1. Alternative funding models for independent developers

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

3. Creative financial incentives for developers other than advance model?

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

5. How can indie developers use marketing to create buzz without publisher involvement?

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

7. How to solve the problem of increasing team size, via outsourcing or other means

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

9. Microsoft Project is not an adequate tool for development project management!

10. Retail B&M shelf space is limited, expensive and inaccessible.

11. Challenges of digital distribution

12. Financing that distributes risk more evenly between developer and publisher

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

14. Work-life balance issues – overtime/crunch

15. Dev management focus on staff dev and running a company effectively rather than just making a game

16. Project management and scheduling

17. Using PR and marketing to leverage a developer’s strength/core competency

18. Best practices in international PR/marketing

19. Connection between product design & marketing re: how to break out of the hardcore box

20. Balancing time – quality – resources: impact of scope creep

21. Organizational structures and processes that accommodate scaling

22. Creative solutions for traditional developer-publisher economics

23. Why aren’t developers bankable?

24. Where does the money come from as development budgets/costs rise w/next-gen system dev?

25. How to manage consistency in a project vision? Documented in advance vs. changeable midstream?

26. Strategies for managing dev costs esp during platform transitions.

27. Avoiding litigation for missing milestones

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

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

30. US low threshold for litigation as it affects international companies

31. Alternative marketing models and how to build your game to support them?

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

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

34. Lack of defined production/development process

35. No venue for B2B exchange of info/assets among dev & related groups

36. How to spot and prevent burnout?

37. How to define preproduction consistently across industry?

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

39. Convergence with motion picture industry as related to value of IP

40. Concept pitch process – too much to do before even getting in the door?

41. Creative tension between production-driven vs. designer-driven development styles.

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

43. Recruiting – finding new talent?

44. Production methods for driving risk to beginning of project cycle

45. Educating staff on job requirements when industry standards are constantly changing

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

47. Dealing with content that doesn’t map to your personal values

48. Working on poor-quality titles as a major demoralizer

49. Alternative to “big five” publishers?

50. Standardizing development tools to build attractiveness of developers for alternative financing

51. Division of labor between developer and publisher re: marketing and PR

52. Effect of hacking/cheating on revenue from MMPs, and legal options for stopping

