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Who Am I?

• Leader of indie game group Goldbar Games

• Experience making games since 2006

• Favorite Game Genre: Mystery/Puzzle

• Favorite Video Game: Super Mario 64

• When the Seacats Cry 

• The Misadventures of Detective Butler

• Witch Doctor Kaneko



What Are Visual Novels?

• “An interactive fiction game, featuring mostly static graphics, most 
often using anime-style art or occasionally live-action stills (and 
sometimes video footage).” –Wikipedia

• Text-heavy storytelling through a video game medium 

• Visual novels have four main components:
programming, writing, graphics, and sound



VN Terminology

• OELVN (Original English Language Visual Novel) -> EVN

• Bishoujo games (BxG) and Otome games (GxB)

• Yaoi games (BxB) and Yuri games (GxG)

• Character Routes

• Kinetic Novels



Clannad



Fate/Stay Night



Umineko no Naku Koro ni



Phoenix Wright



Dangan Ronpa



Katawa Shoujo



Juniper’s Knot



Long Live the Queen



Detective Butler



Project Planning

• Start with a small scope

• Play to your strengths and style

• Be prepared to work a lot

• Keep practicing to improve

• Don’t be afraid to ask for help

• Remember to have fun!



Should I Work With A Team?



How and Where To Find Teammates



Writing

• Consider the best medium for your story

• Begin with a flexible outline

• Start small and do not be afraid to cut content

• Edit and revise your scripts often

• Keep team members updated on the latest version



Choices and Branching

• Writing stories is writing about the conflicts of characters

• How do the player’s choices affect the characters in the story?

• Are the consequences short-term or long-term?

• What can the player gain from repeated play-throughs?



Programming

• The process of making your story into a video game

• Programming is the cornerstone of a visual novel

• Use it to bring your story to life – make it stand out!

• Pick a game engine suited to your skill and requirements



Ren’Py

• Python-based scripting language

• Most popular engine for English VNs
• Katawa Shoujo, Dysfunctional Systems

• Easy learning curve
• Comes with most visual novel features already coded

• Designed with non-programmers in mind

• Can export to Windows, Mac, Linux, Android

• Large and active support user-base (Lemmasoft Forums)





ONScripter

• Assembly-like scripting language

• Mostly used for older Japanese VNs
• Fate/Stay Night, Umineko

• Primarily Windows-based, but can be modified
to work on Mac, Linux, and Android

• Very small user-base, but good documentation





Unity

• Professional software used in game industry

• Designed for making any kind of game 

• C# or Javascript programming required
• You will need to program VN elements yourself

• Unless you use something like Fungus

• Can export to all platforms and devices,
including web pages

• Large and active community for support

• Pro version is costly but not necessary







Other Game Engines

• Visual Novelty

• TyranoBuilder

• BASSNovel

• Cloud Novel

• Twine

• KiriKiri

• Game Maker

• RPG Maker



Commonly Used Drawing Tools

• Drawing Tablet and Pen

• Paint Tool SAI

• Adobe Photoshop

• Public Domain Sprites and Pictures



Drawing Sprites



Backgrounds



Event CGs



Graphical User Interface



Music and Sound Resources

• Audio Creation and Editing Tools
• Audacity

• FL Studio

• GarageBand

• Mixcraft

• Reason

• Magix Music Maker

• Royalty free music
• Incompetech.com 

• Jamendo.com

• Royalty free sounds
• Freesound.org



Music, Sound, and Voices

• Decide on a music style that fits the mood of each scene

• Play sound effects when the script calls for it

• Voice acting is optional but can add to immersion (if done well)



Opening Videos and Animation

• Entirely optional due to costs 
but looks professional

• Sets the tone for your game 
and leaves a first impression

• Designed to market your 
game and get downloads

• Adobe After Effects and 
Sony Vegas recommended



Testing Your Game

• Send your game to a variety of testers

• Test as many operating systems as possible

• Fix any coding bugs, crashes, and glitches

• Proofread your script for mistakes

• Play it all one last time before releasing it



Q&A
Thank you!

goldbargames.com

E-mail: kinjogoldbar@gmail.com

Twitter: twitter.com/Kinjo_Goldbar

Facebook: facebook.com/GoldbarGames

mailto:kinjogoldbar@gmail.com

