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Format: IPA for iOS, APK for Android, NSO for Nintendo Switch

Target Audience: 12+, construction and management simulator game enjoyers
Copyright: NewLeaf Games™ 2022
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Project Budget - Cyber Farm Lorena-Maria Neagoe
Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

Project Overview
Cyber Farm is a 2D, pixel art construction and management simulation game

aimed for a 12+ audience. Collect cute robots, offer them shelter, assign them tasks based
on their skills, expand and upgrade your building and manage your resources like
electricity, bio-mass etc.

NewLeaf Games is a new, fully remote games studio. It was founded in 2019 as an
outsourcing studio, but now we are working on our second IP game.

The core team is made of 2 programmers, and 3 artists, 1 producer and 1 game
designer. We will hire the following:

● video/ trailer editor
● marketing company
● OST composer
● audio engineer/designer
● Romanian, German, Japanese and Korean translators for localisation

The game is set to release in March 2024 on mobile (as a free to play game) and on
Nintendo Switch with a price tag of £3.99. On top of that, we plan to include
cosmetics that players can purchase on all platforms, occasional ads on mobile
devices with the option to pay £3.99 to remove ads, and seasonal events and DLCs
if the game performs well.

What could impact the project:
● a lot of diverse and unique characters needing to be animated and implemented;
● a big marketing team is needed because the game will be targeted at audiences

from Europe, US, Australia and Asia;
● software pricing changes;
● shifts in social media trends;
● possibility of having to delay the release of the Nintendo Switch build;
● having to compete with other cute and cozy games already established on the

market such as Animal Crossing, Fallout Shelter etc.;
● unforeseeable events leading to staff having to take extra time off;
● features and assets taking longer than what we’re expecting, therefore not

meeting our milestones;
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Project Budget - Cyber Farm Lorena-Maria Neagoe
Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

SWOT Analysis:
● Strengths:

➔ dedicated team for the project;
➔ professional marketing team;
➔ perfect concept for a specific niche;
➔ cute and unique characters;

● Weaknesses:
➔ not everyone might be interested in this game concept;
➔ only 2 programmers;

● Opportunities:
➔ the game doing really well with younger audiences;
➔

● Threats:
➔ other cute and cozy games;
➔ other management games like Fallout Shelter;
➔ possibility of not breaking even;

MILESTONES / DEADLINES:
● Character concept art finished on 28th of July 2023
● Features implementation finished on 3rd of November 2023
● Localisation finished by 3oth of November 2023
● Trailers ready to go for marketing by 31st of October 2023
● UI, main menu & pause menu implemented by 20th of January 2024
● All environments implemented by 16th of February 2024
● Character animation finished by end of February 2024
● Character implementation finished by end of February 2024
● Bug fixing finished by end of February 2024
● RELEASE DATE: EARLY TO MID MARCH 2024
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Project Budget - Cyber Farm Lorena-Maria Neagoe
Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

Budget Overview

Project duration: 16 months

Total budget available: £500,000
Contingency: £50,000
Staffing: £363,050
Marketing: £78,000
Licenses: £4,139.52

Break even: 125,313 copies sold OR
roughly around 125,000  ads
impressions

The most costly departments are art and programming. Any changes made to
these 2 departments will greatly affect the budget.
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Project Budget - Cyber Farm Lorena-Maria Neagoe
Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

Staffing Totals
Permanent staffing
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Project Budget - Cyber Farm Lorena-Maria Neagoe
Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

Staff will be working between 4 to 5 days a week. Holiday is 28 days of paid holiday
per year.

Total tax amount subject to changes depending on the rates for the next tax year.

For marketing, we hired a marketing company called LocalIQ.

Freelancers

The audio and video freelancers are paid per asset produced. We estimate needing
approximately 50 sound assets from Lewis, the sound designer, 3 OSTs from Mary, the
composer, and 5 trailers from Marylin, the video editor, which will be used for marketing
and advertising on social media as well as sent to the marketing company we hired.
Should we need more assets, we will contact the freelancers about producing more assets
for us.

The localisation freelancers are paid per hour, each working 8 hours a day, 20 days
a month, for 2 months.
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Budget Schedule
Planned release date: March 2024
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Project Budget - Cyber Farm Lorena-Maria Neagoe
Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

Pre-production stage is from Nov 2022 to Jan 2023.
During this stage, we focus on producing concept art, early prototyping, figuring

out technological capabilities and setbacks and signing contracts with freelancers and a
marketing agency.

Total spent on art staff: £25,500 Total spent on programming staff:£20,400
Total spent on producer: £8,700 Total spent on game designer: £6,750
Total spent on freelancers: £0 Total spent on marketing: £0
Total spent on licenses: £776.16 Total spent on social media ads: £0

Production stage is from Feb 2023 to Dec 2023.
Total spent on art staff: £93,500 Total spent on programming staff:£74,800
Total spent on producer: £31,900 Total spent on game designer: £24,750
Total spent on freelancers: £40,060 Total spent on marketing: £39,000
of which:

● audio: £10,161
● localisation: £22,400
● trailer editor: £7,500

Total spent on licenses: £4,968.04 Total spent on social media ads: £480

Post-production stage is from Jan 2024 to Feb 2024.
Total spent on art staff: £17,000 Total spent on programming staff:£13,600
Total spent on producer: £5,800 Total spent on game designer: £4,500
Total spent on freelancers: £0 Total spent on marketing: £39,00
Total spent on licenses: £517.44 Total spent on social media ads: £480
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Project Budget - Cyber Farm Lorena-Maria Neagoe
Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

Schedule Overview
Project duration: 16 months

Pre-production stage is from Nov 2022 to Jan 2023.
During this stage, we focus on art tests to figure out the best aesthetic and visual look for

the game, early prototyping, figuring out technological capabilities and setbacks and signing
contracts with freelancers and a marketing agency.

Production stage is from Feb 2023 to Dec 2023.
In this stage we will work on producing the assets, features etc. necessary to complete the game, as

well as start the marketing campaigns and fixing bugs.

Post-production stage is from Jan 2024 to Feb 2024.
In the final stage of our project we will focus on wrapping up implementing any characters and

assets left, fixing bugs and wrapping up the marketing campaigns leading up to the release of the game.

Project Departments:

-  concept art, animation, UI & menus - SFX assets & OST;
assets, assets for marketing campaigns;

- features implementation, assets - marketing campaigns in UK,
implementation, bug fixing; USA, Australia, Romania,

Germany, Japan & South Korea

- team managing, chasing sponsors - trailer editing;
making sure deadlines are met,
managing project budget;

- coming up with fun, enjoyable gameplay - Romanian, Japanese, Korean &
mechanics and features; German translation;

-team meetings involving all departments
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Project Budget - Cyber Farm Lorena-Maria Neagoe
Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

Pre-Production Schedule

GDD: Nov 1st - Nov 10th 2022;
Gameplay planning: Nov 14th 2022 - Jan 27th 2023;
Dev prototype: Nov 14th 2022 - Jan 27th 2023;
Art tests: Nov 7th 2022 - Jan 27th 2023;
Team & budget management plan:
Kick-off meeting: Nov 1st 2022 - Jan 27th 2023;

BREAK: Jan 30th - Feb 5th 2023
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Format: android, iOS, Nintendo Switch

Production Schedule
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Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

Character Concepting: Feb 6th 2023 - July 28th 2023;
Character Animations: Feb 13th 2023 - Feb 23rd 2024;
Character Implementation: Feb 27th 2023 - Feb 29th 2024;
Environment Concepting: Feb 6th 2023 - Feb 27th 2024;
Environment Implementation: March 6th 2023 - Feb 14th 2024;
Features implementation: Feb 6th 2023 - Nov 3rd 2023;
Bugs removal: Nov 6th 2023 - Dec 20th 2023;
UI creation & implementation: Oct 16th 2023 - Nov 28th 2023;
Main menu & pause menu creation & implementation: Nov 13th 2023 -Jan 20th 2024;
Trailer: Sept 1st 2023 - Oct 31st 2023;
Marketing assets creation: Aug 21st 2023 - Oct 31st 2023;
Marketing campaign: Nov 1st 2023 - Feb 29th 2024;
SFX creation and implementation: Aug 1st 2023 - Nov 30th 2023;
OST creation and implementation: Aug 1st 2023 - Dec 29th 2023;
Localisation: Sept 1st 2023 - Nov 30th 2023;

STAFF BREAKS:
Lorena: July 31st 2023 - Aug 18th 2023;  &  Oct 2nd 2023 - Oct 13th 2023;  &  Dec 27th 2023 - Jan 5th 2024;
Lola: Nov 14th 2023 - Dec 4th 2023;
Simone: Oct 3rd 2023 - Oct 13th 2023;  &  Dec 27h 2023 - Jan 5th 2024;
John: July 31st 2023 - Aug 11th 2023;  &  Aug 29th 2023 - Sept 1st 2023;  &  Dec 27th 2023 - Jan 5th 2024;
Jung-Hwa: Aug 15th 2023 - Aug 18th 2023;  &  Dec 18th 2023 - Dec 22nd 2023;
Tory: Aug 7th 2023 - Aug 18th 2023;  &  Oct 23rd 2023 - Oct 27th 2023;  &  Jan 31st 2024 - Feb 5th 2024;
Fillip: July 31st 2023 - Aug 11th 2023;  &  Aug 29th 2023 - Sept 1st 2023;  &  Dec 27th 2023 - Jan 5th 2024;
Lewis: N/A; Mary: N/A;
Marylin: N/A; Tod: N/A;
Vilfred: N/A; Gyeong-Hui: N/A; Elton: N/A;
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Post-Production Schedule
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Target Audience: 12+, construction and management simulator game enjoyers

Format: android, iOS, Nintendo Switch

Plan review & feedback
I think this is a good, industry-level plan showcasing our budget and schedule for our
game, CyberFarm. I have explained and showcased the production in as much detail as
possible, with charts and screenshots from the excel documents I created.

It was definitely a challenging task, as I had to make sure the budget and schedule
matched and had to go back and forth between the documents to make sure of it. Overall,
this experience will help me with my final major project as I now know not to
underestimate certain tasks I might have in the past.
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