensional games before, but this was on 
purpose.



  

Sometimes it's not just the mechanics, but the style.

http://www.kongregate.com/games/Edmund/aether



  

I 
Wish 
I 
Were 
The 
Moon

Art and elegance can be found in simplicity and experimentation.

http://www.kongregate.com/games/danielben/i-wish-i-were-the-moon



  

The most important part of innovating in 
video games is something most game 
developers can never afford to do:



  

FAIL



  

Low Budgets = Freedom



  

How do you make a living as a renowned 
Flash Game Innovator?
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How do you make a living as a renowned 
Flash Game Innovator?

●Shared Ad Revenue

●Sponsorships and licenses
(FlashGameLicense.com – some sponsorships 
can climb as high as $50,000, but most are in 
the $500 – 2500 range.)

●Making Advergames

(On Kongregate, developers currently get $2-3 
per thousand plays.  Our top developers can 
make a thousand dollars a month or more.) 

(Soulless but profitable.)



  

What would happen if you gave these 
amateurs enough money to do it full 
time?



  

“Remnants of Skystone”  by Flipline Studios

“Zening”  by Michael King



  

“Vectorious” by SMERC Design

User-Generated Content Game:



  

Thank you, Copenhagen!

chris@kongregate.com
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