	
	
	



Stephanie Bazeley Access Summary
Stephanie Bazeley, co-founder of Team Junkfish, shared her journey from nearly becoming a vet to becoming a video game programmer. She studied at the University of Abertay Dundee, where she co-founded Team Junkfish with friends from different courses. Their team excelled in a module and won the Samsung Student Developer Challenge. Initially, they worked from a living room but have since grown to nearly double their size. Stephanie emphasized the importance of control, teamwork, and collaboration in game development. She highlighted the challenges of marketing and visibility, noting the shift in Steam's Greenlight process and the importance of targeting the right audience.
Social
· Stephanie initially planned to be a vet but switched to computer games after an open day.
· She excelled in her first year of university and made friends, enjoying the experience.
· Stephanie worked with friends to co-found Team Junk Fish during university.
Achievements
· Co-founded Team Junkfish with university friends.
· Created a successful project that became the best of the year.
· Participated in Samsung Student Developer Challenge as a team.
· Developed Monstrum, a procedurally generated horror game.
· Grew the company from 10 to almost double the size.
· Successfully got their game greenlit on Steam in two weeks.
Challenges
· Initially had a limited budget and worked from a living room.
· Faced challenges in marketing and gaining visibility for their game.
· Dealt with the difficulty of standing out among numerous game releases on Steam.
· Had to wear multiple hats, including marketing and QA, besides programming.
Collaboration
· Team members from different courses collaborated on university projects.
· The team worked well together and understood each other's workflow.
· Emphasized the importance of being collaborative and listening to team input.
· Highlighted the need to be open to criticism and willing to help others.
Growth
· Stephanie transitioned from studying to be a vet to pursuing game development.
· Gained experience working with new hardware like VR.
· Emphasized continuous learning in game development, even after university.
· Advised aspiring game developers to create something and keep improving.
Outline
Stephanie Bazeley's Journey to Game Development
· Lynda introduces Stephanie Bazeley, co-founder of Team Junkfish, and asks about her decision to study computer games at the University of Abertay Dundee.
· Stephanie explains her initial plan to become a vet but changed her mind after attending an open day at Abertay, where she discovered the possibility of making video games.
· She shares her background in computing and how her passion for programming and video games led her to apply to Abertay, where she excelled and found a supportive community.
· Stephanie highlights the fun and camaraderie she experienced during her studies, which solidified her career choice as a video game programmer.
Formation and Success of Team Junkfish
· Lynda inquires about Stephanie's involvement in co-founding Team Junkfish and her current role.
· Stephanie describes how the team met during university, each focusing on different aspects of game development, and how they proposed a project to their lecturer, which was well-received.
· The team's success in their third year led to their participation in the Samsung Student Developer Challenge, where they continued to excel.
· Stephanie's main role was creating prototypes and pitching ideas, which helped them secure funding and establish Junkfish as a company.
Driving Forces Behind Game Studio Creation
· Lynda asks about the motivations behind creating their own game studio.
· Stephanie emphasizes the control over their work and the desire to stay together as a team, as they worked well collaboratively and had a unique game idea.
· She discusses the challenges of working in a traditional company versus having the freedom to implement their own ideas within Junkfish.
· The collaborative nature of Junkfish is highlighted, with each team member contributing and listening to feedback, which enhances the quality of their games.
Risks and Challenges of Starting a Game Studio
· Lynda questions the risks involved in starting a game studio.
· Stephanie admits the uncertainty of her future after graduation, weighing the risks of starting her own studio versus seeking employment elsewhere.
· She describes the initial challenges of working from a living room and the financial struggles they faced, but also the growth and advancement they have achieved.
· The transition from a small team to a larger one, with more resources and opportunities, is noted as a significant milestone.
Day-to-Day Responsibilities of a Senior Programmer
· Lynda asks about Stephanie's daily responsibilities as a senior programmer at Junkfish.
· Stephanie explains her role in translating design ideas into functional game elements, often requiring brainstorming and iteration.
· She provides an example from their game Monstrum, detailing the challenges of creating procedurally generated content that is both random and believable.
· The iterative nature of game development and the complexity of tasks, such as implementing security cameras, are discussed.
Challenges in Game Development and Marketing
· Lynda inquires about additional challenges in game development.
· Stephanie highlights the importance of marketing and visibility, noting that success is now split between creating a good game and getting it noticed.
· She explains the process of getting a game onto Steam, including the use of Greenlight and the challenges of standing out among thousands of new releases.
· The importance of reaching out to press and streamers who are interested in the genre of the game is emphasized, as it helps in gaining visibility and success.
Qualities Needed for Game Design and Teamwork
· Lynda asks about the qualities needed to succeed in game design and as part of a game studio team.
· Stephanie stresses the importance of teamwork, willingness to help, and openness to criticism.
· She advises being flexible and open to feedback, as well as having faith in one's work while being open to improvement.
· The value of being a nice person and contributing to a supportive team environment is highlighted.
Gender Diversity and Industry Improvement
· Lynda inquires about the gender makeup of Stephanie's team.
· Stephanie shares that the initial team was mostly male, but the team has since become more diverse, with more female members in various roles.
· She notes the improvement in gender diversity in the games industry and encourages more women to pursue programming and other roles.
· The positive impact of a diverse team on creativity and problem-solving is acknowledged.
Excitement and Future of Game Development
· Lynda asks about the most exciting aspects of working in gaming today.
· Stephanie expresses her enthusiasm for working with new hardware, such as VR, and analyzing other games to learn from them.
· She appreciates the accessibility of game development tools like Unity and Unreal, which have made it easier for more people to enter the field.
· The continuous learning and innovation in game development, driven by passionate developers sharing their knowledge, are highlighted as key aspects of her enjoyment.
Advice for Aspiring Game Developers
· Lynda asks for advice for aspiring game developers and startup founders.
· Stephanie advises making something, even if it's not perfect, and believing in oneself as the driving force behind success.
· She emphasizes the importance of finding a supportive team and pushing each other to achieve their goals.
· The challenges are acknowledged, but Stephanie encourages persistence and the belief that success is possible with hard work and dedication.

	
	
	



