
REVISTA GEMInIS - ISSN 2179-1465 - LINK 2022 PRACTICE-LED RESEARCH COLLECTION – V.13 (3) | JUNE 2022

Crunch: Analysis of the phenomenon in the independent game 
development scene

Daniel Teixeira Prieto Anhembi Morumbi University, PhD and Master's Design Programme, São Paulo, 
Brazil - danprieto99@gmail.com@anhembi.br

Sergio Nesteriuk Gallo Anhembi Morumbi University, PhD and Master's Design Programme, São Paulo, 
Brazil – sngallo@anhembi.br

Translator: Marcos Mortensen Steagall Auckland University of Technology, Communication Design 
Department, Auckland, Aotearoa  New Zealand – marcos.steagall@aut.ac.nz

ABSTRACT

Keywords:

Volume 13 |  Number 03   | ISSN: 2179-1465 | https://www.revistageminis.ufscar.br

DOI: https://doi.org/10.53450/2179-1465.RG.2022v13i3p5-15

How to cite: Prieto, D. and Nesteriuk, S. (2022). Crunch: Analysis of the phenomenon in the independent game development scene

(M. Mortensen Steagall, Trans.). The Geminis Journal, 13 (3), 5-16. DOI: https://doi.org/10.53450/2179-1465.RG.2022v13i2p5-16

Copyright: This article is licensed under the terms of the Creative Commons-Attribution 3.0 International License.

REVISTA GEMInIS - ISSN 2179-1465 - LINK 2022 PRACTICE-LED RESEARCH COLLECTION – V.13 (3) | JUNE 2022

Crunch: Análisis del fenómeno en la escena del desarrollo de 
juegos independientes

Daniel Teixeira Prieto Anhembi Morumbi University, PhD and Master's Design Programme, São Paulo, 
Brazil - danprieto99@gmail.com@anhembi.br

Sergio Nesteriuk Gallo Anhembi Morumbi University, PhD and Master's Design Programme, São Paulo, 
Brazil – sngallo@anhembi.br

Translator: Marcos Mortensen Steagall Auckland University of Technology, Communication Design 
Department, Auckland, Aotearoa  New Zealand – marcos.steagall@aut.ac.nz

RESUMEN

Palabras clave

Volume 13 |  Number 03   | ISSN: 2179-1465 |  https://www.revistageminis.ufscar.br

DOI: https://doi.org/10.53450/2179-1465.RG.2022v13i3p5-15

Copyright: This article is licensed under the terms of the Creative Commons-Attribution 3.0 International License.

How to cite: Prieto, D. and Nesteriuk, S. (2022). Crunch: Analysis of the phenomenon in the independent game development scene

(M. Mortensen Steagall, Trans.). The Geminis Journal, 13 (3), 5-16. DOI: https://doi.org/10.53450/2179-1465.RG.2022v13i2p5-16



 
 

   
 

6 

Crunch: Analysis of the phenomenon in the independent game development scene 

INTRODUCTION  

 

 

1. ABOUT THE INDUSTRY AND GAME DEVELOPMENT 
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INTRODUCCIÓN  

1. SOBRE LA INDUSTRIA Y EL DESARROLLO DEL JUEGO 
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2. CRUNCH TIME 
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2. TIEMPO CRÍTICO 
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3. INDEPENDENCY IN THE GAME DEVELOPMENT PIPELINE 

 

 

 

 
1 An iterative launch is also possible within the AAA industry, however, they frequently chose a complete launch method for media 
and funding reasons 
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3. INDEPENDENCIA EN LA LÍNEA DE DESARROLLO DE JUEGOS 



 
 

   
 

10 

Crunch: Analysis of the phenomenon in the independent game development scene 

4. INDEPENDENT CRUNCH 

 
2 Common in the game industry, post-mortems are documents written after a project is over, hoping to point out what went wrong 
and what went well. 
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4. CRUJIENTE INDEPENDIENTE 
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5. PRODUCTION, PERFORMANCE, FREEDOM, AND EXPLOITATION IN 
VIDEOGAMES 
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5. PRODUCCIÓN, RENDIMIENTO, LIBERTAD Y EXPLOTACIÓN EN VIDEOJUEGOS 
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6. FINAL CONSIDERATIONS 
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6. CONSIDERACIONES FINALES 
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APPENDIX
Table I: Video presentation expanding the main points of the research. 

Video screenshot Title and link 

 

LINK 2021 - Crunch: Analysis of The Phenomenon in The Independent Game 
Development Scene 
URL:https://www.youtube.com/watch?v=lIOUUYQL1jA&ab_channel=DanielPrieto 
(This video is not discussed in this study, but it expand on the concept and 
development of Practice-led Research. 
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