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DEMETRT DETSARTDIS
MANAGING DIRECTOR, EXPERIMENT |
LXECUTIVE PRODUCER, SNOW CANNON GAMES

And, just as importantly...
« Former GM, Zynga New York
« Former GM, Area/Code

« Consultant on a lot of games | wish | was allowed
to tell you the names of, but believe me you'd
totally know them by name.
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ANSWER THIS QUESTION: “WHY ARE PEOPLE GOING Zﬁz
10 ST0P PLAYING CLASH OF CLANS, LEAGUE OF ﬁ@i
LEGENDS OR ROCKET LEAGUE TO PLAY THIS GAME!” Y&

* MATURE MARKETS HEAVILY FAVOR INCUMBENTS. YOU HAVE TO DESTGN AND
PLAN SPECTFICALLY T0 ADDRESS THE COMPETLTION'S WEAK SPOTS.

* NEW PLAYERS CANNOT BE YOUR ONLY TARGET, SO WHAT'S GOING T0 LURE
'EOPL AWAY FROM THETR FAVORTIES!

GDC 2016 // MARCH 14 HOW TO GET YOUR F2P GAME GREENLIT IN 2016 5




> TVOMBERZ T KNOW THAT YOUR MONETLZATION DESTGN T5 A

A\ o= IMPORTANT AS (AND SHOULD BE CREATED
;zg@]& ALONGSIDE) YOUR GAME DESIGN! @\}/j@j

* MONETLZATION SYSTEMS THAT SEEM LLKE FEATURES (THINK LOL AND
HEARTHSTONE) TAKE TIME, EFFORT AND EXPERTISE. DON'T SHORTCHANGE THEM.

* A PTCH THAT INCLUDES A FLESHED-0UT MONETLZATION DESTGN 1S THE PRICE
OF ADMISSTON T0 THE 2P GREENLIGHT PROCESS IN 201b.

GDC 2016 // MARCH 14 HOW TO GET YOUR F2P GAME GREENLIT IN 2016 6



LEAN ON YOUR TEAM'S TREMENDOUS - > NUMBER3 I

O X SR
W o

* TT.GOES WITHOUT SAYING THAT TN ORDER TO DO THIS, YOUR TEAM MUST
ACTUALLY HAVE A TREMENDOUS DEPTH OF F? EXPERTENCE.

* STRESS HOW THE PROBLEMS YOU'RE LTKELY TO FACE ON THIS TLTLE RESEMBLE THOSE
fOUR EXPERTS SOLVED WHILE WORKING ON CTHETR LAST AWESOME F2P SMASH HIT)

GDC 2016 // MARCH 14 HOW TO GET YOUR F2P GAME GREENLIT IN 2016 1



> TTOMELE LT MODEL EVERYTHING YOU CAN. RIGHT NOW.

2@@ USE REAL COMPS AND BE READY TO SHARE YOUR
DEGE
nlnlin

US THEM: THEM THEM THEM: THEM THEM. THEM

* ANYONE IN A POSTTION T0 GREENLTGHT AN 2P GAME IS GOING TO BE ABLE 10
UNDERSTAND YOUR MODELS. MAKE THEM AWESOME AND SHOW THEM OFF!

* THINK OF YOUR MODEL AS A PRE MOMMR ORTH’SNOMNAUDNION
115 A CHANCE T0 FRAME YOURGAM EAS A REALISTLC, QUALLTY TNVES H\/l ENT.




HAVE A PLAN FOR SUCCESS. / Z;j;z
N O YOURDESIGN ND TECH stak
WILL EVOLVE AS THE GAME SCALES.

§ S

* PEOPLE WILL BURN THROUGH YOUR CONTENT SO FAST YOUR HEAD WILL SPIN.
WH m w THERE FOR ELDER PLAYERS!

{0UR CADENCE NEEDS ARE KNOWABLE VIA YOUR MODEL. PLAN FOR THOSE NEW
SYSTEMS AND CONTENT FROM DAY 1 AND MENTION THAT PLAN EARLY & OFTEN.

GDC 2016 // MARCH 14 HOW TO GET YOUR F2P GAME GREENLIT IN 2016 9
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* (TVEN CURRENT AUDTENCE D

POLTSHED GAME A YEAR T00
* THERE ARE EXCEPTIONS (SMALL

IN 2016

3

S THRETS N SUCH THING 45 A “FAST FoLLOW

cagk v o

EMANDS, FASTFOLLOWING TODAY'S #1 WOULD
MEAN DELTVERING A BAD GAME IN A COMPETTTIVE TIME FRAME OR A

ATE DON'TDO ETTH
ER MARKETS, E1C.)

'

BUT.. SERTOUSLY, DON'T

GDC 2016 // MARCH 14 HOW TO GET YOUR F2P GAME GREENLIT IN 2016 1



COMPING ACROSS PLATEORMS:
rsAmoLsHUN ¢

* 115 GOING 10 BE VERY TEMPTING. .ESPECTALLY TF YOU'RE TRYING 10
BREAK A NEW GENRE ON A GIVEN PLATFORM. STAY STRONG!

* THIS ONE SEEMINGLY-TNNOCENT BEHAVIOR WILL GET YOU CALLED OUT BY
PUBLTSHING EXECS MORE OFTEN THAN ANYTHING ELSE I'VE SEEN.

GDC 2016 // MARCH 14 HOW TO GET YOUR F2P GAME GREENLIT IN 2016 12



* WHO DID YOU THINK WOULD DO ALL OF THAT MODELTNG WE JUST TALKE
ABOUTT AND WHO'S GOING TO HAVE TIME TO HIRE A PM AT THE LAST Mwm

* MAKING THE CALL TO CREATE AN F2P GAME MEANS THAT YOU NEED DEDLCATED
PRODUCT PEQPLE SWITCH-HITTING DOES NOT COUNT,

GDC 2016 // MARCH 14 HOW TO GET YOUR F2P GAME GREENLIT IN 2016 13



VERYBODY TS NOT AMAARKET SEGMENT_DON'T L2
OGET HOYOUEESGINGHEGMETT

- WNHOUY A MRGE (E\/EN A STAND-IN) YOUR PITCH 15 GOING SEEM LIKE
[T LACKS A CREATIVE CENTER.

* MAKE SURE YOUR TLTLE 1S A MATCH FOR THE PLAYERS YOUR PUBLISHER HAS
- OR TRE ONES TTWANTS.

GDC 2016 // MARCH 14 HOW TO GET YOUR F2P GAME GREENLIT IN 2016 14



Ei@? {0UR GAME TS NOT ABOUT SOLVING F2P°S

4 INTERNET REPUTMION PROBLEM

O,

QUK BELOVED CUSTOMERS

* THERE ARE F2P GAMES WITH GREAT REPS. THIS TSNT THE HOLY GRALL
* HARDCORE GAMERS WILLLOVE TTT GREAT. NOW MOVE ON, THATDOESN'T

OF YOUR PTTCH BECAUSE LT PROBABLY WON'T BE THE
NCE.

GDC 2016 // MARCH 14 HOW TO GET YOUR F2P GAME GREENLIT IN 2016 15
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1. DEMOS ARE MANDATORY NOW J YOUR PARTERS” TECH CHOPS ARE KEY

- |f you don’t have a demo, do what it takes to - Partner infrastructure and their skill with it
make one. determines your game’s performance and

- |f you can't, you're either famous (so you don't performance underlies everything

have to) or you should make a premium game. - You should be vetting the publishers, too.

3. MAKE SURE YOUR ENTIRE PLAN TSN'T PREDICATED ON ONE UNPROVABLE ASSUMPTION

- Don't fall in love with ideas that only work when they're your game’s core...everything must be changeable.
« You can test to see if you're doing this — which is another great reason you 7¢¢4 a game model.

3/18/2016 PRESENTATION TITLE | COMPANY NAME 17
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