1. Alternative funding models for independent developers

2. How to create a financial model around your company’s intellectual property

3. Standardize certain portions of development contracts? eg royalty report format

4. How can a developer move from being a “have not” to a “have”? ie marketing and positioning your company as its own brand

5. Preproduction as a distinct element of development process – how much is enough? Too much? Defining the goals?

6. Challenges of digital distribution

7. Alternative distribution models for indie developers to publish their titles in addition to traditional publisher financial involvement

8. Best practices in international PR/marketing

9. Organizational structures and processes that accommodate scaling

10. Creative solutions for traditional developer-publisher economics

11. Dealing with submission of new game ideas & legal implications of review process.  Affects submissions from internal employees as well as external submissions

12. IP licensing best practices; licensing in as well as licensing out

13. How to market non-violent games to a mass audience?  Impression of game industry from outside the game industry, and related PR issues.

14. Managing downtime between project lifecycles, as well as overlapping projects

15. How to spot and prevent burnout?

16. Outsourcing: When (in product schedule), Where (geographically), How (tools pipeline)

17. Protecting your company in IP issues: Patent protection, copyright/trademark infringement 

18. How to build relationships with key industry companies without being on the “inside”?

