


Issue 04 (2016)

articles

Post-Digital Games: The Influence of Nostalgia in Indie Games' Graphic Regimes
by Mattia Thibault, 1

Religion, Games, and Othering: An Intersectional Approach
by Kathrin Trattner, 24

´The poor carpenter´: Reinterpretating Christian Mythology in the Assassin's Creed 
Game Series
by Frank G. Bosman, 61

reviews

Dishonored: A “Less Dark Outcome” – The Religious Milieu in Dishonored on the 
Pacifist Route
by Heidi Rautalahti, 88

Agency and Consequence in Life is Strange

by Ylva Grufstedt, 96

To Live or Die in Los Santos: Death and Post Mortality Aspects in Grand Theft Auto V
by Isabell Gloria Brendel, 101

Analyzing Digital Fiction: A Review
by Nina Maskulin, 110



interviews

Interview with Shailesh Prabhu, Indian Game Designer

by gamevironments, 120

Interview with Ricardo Ruiz from 3Ecologias

by gamevironments, 127

research reports

Mapping Methods: Visualizing Visual Novels’ Cultural Production in Japan
by Edmond Ernest Dit Alban, 140



120

Interview with Shailesh Prabhu, Indian Game Designer
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Abstract
Interview with the Indian Game Designer Shailesh Prabhu about his game Sky Sutra.

Keywords: developer, Sky Sutra, HUEBRIX, Multiplayer, game, multicultural

Q1: What is Sky Sutra, and who are you, the creator(s)? 

Right now we are a nameless group of people making games on the side. I recently 

took up a job as a game designer in Copenhagen so I can move there, however we 

will continue to work on our new game, Sky Sutra. Our team is multicultural and 

located in Sweden, France, India and Copenhagen (one person each). Initially I had 

found a studio with the intent of making original games in India and continued to do 

so for nine long years but now I have decided to move to Europe and do the same. 

Hence the slight change in structure. This, however, allows us to make games we 

want, without having to fear commercial failure. It is very liberating. However, that 

still means we take the game just as seriously as before. 

Q2: What is unique in Sky Sutra, and in what way is it innovative?

Sky Sutra is a Local Multiplayer, Two-Player, Competitive, Asymmetric, video game 

about Flying Carpets. The game features two roles, a leader and a chaser, both of 

whom are fighting for control of a flying carpet. The leader can control the 

movement of the carpet, which leaves behind a trail. The leader can momentarily 
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stop the trail by jumping on the carpet.

The chaser can only run on this trail and must avoid falling off. They can shoot and 

orb and direct it, in real time, to the leader in order to stun him and take his place.

The game was inspired by Flemings left hand rule in Physics, which I was mulling 

over one day. But not in the sense of force, but by the concept of existing on 

different planes. How would a two player game work if one player was playing 

perpendicular to the screen, in top view (to create levels). And the other would play a 

sidescroller on those same levels. 

Fig 1: Initial pitch I made to my programmer

The game has been showcased in 2015 at The Indie Game Shindig in Kerala, India 

and also in 2016 at Now Play This in London. Both places the reception was really 

positive, a couple of people went out of their way to tell me how much they enjoyed 

it and that felt that we were on to something good.
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Fig 2: The game ready to be showcased at Now Play This 2016 in London
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Fig 3: The game being played by school children at the Indie Game Shindig in Kerala

Q3: How is the game related to video games and religion/culture?

I am not entirely sure. Initially when we were doing the concept art, it started off as a 

joke. Oh hey, as an Indian I should only make games about mystical Indian things! I 

don’t believe that is true, we can and should make games about whatever we feel 

like. But we can also bring something fresh to the table. When we did inspect the 

idea closely, we thought it actually brought some interesting visuals to the game and 

then we just kept going with it. I think it looks like something unique and that is 

owed to the culturally themed visuals of the game.
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Fig 4: Screenshot from the game

Q4: Why did you choose this name, does it has a specific meaning?

Sutra means, thread or narrative or story and well Sky is, the sky! I thought it was an 

interesting name for our gameplay. I am a bit worried that most people will think it is 

about sex in the sky or something, but it’s not! I think the Kamasutra has made a lot 

of people connect Sutra to sex and numerous people have told me that, but by that 

logic Gamasutra should be about games of the ADULT kind. Anyway, we will see how 

the name goes! 

Q5: To date, what have been the most important achievements of 

your company? How did they come about?

I think a game we did in 2012, HUEBRIX, did fairly well for us. It wasn’t a huge success 

by international standards but for us, in India, it was a great start. We got noticed by 
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press and stores and users alike and we generally had a good reception. It made us 

believe that we could make games that could also stand in the global market. We 

had worked very hard on it, a team of 3 people worked on it full time for over a year. 

We are very proud of that game to this date.

Q6: Apart from Sky Sutra, in which way are video games/gaming 

related to your work?

My new found day job is also as a game designer. I think that’s the only thing I am 

good at and its pretty much the only thing I do, full time and professionally (not 

counting hobby projects).

Q7: In what way do you decide on new endeavors, f.e. do you follow 

an established process regarding how you formulate your projects?

No, there is no real established process for formulating our projects. Before each 

project I like to see the team we have at hand, the kind of time/resources we can 

dedicate to it and try to work out a concept that everyone is excited about with 

those restrictions. I believe those organic restrictions can help form a style for the 

game too and give it that uniqueness. For example, when we started off, we did not 

have an artist/animator on the team. So a friend of mine helped us create this art 

style that allowed characters to be very simple cubes with details all drawn into the 

texture and animate them through code, but still have personality. I think that worked 

for the game and we went with it, and it has given the game an identity.



126

Q8: What is your next project about, and when and where can we 

look out for it?

Apart from Sky Sutra, I am juggling with a few more personal projects one is a stealth 

game and another is a fast paced arcade style game based on Soccer (but not really), 

both are really very early in their life cycle so I haven’t really put them up anywhere. I 

actually also haven’t yet made a website for Sky Sutra, which I should get on now! 

We haven’t made a big fuss about Sky Sutra so far, but as of now, the people who 

have seen it seem to have a positive impression of it. I think this is the only press 

coverage we have at the moment, http://gadgets.ndtv.com/games/reviews/sky-sutra-

is-part-shooter-part-platformer-all-awesome-and-made-in-india-773000.

But that will change once we are closer to release. We are working very hard to get 

the game out in the next 3 months at least on some platforms.


