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Transcript
Interviewer:
Hey, I’m here with Trang Nguyen from Soft Rains at XP26. Trang, nice to meet you.
Can you start by telling me a little bit about yourself — how you got started, how you came into the game industry? I looked you up beforehand, so I know you had a really interesting background before games, but I’d love to hear directly from you about how that pivot happened.
Trang Nguyen:
Yeah, absolutely.
My path into games is definitely different from a lot of people.
I’ve been in the industry for close to a decade now, but before games I actually worked in immigration services. I was a licensed immigration consultant for a long time.
I worked with companies helping bring skilled foreign workers into Canada, especially in the construction sector.
Interviewer:
That’s a very different path into gaming.
Trang Nguyen:
Very different.
There were a lot of Canadian construction companies hiring workers internationally, so that’s what I focused on professionally.
But I’d always loved games.
The problem was, I didn’t really know how to get into the industry. I didn’t see a clear path for myself.
Then I heard Ubisoft Toronto was expanding.
I checked their jobs page and honestly there wasn’t anything remotely connected to my background, but I decided to take a chance anyway.
I submitted an application through their general application portal — basically just throwing my resume into the pool.
A couple weeks later somebody contacted me.
As it turned out, Ubisoft had a global mobility team because Toronto was still growing as a game development hub at the time. They needed experienced developers from overseas, so they needed people who understood immigration processes.
That’s how I got my start in games.
I joined Ubisoft on the global mobility side and eventually transitioned into operations and corporate affairs work.
That role really helped me build skills around partnerships, operations, and learning how to wear a lot of different hats.
Then about three years ago, the founders of Soft Rains reached out to me.
They said, “Hey, we’re starting a new indie studio. Would you be interested in joining?”
Indie games have always been closest to my heart creatively, so I said yes.
Now, three years later, I’m the Head of Operations at Soft Rains.
I oversee pretty much everything day-to-day: studio operations, finances, team resourcing, production support, and business development alongside our managing director.
Interviewer:
You mentioned games have always been a passion. What kinds of games are you into personally?
What excites you when you actually get downtime?
Trang Nguyen:
I love indie games.
A couple years ago at DICE, I met entity[“people”,“Derek Yu”,“creator of Spelunky”], which was surreal because Spelunky is one of my favorite indie games ever.
I love games with interesting mechanics and strong storytelling.
I especially love seeing unique artistic approaches in indie games — different ways of telling stories, different styles of art direction, unusual mechanics.
That’s still what excites me the most.
Interviewer:
Do you still find time to actually play games, or does working in games all day burn you out a bit?
Trang Nguyen:
I definitely wish I had more time to play.
But we spend a lot of time playing our own game as a team too.
Soft Rains is such a small studio that we do regular playtests together every week, so a lot of my gaming brain space goes into development.
Interviewer:
Let’s talk about Ambrosia Sky.
I checked it out online and saw a lot of really positive Steam feedback.
Tell me a little bit about the game and where it’s heading. I know Act One is already out.
What does the future look like for the project?
Trang Nguyen:
Ambrosia Sky is an immersive narrative game where you play as Dalia, a deep-space cleanup specialist.
Her job is to investigate catastrophic events that happen across space.
One day she’s dispatched to a place called The Cluster near the rings of Saturn.
The important thing is: that’s where Dalia was born.
So the story becomes this very emotional “coming home” narrative.
But it’s a somber homecoming.
It’s about returning to a place you left behind for deeply personal reasons and finding it transformed by tragedy.
As part of the story, Dalia investigates victims of the catastrophe, lays them to rest through ritual, and uncovers what happened — not just to the space itself, but to the people she left behind.
Interviewer:
And Act One is only half the story, right?
How many acts are planned?
Trang Nguyen:
There are two acts total.
Interviewer:
So you’re halfway there.
Trang Nguyen:
Exactly.
Act Two is coming out later this year.
Anyone who already purchased Act One will automatically receive Act Two as a free update.
We are planning a price increase when the full 1.0 version launches.
Interviewer:
So people jumping in early are getting rewarded.
Trang Nguyen:
Exactly.
We really wanted to thank the community that supported us early.
People showed up for this game before they really knew who we were, and we want to make sure they get a satisfying conclusion to the story.
Interviewer:
What kind of feedback have you received from players so far?
Did community reactions shape Act Two at all?
Trang Nguyen:
That’s one of the really exciting things about episodic games.
Act Two has absolutely been influenced by player feedback.
The core gameplay experience is still there — the exploration, the cleanup mechanics, the puzzles — but the biggest thing players connected with was the story.
People really responded emotionally to the death rituals in the game and to Dalia’s journey.
So we leaned into that much more heavily as a narrative anchor.
Players also became deeply curious about even very small side characters.
Some characters only appear briefly, but players immediately wanted to know their histories and backstories.
That told us the world itself felt alive.
So for Act Two, we’re leaning even harder into storytelling and character depth.
Interviewer:
Let’s talk about the studio culture a bit.
One thing that stood out while researching Soft Rains was the worker-first philosophy: no crunch culture, strong work-life balance, and a real emphasis on diversity and inclusion.
But it doesn’t feel performative. It feels more like you genuinely want different perspectives shaping the games.
Where does that philosophy come from?
And how do you maintain it as the studio grows and expectations increase?
Trang Nguyen:
I feel incredibly lucky to work with a team where those values are already deeply embedded.
It’s not just about diversity in a surface-level sense. It’s about diverse voices, lived experiences, and perspectives.
You can actually see that reflected in our games.
We’re telling stories that feel meaningful because the people creating them feel empowered to speak from their own experiences.
We’re all very aligned around creative excellence, meaningful storytelling, and value-driven work.
So honestly, it doesn’t feel like something we have to force.
It already exists in the DNA of the studio.
As we grow, of course we’ll need to stay intentional about bringing in more voices and protecting that culture.
But we’re also lucky to be based in Toronto and Canada overall.
There’s an incredible amount of diverse talent here.
We’ve already received recognition for that too.
Ambrosia Sky was nominated for several awards partly because of its queer-driven story, and we’ve also been recognized through organizations like entity[“organization”,“Women in Games International”,“WINGS”] because we have leadership from underrepresented backgrounds.
When those voices exist in leadership positions, they naturally help hold the company accountable.
Interviewer:
What really struck me about the game’s themes is that “coming home and finding things changed” is something almost everybody relates to.
For some people, home was lost to war. For others, it’s just emotionally different after time away.
It feels like a universal experience.
Trang Nguyen:
Exactly.
Whether it’s going away to college or returning to a hometown years later, most people understand what it means to leave and come back changed.
That emotional language is very universal.
Interviewer:
I noticed Soft Rains is fully remote.
How has that been for the studio?
I imagine there are benefits, but also moments where you wish everyone could just be in one room brainstorming together.
Trang Nguyen:
Being fully remote is definitely attractive, especially for a small indie studio because it’s very cost-effective.
Interviewer:
You don’t have to pay for a giant office.
Trang Nguyen:
Exactly.
But we still prioritize in-person connection.
Most of our team is based around Toronto, so we try to spend time together whenever we can.
We also organize annual in-person summits where the entire team gathers, especially during major ideation phases.
Even here at XP, our whole team is together.
Interviewer:
That’s awesome.
Trang Nguyen:
Those face-to-face moments are crucial.
You need opportunities to build real personal relationships with coworkers.
That said, starting a fully remote studio absolutely came with challenges.
Collaboration was difficult sometimes.
We worked across multiple time zones, so we had to teach each other patience and improve how we communicated digitally.
Sometimes you’d send a message and the other person was asleep for eight hours.
So we had to learn to communicate clearly and avoid creating stress for each other.
Luckily we have a very mature and professional team.
If something’s urgent, people just jump on a call and solve it.
And if an in-person meeting becomes business-critical, we make it happen.
Interviewer:
From a technical standpoint, how do you manage assets and development infrastructure remotely?
Are you mostly cloud-based?
Trang Nguyen:
Mostly, yes.
A lot of indie teams are extremely scrappy.
There are so many technologies now that support remote collaboration and asset management.
Honestly, the technology itself isn’t really the hard part anymore.
The harder part is trust, communication, and patience.
Interviewer:
Ten years ago it probably would’ve been much harder to move huge development assets around remotely.
What does the next five years look like for Soft Rains?
What’s the dream scenario for the studio?
Trang Nguyen:
I’d love for us to become a multi-game studio.
Having multiple projects in development creates sustainability.
It allows people to move between productions more naturally instead of ramping up and down between long gaps.
It also keeps creativity fresh.
Beyond that, I’d really love for us to help support other indie developers.
We’ve learned so much through self-publishing.
I’d love for us to eventually share that knowledge more broadly — maybe even move into indie publishing ourselves someday.
There are a lot of financial challenges in the industry right now, especially around funding.
I think studios supporting each other is going to become increasingly important.
I’d love for Soft Rains to be part of building a healthier, more sustainable indie ecosystem.
Interviewer:
One last question.
What’s the thing the team is most proud of with Ambrosia Sky so far?
And what’s the thing where everyone says, “Next time, we’re doing this better”?
Trang Nguyen:
At the beginning of development, the scope of the game was much larger.
We had to make conscious decisions about what could realistically ship within our budget and timeline.
There are a lot of ideas, systems, and pieces of R&D that didn’t make it into the final game.
But we don’t see that work as wasted.
We see it as knowledge we can carry forward into future projects.
And in terms of what the team is most proud of, I think it’s the fact that every single person can clearly point to their fingerprints on the game.
When you work on very large productions, sometimes your individual contribution disappears into the scale of the project.
But with Ambrosia Sky, everyone can directly see the impact they made.
Our concept artists ended up contributing art directly into the game.
Designers contributed writing.
People had opportunities to step beyond their traditional roles and creatively contribute in multiple ways.
Interviewer:
That ties perfectly into what you said earlier about becoming a multi-project studio.
People can continue growing instead of getting locked into one narrow specialization.
Do you already know what the next game is going to be?
Can you tease anything?
Trang Nguyen:
We have a few things in development right now, but I can’t really talk about them yet.
What I can say is that people should expect us to keep surprising them.
We want to continue telling beautiful stories and creating beautiful worlds.
Interviewer:
That’s a good answer.
Thank you so much for your time, Trang. It’s great seeing Soft Rains getting so much attention here.
Trang Nguyen:
Thank you so much for having me.
