
INTERVIEW WITH DEVELOPER JOOST

Did you find it challenging adapting the 
Moba genre to a 2D side scrolling format?
Yes, very challenging! It took us more than 
two years to make the core gameplay work 
well and feel both balanced and fun. For 
example, a big challenge was how colli-
sions between characters work: we experi-
mented with this a lot during development 
before we ended up with the approach that 
you have collision with enemies but not 
with teammates.

What is your opinion on the moba genre as 
a whole?
I love the aspect of levelling within the 
match and the freedom of having so many 
options: defending, attacking, harassing, 
ganking, jungling, its like a microscopic 
open world RPG!

Do you find having a game like Awesom-
enauts a challenge to work on with the 
continual updates in terms of creating new 
characters, maps balance etc... and is this 
challenging as an smaller indie company?
This is definitely a big challenge, as the way 
of working for continuous updates is very 
different from doing one big release once. 
It is not more difficult than normal devel-
opment but just so different that the switch 
is challenging. I don’t think this is particu-

larly difficult for a smaller 
indie company, probably even easier than 
with a bigger team because scheduling 
becomes easier.

How do you think the YouTube 
community that has built up 
around the game has contributed 
to the community as a whole and 
do you think it has kept people more inter-
ested in the game and playing more?
Youtube is a big part of the community 
and really important to marketing and 
word-of-mouth. I think to keep peo-
ple engaged with a single game for 
so long it’s really important to also 
have fun things outside the game. 
Like a forum, livestreams, tour-
naments, Youtubers, balance 
discussions, fan-art: basically 
anything to make the game big-
ger than just the gameplay itself.

Recent-
ly I had the 

opportunity to interview  Joost a indie 
developer, part of the team responsible for the game 
Awesomenauts.

Your game, Awesomeanauts, has built a significant 
community both inside and outside game, what do 
you think contributed to this?
The MOBA genre is highly popular at the mo-
ment but most games do the exact same thing: 
3D top-down fantasy. Awesomenauts brings a 
unique take on the genre that offers something 
different, but within the range of the familiar and 
popular MOBA genre.

Do you attribute in part the success of Awesom-
enauts to YouTube creators such as Yogscast and 
Totalbiscuit Myndflame etc... in the early days after 
release?
Yes, especially the Yogscast video about Skolldir 
generated a huge bump in player count. Com-
bined with the other streamers this elevated the 
game to much bigger success than it initially had.

Awesomenauts, while not being your first, is your 
most popular and well known game, why do you 
think that is?

It is better and bigger than Swords & Soldiers 
and has much more replayability due to its 3vs3 
online structure. Also, Awesomenauts has grown 
over time because we kept adding content to 
it, allowing the game to remain popular much 
longer than a normal game would.

As an indie developer did you have any issues get-
ting onto steam w have any issues afterwards with 
Steam?
Nope, Steam is great to work with!

What was your inspiration for Awesomenauts, why 
tackle the moba genre in such a significantly differ-
ent format what was the thinking behind this?
We liked the original DotA and wanted to do 
something similar, but we don’t like cloning 
games: we want to make original stuff. So we 
wanted to take that core DotA concept into a 
completely different direction. Hence the plat-
forming-DotA idea. Note that this was before any 
of the DotA-likes had released: even League of 
Legends wasn’t out yet at the time. The other big 
inspiration was of course eighties cartoons.


