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Switch Port
Alignment Kit

Switch ports fail when the team starts development with decisions still open.
This kit moves them to the table before work begins.

For: Producers - Technical Directors - Studio Heads - Publisher Execs



HOW TO USE THIS KIT

Four sections. Work through them in order. Every blank answer is a decision that will get made under pressure during
development instead of now.

Section 1 surfaces the 7 risks that kill Switch ports before optimization ever starts.
Section 2 lists the decisions that must have a named owner before porting begins.
Section 3 gives stakeholders the questions they need to answer to greenlight the project.

Section 4 explains the five trade-offs every Switch port forces, in plain language.

When you've completed it, you're ready for the first conversation with a porting partner.

This PDF has blank fields for your answers. To fill them in digitally, open the PDF in Adobe Acrobat, PDF Expert,
or any annotation tool that supports text markup. You can also print it and write in the blanks by hand.
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SECTION 1

Risks that kill Switch ports

These seven risks surface before optimization starts. Each one can derail the port on its own, regardless of the

team doing the work.

RISK

Memory budget exceeded

Certification failure on first
submission

Visual compromises
agreed too late

Rendering system
incompatible with Switch
GPU

Save system not designed
for portable mode

Co-op / multiplayer not
scoped for local play

Timeline set before
feasibility is established

PINGLE

SEVERITY

e High

e High

e High

e High

e Medium

e Medium

e Medium
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IF LEFT UNRESOLVED...

Port fails or requires architectural rework. Switch has ~3—-4 GB total RAM. Games
over 1.2 GB addressable memory must redesign streaming logic, asset pipelines,
or both.

6—10 week delay minimum. Nintendo TRC violations discovered late cascade
across QA, localization, and release scheduling.

Marketing materials made before visual cuts finalized. Player expectations are set
by PC/console trailers. Backlash follows the port launch, not the original launch.

Frame rate instability. Shader recompilation visible mid-scene. Requires draw call
restructuring that affects every environment.

Suspend/resume failures. Progress loss in handheld mode. Common miss when
porting games with auto-save or mid-section checkpoints only.

Switch's split Joy-Con audience expects local co-op where PC/console ports don't
offer it. Scoping this late means a rushed feature or a PR gap.

Milestone dates become negotiating positions, not estimates. Porting team
underestimates scope; publisher expectations are fixed at contract-signing
numbers.
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SECTION 2

Key decisions that must be agreed upfront

These decisions get made either by the team before porting starts, or by circumstance during it. For each row:

confirm a decision has been made, name the owner, and verify the trade-off is understood. Undecided rows are

risks. Rows without an owner are liabilities.

DECISION

What is the performance target?
(30 FPS locked / 30 FPS uncapped
/ 60 FPS)

Which visual systems can be
downgraded or replaced?

What is the memory ceiling we
will target?

Will this port support all three
Switch modes? (handheld,
tabletop, docked)

Is local co-op / local multiplayer in
scope?

What is the visual comparison
strategy? (match PC/console or
set Switch-specific expectations)

What is the fix boundary? (match
platform convention or adapt for
Switch controls)

Who approves visual and
gameplay compromises? And by
what deadline? [FLAG]

What is the post-launch patch
commitment? [FLAG]

OWNER

Prod + Tech
Director

Art Director +
Tech Director

Tech Director

Prod + Tech
Director

Producer +
Publisher

Marketing + Art
Director

Lead Designer
+ Tech Director

Studio Head /
Pub Exec

Publisher /
Producer

TRADE-OFF TO UNDERSTAND

30 FPS locked is achievable for most games. 60 FPS on Switch
requires significant rendering budget cuts. Uncapped performs poorly
in reviews.

Shadow quality, draw distance, particle density, and ambient
occlusion are the most common Switch-specific reductions. Agree
before a single asset is built.

Targeting under 2.5 GB gives headroom. Targeting under 3 GB is
risky. The ceiling shapes every decision downstream: textures, audio,
streaming logic.

Dynamic resolution scaling handles most of this. Docked-only
simplifies the port but limits the Switch audience. Handheld-only is
unusual and needs justification.

Switch's identity is local play. Adding it late costs 4—8 weeks.
Removing it from expectation requires managing community
communication now, not at launch.

If you show Switch gameplay publicly before cert, set expectations
correctly. "Same game, Switch quality” is safer than a trailer built from
PC footage.

Menu flow, aim assist, camera speed, and HUD density all need
Switch-specific passes. This is a design task, not a port task. Budget
time separately.

Late-stage approvals break timelines. The approval chain must be
known before work begins, not discovered when a build requires
sign-off.

Switch certification takes time. Day-one patches have higher friction
on Switch than on PC. Agree upfront what is in-launch vs.
post-launch and who owns each.

[FLAG] Flagged decisions require publisher or executive sign-off before porting begins. Delaying them pushes the decision into crunch.
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SECTION 3

Questions stakeholders must answer before
greenlighting

Run these in a single pre-production alignment session. No question should be left blank. These are business
and production questions, not technical ones. If your technical team is the only one in the room answering
them, that is the first problem to solve.

Scope & commercial logic
QUESTION OWNER / ANSWER

Why Switch — and why now?
Is this driven by audience demand, a platform deal, competitive pressure, or a calendar window? The
answer shapes how much risk is acceptable.

What does success look like for this port in 6 months?
Revenue target, player count, review score, or something else. No number means no way to evaluate
trade-offs during development.

Is the Switch audience for this game proven?
Is there a comparable game in the genre with good Switch sales data? Or are we assuming the Switch
audience wants this?

What is the full budget for this port, including post-launch support?
Port costs include pre-production, certification, submission fees, QA, marketing assets, and at least
one patch cycle. All must be in the budget.

Who is the single decision-maker if a trade-off needs to be resolved in 24 hours?
This person needs to be named before porting starts. Decisions by committee during crunch are how
ports ship broken.

Technical readiness

QUESTION OWNER / ANSWER

Has a Switch-specific memory and rendering feasibility audit been completed?
Not an estimate. A real audit. If a porting partner says "we'll see" at this stage, that is a red flag.

Is the source codebase documented and stable?
Missing documentation and an unstable main branch are the two most common causes of timeline
overruns in ports of live games.

Does the game have a test suite that runs on console builds?
Ports without automated regression testing fail certification for bugs that were fixed in previous
submissions.
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What is the save/checkpoint system, and has it been tested under Switch
suspend/resume?
This is consistently the most underestimated Switch-specific technical task. Budget time for it explicitly.

Have your asset pipelines been profiled for Switch memory at the title level (not a
sample level)?

Sample profiling produces optimistic numbers. A whole-title memory profile at the largest scene is
required before scoping is finalized.

Team & timeline

QUESTION OWNER / ANSWER

Will the core dev team be available during porting, or is this running fully in
parallel?

Porting partners need timely code reviews and access decisions from the core team. An unavailable
core team adds 20-40% to the timeline.

How was the port timeline set — from feasibility data, or from a launch window?
Timelines set from launch windows are guesses. Timelines set after a feasibility audit are estimates.
Know which you have.

Is there buffer for a second certification submission?
Even with a 99% first-try cert rate, submissions can fail for reasons outside the porting team's control.
If there is no buffer, the launch date is at risk from week one.

Who owns QA for the Switch build, and is that person involved in the feasibility
discussion?

QA ownership on a port is not the same as QA ownership on the base game. The Switch QA owner
needs to be named before scoping is locked.
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SECTION 4

Trade-offs explained in plain language

Every Switch port is a sequence of trade-off decisions. These are the five that matter most.

1. 30 FPS vs. 60 FPS

OPTION

30 FPS locked

60 FPS

ADVANTAGE

Achievable for almost every game without

major visual cuts. Gives headroom for complex

scenes.

Better reviews in frame-rate-sensitive genres.
Matches PC/console player experience.

COST

Switch reviewers often flag 30 FPS for genres
where 60 FPS is the standard (action, shooters,
fighting games).

Requires significant rendering budget cuts:
shadow maps, draw distance, particles. Adds 4—6
weeks to the port.

Pingle's recommendation: decide before feasibility begins. The performance target shapes every subsequent asset and rendering

decision.

2. Downgrade assets vs. redesign systems

OPTION

Downgrade assets

Redesign systems

ADVANTAGE

Faster. Less re-engineering. Works for games
already within reach of Switch's memory
budget.

Sustainable. Produces a port that passes cert
cleanly and runs well long-term.

COST

Does not fix structural memory problems. Games
over 1.2 GB addressable memory need
system-level changes regardless.

Takes longer. Requires core team collaboration.
Cannot be done by the porting team alone without
codebase access.

The most common mistake: starting with asset downgrades, then discovering system-level changes were required anyway. Do the

audit first.

3. Match PC/console experience vs. Switch-native design

OPTION

Match the original

Switch-native design

ADVANTAGE

Preserves brand consistency. Simpler to
communicate to existing fans.

Better reviews. Feels like a complete port, not
a compromise. Supports handheld as a
first-class mode.
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COST

Switch players notice when a port is playing it
safe. Ul, control mapping, and HUD density
designed for TV/mouse feel wrong in handheld
mode.

Requires design time, not just porting time. Art
and UX resources must be budgeted separately.

pinglestudio.com
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4. Single partner vs. split-vendor approach

OPTION

Single partner owns
the port

Multiple specialized
vendors

ADVANTAGE

Clear accountability. No handoff friction. Faster
decision-making. One throat to grab if
something goes wrong.

Access to narrow specialists. Can be cheaper
per-hour.

COST

Requires a partner with full-stack Switch capability
(rendering, memory, audio, QA, cert). Rare.

Coordination overhead. Blame diffusion when cert
fails. Integration bugs live in the gaps between
vendors.

Pingle takes single-partner ownership: fixed-price, end-to-end. The alternative produces the exact fragmentation that certification

failures expose.

5. Launch with parity vs. launch with a scoped-down build

OPTION

Full parity at launch

Scoped-down launch,
content updates
post-launch

PINGLE

ADVANTAGE

Cleanest from a marketing and review
standpoint. No "content catch-up" story to
manage.

Faster to cert. Simpler first submission. Launch
window preserved.
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COST

Requires DLC parity work in parallel. More cert
submissions. Harder to hit the same launch
window.

Switch patch cadence is slower than PC.
Managing community expectations for "what's
missing” requires a proactive communication plan
from day one.
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What a good Switch porting partner says at this stage

A partner who leads with LODs and compression is selling you execution. The port needs planning first: draw

call strategy, memory layout, streaming logic, art direction trade-offs.

But execution without a plan is how ports miss certification.

At Pingle, we start every Switch port with a feasibility audit, not a quote. We answer the questions in this kit
before a single asset is touched. Then we own the port end-to-end on a fixed-price contract.

99% first-try
certification rate

50+ Switch ports
delivered

Early Switch 2
dev kit access

Book a Switch port feasibility session — pinglestudio.com
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