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Shrnutí a závěr:  
 
Dennis chose a very specific and comprehensive topic as the subject of his work: Development 
process of a successful indie game. However, while reading his work, I was very pleased with its 
structure. It was not a simple and boring talk about programming in an incomprehensible coding 
language, but a theoretical consideration of what an independent game is and how to achieve its 
successful launch. We will learn how to approach the concept, visuals, story or soundtrack. Such a 
reading was truly rewarding for me. 
The practical work was about designing one's own author's indie game. It looks like a very interesting 
noir hotel game. The visuals alone give me a sense of adventure and I can't wait to play. 
Fingers crossed for more work and keep going! 
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