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Indie Games
“ 

Videogames are young, yet their influence on modern culture is 
unmistakable: blockbuster games gross billions of dollars, children play 
Angry Birds, office workers play Solitaire and games are increasingly relevant 
to fields far beyond entertainment. 

Modern technology has caused a small revolution in game development in the 
past decade: with digital storefronts came the ability to self-publish, with Twitter and 

Facebook came ways to connect to fans without billions of dollars in advertisement. These and many more have 
given rise to a new force in the world of game creation: the independent developer.

The ‘indie’ is a developer – or a small group of developers – that makes games independent from large companies. 
They’re the developers that make games because they want to, the people that can take risks because they have no 
stakeholders. These are the people that’d rather eat noodles for a month than allow their designs to be obfuscated by 
financial realities, the people that explore new grounds because there’s no commercial incentive to play it safe. In the 
past few years, indies have become an important part of gaming. 

These interesting, artistic and experimental games are – besides deeply personal to their creators – often pushing the 
boundaries of the medium. Can we use games to trigger a sense of guilt? Can games be used to show people the world 
from a different perspective? Is a game a way to express or explain complex societal issues? Can games be more abstract 
instead of realistic? What is a game? What isn’t? Do games need to be fun? What would a game inspired by Escher look 
like? Or a game based on the visual style of Kandinsky? Are there games that should exist but do not exist yet? Can you 
make a game in two days? Can you make a game without screens? 

For every indie developer working from their home, a small office or an office building, there are unique motivations, 
questions, answers and perspectives brought into the medium of games. In the end, that’s what indie is: it’s hobbyists and 
professionals, working to breathe another perspective into games. Not because the commercial, blockbuster perspective 
is bad – but because this more personal approach to games sometimes yields beautiful things.

 ”
Rami Ismail - Indie Game Dev & Productions (Vlambeer)

LUDWIG & DutchGameMusic
LUDWIG is a new initiative by musicians from the orchestras of the Netherlands Broadcasting 
Music Centre. It consists of a collective of driven instrumentalists who aim to re-establish the 
connection and communication between musicians and their audiences.
LUDWIG is extremely versatile and can form itself to any chosen project playing everything 
from improvised music to historical reproductions, from world-music to film music, from historical 
repertoire to ‘music that has yet to be written’. Tonight LUDWIG presents a very special selection of the 
finest international Indie Games repertoire.

DutchGameMusic is an initiative from the Musicinstitute for MultiMedia (MiMM), Utrecht School of the Arts and 
companies, working in the Dutch Game- and Music landscape. You can read all about DutchGameMusic on the 
website www.dutchgamemusic.nl

MCO
The MCO (MuziekCentrum van de Omroep), the Netherlands Broadcasting Music Centre, is a musical institution 
with a well-defined identity at the very center of Dutch musical life. The Music Center is committed to the highest 
standards of performance and prides itself not only on the imaginative programming of its orchestras and chorus 
but its superlative music library. 
What makes the Center unique is the cooperation between its high-level musical groups within a single 
organizational structure, a cooperation that leads to innovation, superlative music-making and artistic creativity. 

Arrangers
Indie Games Concert arrangements realised by:
Yorick Goldewijk, Douwe Medema, Bart Delissen, Niels van der Leest, Paul van Vulpen, Stan Koch, Ivo van Dijk, Than & 
Matthias van Nispen t.P.
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Cello Fortress (2012)
Joost van Dongen
Cello Fortress is a unique combination of a game and a live music 
performance. A cellist defends a fortress by improvising on his cello. 
Melodies control the guns, dissonant notes activate the flamethrowers. 
Players from the audience use game controllers to steer their tanks and 

attack the fortress. The cellist plays live music, while at the same time controlling the game to be a 
fun challenge for the players. Cello Fortress is an innovative experiment that blends concert and game.

Joost van Dongen is known for his previous game Proun, and as lead programmer and co-founder of Ronimo 
Games, the studio behind the hit downloadable games Awesomenauts, Swords & Soldiers and De Blob.

VVVVVVV (2010) - Introducing VVVVVV
Magnus Palsson (aka SoulEye)
Arrangement Yorick Goldewijk

VVVVVV is a 2D puzzle platform video game designed by Terry 
Cavanagh.
In VVVVVV, the player controls Captain Viridian, who is lost in an alternate 

dimension, in search of the missing members of the spaceship’s crew. Instead of jumping, the player 
is able to control the direction of gravity, allowing Captain Viridian to flip between the floors and 
ceilings of the environment. The graphical style of VVVVVV is heavily influenced by the Commodore 64; 
similarly, the game’s music is entirely chiptune. 

Swedish game music composer Magnus Pålsson released his soundtrack to VVVVVV as PPPPPP.

Canabalt (2009) - Run!
Danny Baranowsky (see description ‘Super Meat Boy’)
Arrangement Niels van der Leest

Canabalt is a side-scrolling “endless running” video game developed by Adam Saltsman 
for the Experimental Gameplay Project.
Originally released in Flash on his own web site, the game has since been ported to 

many platforms including iOS, Android and the Chrome Web Store; as well as being featured on sites such as 
Kongregate and Newgrounds.

The game was listed among the best of 2009 by numerous publications including Rock, Paper, Shotgun and 
Eurogamer, and went on to spawn a genre of “endless running” games; including such titles as Robot Unicorn 
Attack.

In November 2012, Canabalt was included in an exhibit on video games at the Museum of Modern Art.

Machinarium (2009) - The Glasshouse with Butterfly
Tomáš Dvořák (aka Floex)
Arrangement Yorick Goldewijk

Machinarium is a puzzle point-and-click adventure game developed by Amanita Design. 
The goal of Machinarium is to solve a series of puzzles and brain teasers. The puzzles are 
linked together by an overworld consisting of a traditional “point and click” adventure story.

Machinarium was awarded with the Excellence in Visual Art (2009), Kotaku PC Game of the Year 2009 Runner-
up, Aggie’s Best Independent Adventure, Best Adventure of 2009 Runner-Up, Best Graphic Design, Best Music, 
Best Animation. 
The Machinarium SoundTrack by Czech composer Tomáš Dvořák gained massive reaction by both fans and 
critics and was selected as the best 2009 soundtrack according PC Gamer.
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Minecraft (2009) - Dog
Daniel Rosenfeld (aka C418)
Arrangement Stan Koch

Minecraft is a sandbox indie game originally created by Swedish programmer Markus 
“Notch” Persson and later developed and published by Mojang.
Minecraft is a game about breaking and placing blocks. At first, people built structures 

to protect against nocturnal monsters, but as the game grew players worked together to create wonderful, 
imaginative things.

Minecraft received five awards at the 2011 Game Developers Conference. In 2012, it was awarded a Golden 
Joystick Award in the category Best Downloadable Game. As of January, 2013, the game has sold over 9 million 
copies on PC and over 20 million copies across all platforms.
German composer Daniel Rosenfeld, also known as C418, is credited as the producer of the music in Minecraft. 
He produced the world music, the ambience music and the songs for all 12 Music Discs. Many of the sounds 
that C418 has used originate from the creative commons audio community www.freesound.org

Super Meat Boy (2008)  - Dark World Hospital
Danny Baranowsky
Arrangement Paul van Vulpen

Super Meat Boy is an independent video game designed by Edmund McMillen and 
Tommy Refenes and developed by Team Meat. In 2010, it received awards for Most 
Challenging Game from IGN, and for Best Downloadable Game from GameSpot and 

GameTrailers. Critics lauded the game’s precise control, retro artwork, and soundtrack. Reviewers generally 
praised the game’s challenge, although some warned that not all consumers would appreciate the level of 
difficulty. The game has been a commercial success, and has sold more than one million copies as of January 
2012.

Super Meat Boy is one of the games in the 2012 documentary film ‘Indie Game: the Movie’.

US composer Danny Baranowsky previously composed the soundtracks for the indie video games Canabalt, 
Cortex Command, The binding of Isaac, Gravity Hook, as well as the music for the original Meat Boy. 

Journey (2012) - Medley
Austin Wintory
Arrangement Ivo van Dijk / Douwe Medema

Journey is an Indie Game developed by Thatgamecompany for the PlayStation 3. In 
Journey the player controls a robed figure in a vast desert, traveling towards a mountain 
in the distance. Other players on the same journey can be discovered, one at a time, along 

the way; two players that meet can assist each other, but they cannot communicate via speech or text and 
cannot see each other’s names. The only form of communication between the two is a wordless shout.

Journey won several “game of the year” awards and received several other awards and nominations, including 
a Best Score Soundtrack for Visual Media nomination for the 2013 Grammy and BAFTA Awards. 

The music in Journey was composed by Austin Wintory, who also worked with Thatgamecompany on the 
soundtrack for Flow. The music dynamically responds to the player’s actions, building a single theme to 
represent the game’s emotional arc throughout the story.
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Fez (2012) - Fear
Rich Vreeland (aka Disasterpeace)
Arrangement Douwe Medema

Fez is a puzzle/platform game developed by independent software developers Polytron 
Corporation and its creator, Phil Fish.

The plot of Fez revolves around Gomez, a two-dimensional creature who lives in a flat, 2D world, but, one day, 
encounters a strange and mysterious artifact called the Hexahedron, which gives him a magical fez hat that 
allows him to perceive a third dimension. Fez won the “Excellence in Visual Art” award at the IGF in 2008, where 
it was also nominated for the “Design Innovation” award, appeared at PAX Prime 2011 as one of the PAX 10 and 
won “Best In Show” at IndieCade in 2011. It also won the “Seamus McNally Grand Prize” at the IGF in 2012 and 
was declared Eurogamer’s Game of the Year. Fez is noteworthy for its protracted development cycle, which 
was featured in the documentary film ‘Indie Game: The Movie’.

Rich Vreeland (aka Disasterpeace) is an award winning freelance composer / sound designer based in Berkeley, 
CA, with a focus in producing and directing interactive sound treatments for games.  

Remembering (2013) - WORLD PREMIERE 
Yorick Goldewijk (SonicPicnic)

Remembering is a poetic journey through sound and shapes, created by SonicPicnic, 
Monobanda and In-Visuals.
It is a game about memories and associations, and how these can be awoken by just a 
murmur of sounds, a touch of color, or a glimpse of light. Remembering aims to create 

a personal experience, where every player will find their own story, based on their own lives and their own 
imagination. The game will be released in 2013.

Tuur Hendrikx and Yorick Goldewijk, both part of the sound and music collective SonicPicnic, created the 
soundtrack for Remembering and several other indie games, such as Rocket Riot, Swords & Soldiers, 
Awesomenauts, and the upcoming Toki Tori 2.

Thomas was Alone (2012) - Escape
David Housden
Arrangement Than van Nispen tot Pannerden

A minimalist game about friendship, jumping, floating, bouncing and anti-gravity.

Thomas Was Alone was developed by Mike Bithell. The initial concept of the game was 
created during a personal 24-hour game jam while Bithell was working at Blitz Games 

in October 2010. Bithell based the game on the concept of friendship and came upon the mechanics of using 
multiple blocks with different abilities as a means of representing this.

David Housden is a composer for game, film, and TV. Recent projects include BAFTA award winning  
‘Monstermind’ and  2013 BAFTA (original music) nominee ‘Thomas Was Alone’.

Castle Crashers (2008) - Four Brave Champions (intro song)
David Orr
Arrangement Than van Nispen tot Pannerden

Castle Crashers is a side-scrolling beat’s up video game independently developed by 
The Behemoth and published by Microsoft Game Studios. It features music created by 
members of the flash community Newgrounds.

US multimedia composer David Orr’s career was launched within the  community at Newgrounds.com, where 
he accumulated numerous credits, awards, and fans. In 2010, Tom Fulp (Newgrounds, CEO) and the Newgrounds 
community honored his achievements with an “Outstanding Contributions to the Community” award.
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Braid (2008) - Romanesca
Cheryl Ann Fulton
Arrangement  Bart Delissen

Braid is a platform and puzzle video game developed by Jonathan Blow. The basic story 
elements unfold as the protagonist, Tim, attempts to rescue a princess from a monster. 
Text passages laid throughout the game reveal a multifaceted narrative, giving clues 

about Tim’s contemplations and motivations. The game features traditional aspects of the platform genre 
while integrating various powers of time-manipulation. 

Blow designed the game as a personal critique of contemporary trends in game development. He funded the 
three-year project with his own money.  The game received highly positive reviews from critics, eventually 
becoming the highest critically rated title on Xbox Live. 
Braid features licensed music from Magnatune artists Cheryl Ann Fulton, Shira Kammen and Jami Sieber. Part 
of Blow’s decision to use licensed music was to reduce development costs. He also felt that those who regularly 
compose video game music did not have the necessary skills needed to create the mood he wanted for the 
game. 

Super Crate Box (2010) - Construction Yard / Rest
Eirik Suhrke (aka Phlog)
Arrangement Bart Delissen

Super Crate Box is an arcade, nu-lo-fi shooter/platformer game, where the goal is to get 
as many crates as possible, while unlocking new weapons, characters and game modes. 
Each stage has a set number of crates to collect, while a stream of enemies comes from 

the top. Each time you pick up a new crate, your weapon changes (randomly).
SuperCrateBox received many awards and recognition, such as “IGF Finalist - Excellence in Design”, “IGF 
Honorable Mention - Seamus McNally Grand Prize.”

Composer Eirik, also known as “Phlogiston” or “Phlog” has worked on a number of Indie titles, including Super 
Crate Box, Spelunky and Ridiculous Fishing. Eirik has also been a central part to the chiptune community and 
has for example been one of the youngest to receive a release on 8bitpeoples.

Dinner Date (2010) - The Cigarette
Than van Nispen tot Pannerden (GreenCouch)
Arrangement Stan Koch
Dinner Date is a short, experimental first-person computer game made by Dutch 
game designer Jeroen D. Stout. The game is a 25 minute long story exploring the 
subconsciousness of protagonist Julian Luxemburg as he sits by his dinner table set for 

two, waiting in vain for his date to arrive. As the night progresses his thoughts continue to unfold more and 
more and we learn about the worries that troubles him. Problems not necessarily related to being stood up. 
The game comes recommended with an Argentinian Merlot, Otra Vida, and was nominated for a Nuovo Award. 
Dutch Composer Than van Nispen t.P. wrote the, somewhat melancholic, minimal jazz-style score. Than is a 
composer at Music & SoundDesign Collective GreenCouch.

Kids vs Goblins (2012) - Medley
Bart Delissen
Arrangement Douwe Medema
Kids vs Goblins is an action adventure game for the iPad, iPhone and OS X developed by 
Stolen Couch Games. Players take on the role of three children, stranded on an island as 
they look for their kidnapped baby brother. The kids take on the twisted goblins, former 
humans corrupted by magical stones of power.

Dutch composer, Bart Delissen, wrote the music for the soundtrack and was nominated in the “Best Soundtrack” 
category of the Dutch Game Awards 2012. Bart is a composer / arranger for game and film music.
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Cave Story (2004) - Theme Song
Daisuke “Pixel” Amaya
Arrangement Matthias van Nispen tot Pannerden

Cave Story is a freeware platform-adventure video game released in 2004 for the PC. 
It was developed over five years by Daisuke “Pixel” Amaya in his free time. Cave Story 
features 2D platform mechanics and is intended as a homage to the classic games that 
the author played in his youth, such as Metroid.

Cave Story has been ported to many operating systems and consoles. In 2011 Cave Story+ and Cave Story 3d 
were released as enhanced versions.
Daisuke Amaya wrote, developed, designed, composed, and programmed Cave Story by himself over the 
course of five years.

Dear Esther (2012) - Dear Esther / I have begun my ascent
Jessica Curry 
Arrangement Than van Nispen tot Pannerden

Dear Esther is an experimental first-person adventure video game developed by 
thechineseroom for Microsoft Windows and Mac OS X. First released in June 2008 as a 
free mod for the Source engine, the game was completely remade between 2009 and 

2011 for a commercial release in February 2012. The game does not follow traditional video game conventions, 
as it involves minimal interaction from the player and does not require choices to be made nor tasks to be 
completed. It instead places focus on its story, which is told through a fragmented, epistolary narrative read to 
the player as they explore an unnamed island in the Hebrides.

The game’s music was composed by Jessica Curry, a freelance music composer and co-director of 
thechineseroom. Dear Esther is nominated for 5 2013 BAFTA awards.

Sword & Sworcery (2011) - The Cloud / Death to Everyone
Jim Guthrie
Arrangement Niels van der Leest

Superbrothers: Sword & Sworcery EP is an indie adventure game created by Superbrothers 
and Capybara Games, with music by Jim Guthrie. 

Jim Guthrie is a Canadian singer-songwriter. He has recorded both as a solo artist and as a member of the 
bands Islands, Royal City and Human Highway. He was born and raised in Guelph, Ontario, and currently lives 
in Toronto.

Guthrie first made a name for himself by releasing a series of self-produced cassettes, and subsequently 
released albums on Three Gut Records. He was nominated for a Juno Award for his album Now, More Than 
Ever.

World of Goo (2008) - Medley
Kyle Gabler
Arrangement Ivo van Dijk  / Douwe Medema

World of Goo is a physics-based puzzle game by 2D Boy, an independent game developer 
consisting of Kyle Gabler and Ron Carmel. The game is built around the idea of creating 
large structures using balls of goo.

World of Goo was nominated for the Seumas McNally grand prize, Design Innovation Award, and Technical 
Excellence at the Independent Games Festival and has gone on to win several other gaming awards since its 
release.
Kyle was both the designer ànd composer of the game. The soundtrack is available for free on his website.
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Awesomenauts (2012)
SonicPicnic
Arrangement Bart Delissen

Awesomenauts is a 2D multiplayer online battle arena game by Ron-
imo Games.
In the game, two teams of three players strive to destroy each others’ base by 
jumping, shooting and using special skills.

Awesomenauts won a Gamerant ”Best indie game of E3 2011” award and the Dutch Game Awards for best 
PC/Console game, best visual design as well as the Control Industry Award.

 Indie Games Concert is realised with the great help of LUDWIG, DutchGameMusic, Muziekinstituut MultiMedia, 
Control Magazine, Utrecht School of the Arts (HKU) and MCO.

Additionally LUDWIG & DutchGameMusic would like to thank:

Peppie Wiersma, Elisabeth Kamphuis, Wilmar de Visser, Aisling Casey, Arjan Woudenberg, Maarten Ornstein, 
Jacco Groenendijk, Laurens Otto, Mark Haeldermans, Vincent Cox, Henri Kelder, Ellen Versney, Mariska 
Godwaldt, Ansfried Plat, Simone Huy, Rami Ismail, Jeroen Stout, Anders Davidsson, Sebastiaan Donders, Paul 
van Vulpen, Yorick Goldewijk, Stan Koch, Bart Delissen, Niels van der Leest, Ivo van Dijk, Douwe Medema, 
Than & Matthias van Nispen tot Pannerden, Matthijs Dierckx, Rogier Hageman, Edwin van der Heijden, Frans 
Ockeloen, Jelle Visser, Freek Sluijs, Hans Siemerink, Harmen van ‘t Loo, Wessel Oltheten, Folkert van Blom, 
Marieke Koedijk, Arnout Leene, Ralph Mantje, Rens Machielse, Klaas-Pieter Oosterhof, Ivo Brnobic, Jay Diddley, 
Robert Hoogendoorn 

If you’re not on this thank you-list, then something went wrong with the copy-paste-function, please consider 
yourself thanked a million times!

Bon anniversaire, Monique!
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