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Industry origins, North America




PAUSE  INLT DONE statement executed _ ,
To resume execution, tvpe go. 0Other input will terminate
0

Fxecution resumes after PAUSE.
WELCOME TO ADVENTURE!!' WOULD YOU LIKE INSTRUCTIONS?

Y

SOMEWHERE NEARBY IS COLOSSAL CAVE, WHERE OTHERS HRVE FOUM
FORTUNES IN TREASURE AND GOLD, THOUGH IT IS RUMORED

THAT SOME WHO ENTER ARE NEVER SEEN AGAIN. MAGIC IS SAID
T0 WORK IN THE CAVE. I WILL BE YOUR EYES AND HANDS. DIRE
ME WLTH COMMANDS OF 1 OR 2 WORDS.

(ERRORS, SUGGESTIONS, COMPLAINTS TO CROWTHER)

(IF STUCK TYPE HELP FOR SOME HINTS)

YOU ARE STANDING AT THE END OF A ROAD BEFORE A SMALL BRIC
BUILDING . AROUND YOU IS A FOREST. A SMALL
STREAM FLOWS OUT OF THE BUILDING AND DOWN A GULLY.









From arcades to the home




From arcades to the home + Japan
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Super Monaco GP ™ Michael Jackson's Moonwalker™ ESWAT "

James “Buster™ Douglas
Knockout Boxing *

The Sword of Vermilion™ Columns * Dynamite Duke

WHAT NINTENDO

| ARCADE GAMES:

N'T.

Get the hottest new video games going. Arcade, sports, adventure, strategy
and action hits available only on the 16-bit Genesis System by Sega’

Today's latest blockbuster arcade hits like Super Monaco GP™ Climb into the
cockpit of the world's fastest Grand Prix machines as you race wheel to wheel
through the streets at over two-hundred miles per hour. Or take on the evil
villain Mr. Big in Michael Jackson's Moonwalker™ as you use dance-kicks, hat-
tricks and finally transform into a powerful robot that does it all. Or become
a Cybercop in E-SWAT ™ and clean up the city besieged by mad terrorists.

Get ready for the most action-packed sports games ever. In Joe Montana
Football” check out the defense, make the call, fake a pass and scramble for a
touchdown. Or force your opponent to move inside your left hook and nail
him with an uppercut that puts him on the mat in James “Buster” Douglas
Knockout Boxing~ Or in Pat Riley Basketball” get the ball with seven seconds
left in the game, drive the length of the court, slam-dunk and draw the foul
which you make to break the tie.

In The Sword of Vermilion;” make your way through 14 towns and 14 mazes
in this adventure thriller where encounters with the evil demons are played in
real time on the hand controller: And dazzle your friends with your skills on the
puzzle game Columns: Or become the ultimate
commando warrior in Dynamite Duke™ as
you blast the enemy from an over-
your-shoulder first person view.

There's only one true 16-bit
system and it’s got the hottest
video game hits going. You can
only play these on Genesis by Sega.
Genesis does what Nintendont.
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Who's playing games now?

*

CANADIAN 527
GAMERS O
54% OF CANADIANS
ARE GAMERS - AS
DEFINED BY SOMEONE
WHO HAS PLAYED A

COMPUTER OR VIDEO
GAME IH THE PAST

33 YEARS [lLD




CHILDREN
{B-12 YEARS)




ANADIANS, BY AGE, WHO HAVE
PLAYED A VIDEO GAME 5 ! I !
IN THE PAST 4 WEEKS
34505 B49% %
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(SNES)

Atari 2600 (2600)

Japan H;:l:f Global
2318 25.57 157.68
3301 12.43 154.88
3247 2.99 118.69
1936 9.04 104.25
1277 9.28 101.17
1031 12.19 85.67
166 9.05 84.84
1696 2.85 81.51
2001 15.26 80.82
1935 0.77 61.91
1868 3.29 52.88
1717 0.90 49,10
554 0.93 32.93
358 0.59 29.54
000 0.75 27.64
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Game companies by revenues - 2009

Rank Name

Nintendo
Activision Blizzard
Electronic Arts
Sony

Microsoft
Konami

Ubisoft

Take-Two Interactive

o oo 1 SN U kLN —

Square Enix

THQ

—_
()

Revenues, 2009
6,799
4279
3,728
1,914
1,741
1,594
1,249
916
916
909

Country of Origin
Japan

USA

USA

Japan

USA

Japan

France

USA

Japan
USA



Game development costs in Canada

Platform Average Cost Minimum Cost |[Maximum Cost |Dev. Days
ITraditional Console | $10 million $150,000 $30 million 380

MMO $1.1 million $50,000 $3 million 438

PC $1 million $15,000 $15 million 368
IDownloadable $604,000 $20,000 $3 million 261

Console

Casual $462,000 $2.000 $8 million 152
Handheld $398,000 $32,000 $2.3 million 151

Social $238,000 $6,000 $1.4 million 197

Mobile $166,000 $2,000 $3.2 million 9%




Team size, production time

Table 3 - Average project budget, team size and # of days by platform

Platform Budget Team Size # of days
Console 5 8,728,125 65 583
PC/Mac ) 995,675 10 268
MMO 5 834,000 9 259
Web 5 651,625 7 172
Mobile S 303,500 7 156
Social Network S 295,000 5 69
Kiosk and Standalone S 30,000 5 65

Source: ESAC Industry Survey 2013
N =43



What types of games are being made?

Figure 13 - Number of projects completed in 2012 by platform

100%

80%

60% 43%

40%
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0% - - N — o
Mobile PC/Mac Console Web Social Network Kiosk and
Standalone

Source: ESAC Industry Survey 2013
N =46



Most created genres

Figure 14 - Number of projects completed by genre

Racing/flight == qo4
Art-based = 1%

Card == 29

Shooter == 294
Music-based w= 2%
MMO role-playing == 29%

Serious w49
Sports w49,
Kid-oriented role-playing w50
Simulated gambling or casing e 50,
Strategy/role-playing = 504
Arcade w50

Puzzle we———— 7%

Family-oriented me— 80

Action/adventure ee————— 130
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Where games get sold how

Figure 35 - Video game revenue by sales channel, 2012

100%
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(physical) (digital)

Source: ESAC Industry Survey 2013
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digital store third-party
application



Game companies by province

Province

British Columbia

Prairie Provinces

Ontario

Quebec

Atlantic Provinces

No. of Game-Related
Companies

94

22
106

05

18*

Major Companies

EA Games, Koel, Take Two, Radical,
Relic

BioWare, GamesCafe

Capcom, Disney, EA, Rockstar,
Ubisoft

EA, Gameloft, Eidos, Funcom,
Ubisoft, THQ, Behaviour, WB

HB Studios, Long Tails, Other
Ocean



Total employment figures

Figure 25 - Employment (FTEs) by province
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Source: ESAC Industry Survey 2013
N =80



Size of companies

Table 5 - Employment, by province and size of firm

Micro Small Medium Large
Ontario 1.1% 25.6% 73.3% 0%
Quebec 0.2% 2.0% 10.4% 83.2%
BC 0.1% 8.9% 11.9% 77.9%

Source: ESAC Industry Survey 2013
N =57



Studio locations & shifts over time

Table 4 - Geographic location of studios

Province Studio Count 2013  Studio Count 2011
Quebec 97 87
Ontario 96 96
British Columbia 67 83
Alberta 20 30
Manitoba 20 19
Nova Scotia 18 12
PEI 5 10
New Brunswick 3 3
Newfoundland 2 8
Saskatchewan 1 -
Total 329 348

Source: List compiled by ESAC and Nordicity



Revenue

Figure 35 - Video game revenue by sales channel, 2012
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The project: what’ s social about
social games?



80+ games/50 FB for Charts
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Types of Interactions Found

Friend bar lends silent presence of
friends/family

Gifting s different roles
Visiting

Challenge & competition
Communication



Surrounded by your friends

* Majority of games displayed your friends as a part of your interface,
usually at the bottom of your screen

— Pictures of your friends/neighbors greet you as you start the
game

— There’ s always a slot to invite another friend to join you

— Many games now auto-populate the interface with friends
already playing the game

* Less tedious than having to invite friends, wait for them to
accept install game make progress

r‘

roPuLATION: 1, OO0/ 1,420




Surrounded by your friends

* Friends are ranked, and you are ranked amongst your friends
— You can see how your friends are advancing (or not)
— You can check your progress relative to your friends

* Encourages more casual as well as intense/overt
competitiveness, particularly as friends get started, or
as levels become tougher to achieve (the TL Effect)

— Streamlines how to visit friends/gift friends

| Add Trusted [ ‘ Add Trusted |'] Add Trusted [

Friend Friend Friend



Yes [43]

Gifts

Mo [7]



Gifts as Potlatch

* Impressing Your Friends
— Games let players show off their status,

(large) bank accounts, advanced levels
through gifting
Just Me and My Hammer

some gold for your time

Tamir is upgrading the Forge in order to craft exciting

raft
furniture! If you can help out, you can probably get



Gifts as Potlatch

* Frequent gifters, or
those who respond Wl - _ |
immediately to PIE e e
requests, can become i |
more valued friends

= Lucky Talisman [SEND|FREE[THENK]YOU) J§




Gifts as reciprocation/barter

* If | send you a Ribbon,

won’ t you send me one
back??

— Zynga has automated
with their toolbar,
making process more
streamlined

P4
5 Messages

B | Alice D. 3 (]

N Here g help y ' « Accept This Gift | Ig

32;1"- ienngtP h N " WA
W - g
- Elaine L. sent:
ab Hey! Can you help me out by sending me a +3 Energy? +/ Help them out Ig

See 2 More Messages »

2 Crew Invitations

= Ted F. sent:
| need you on i ool © i

Other Zynga Games

Vo
: ) gq 1 E o,
M zyngapoker N‘aFaWars M_@, Wﬂli& o]

(
Eﬂm‘ﬁw rmrmmm.a




Critical Gifting

e Gifts can be essential to completing quests in games

Click on a mission to view your progress. When your cursor is over a mission, use the left

and right arrows to move the mission up or down the list.

3
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Saving Space

=k

The Legend of
Sleepy Junction

| 5days, 09 hours. |

Survey the Land

Build a Water
Tower!

N

4

Ghost Bustin'

| 5days, 09 hours. |

Clobber Foxes

W

Clobber
Groundhogs

&

Toys for the Kid

The Jackalope
Lodge

Sickday

Rockin Those
0O

Hot Wheels!

it

Let's Make a
Deal

Scout the
Territory




Is friendship only about trading stuff?

* The less importance the game places on
acquiring gifts from friends, the more the
game functions as a solo experience (apart
from competitive games)



Visiting

Nearly as ubiquitous as gifting
More variations emerging

Balancing act of letting friends interact in
other spaces with controlling access

Most visits assume asynchronicity



Won’ t you be my neighbor?

* Most common trope: Show up, get stuff

IMIAYHELPEDIOUTHINISHIRASIKITCHEN!

XP

m% C©
@ ENERGY,

RETURN SHARE™THIS




Improve on the existing world

e Cityville watering crops makes them ripen faster,
or can revive withered crops

Crop Wit

i Chck to:




Facebook Beats In Q2 With $2.91 Billion In Revenue, 62%
Of Ad Revenue From Mobile, 1.32B Users

Josh Constine (@joshconstine

Plin|s|a|w|m]F

2,458

CrunchBase

Facebook -

2015

Facebook is an online social networking service that
allows its users to connect with friends and family as
well as make new connections. It provides its users

with the ability to create a profile, update
information, add images, send friend requests, and
accept requests from other users. Its features include
status update, photo tagging and sharing, and more.
Facebook's profile structure includes ...

Menlo Park, California




Revenue by User Geography

In Millions

Rest of World $2,910
M Asia
2,585 $347
B Europe $ $2,502
B US & Canada $311 $271

$1,585

$1,262

$341

$1,184

$440
$423

$780

$848

$679

$637

Q2'12 Q3'12 Q4'12 Q1'13 Q2'13 Q3'13 Q4'13 Q1'14 Q2'14



Who's paying?
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WORLDWIDE STEAM SALES BY REGION 2013

Eastern Europe  South
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Defender’s Quest

Impulse+Desura

sSource %Gross Sales

Steam 167,916 20,200

Direct 69,058 12,004

GOG 24,428 3,180 STEAM

Kong 24,364 4,075 58

S
Y0

Impulse 445 37

Desura 405 53




Defender’s Quest
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=team
elele
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10443
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Z2e872 Kreds
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ao4 Feature
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Play time stats: Defender's Quest:
Valley of the Forgotten

I N I N I N
Users measured 19,096 (users who tried the game at least
Average play session length 69 minutes 2 dEI'sl'E_r ago, have played at least
Average time played 16 hours 23 minutes SQEETE::J”E' and we've recorded
Median time played 10 hours 5 minutes
Time played range 1 hour 59 minutes -

28 hours 2 minutes (one standard dewviation of playing time)

Minimum time played Percentage of users

10 minutes 7%
30 minutes 0304
1 howr 89% (well above average as compared
2 hours g3%, to other Steam games)
5 hours 7%
10 hours 50%
20 hours 26%
50 hours A%,
100 hours 0%

Users bucketed by time played




Real time competition offered

Mo [44]—

— Unsure [0]



Leaderboards

* Global, Friends-only, Weekly, Over Time

(I%\ ﬁ)t JEWEL ﬁ"ﬁ

‘BLITZ.

Kim Fox

W 208,450

Susan Sinnott-Cu...

™ 179,250

Jacki Morie

173,850

Mia Consalvo

‘No score this week
STATS JABBER
‘ | Multiplier Gems are often created after a large number
) of gems are destroyed. 3 INVITE FRIENDS
~ to play Bejeweled Blitz!




Challenges & Competitions

e Tournaments & Matches

— Predominant in sports games, strategy games
* FIFA Superstars; PGA Golf, ESPNU

Abe Stein

A4\ FCHavliowjumper

108 Ok A A&

= — ¥ Dean Takahashi
|/ 4
= ' Bobcats

2 434 %A

Matthew Falk
FC Falkisaur

14 175k AR
M"'j _Ma Corimy

3%




Texas HoldEm Poker
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h 2-Fish
Debbie

E’. e $‘29 C] \2
| ey
®
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Asynchronous challenges

* Crazy Caravans, City of Wonder let players challenge
strangers as they travel (stat based challenges)

Rob 3 caravans and get a bonus 50 gold. [ 3 robberies left 7

D
> )
2 ¥%
3 », Bounty: m
‘) Chance: m )

The cool conquer Andrew
Shepherd

Rob

Time Left 00:06:06
o —




Communication

* The majority of games presume an asynchronous
experience
— Leaving messages in the game world for friends to find

— Posting on wall with standardized messages and
possibly personalizing them

— Dragon Age Legends lets players personalize ‘kill
phrase’ which friends will see when they recruit you

— Friends’ interactions are mainly through gameplay
itself, rather than communication about gameplay



How social are social games?

* Friends are a presence in games, but mostly
silent
— Replicating the ‘bowling alone’ experience of
many MMOG players

* Friends’ help is mostly transaction based.
Very few games utilized friends’ skills in
helping players with gameplay

 Skill is mostly evidenced in competitions and
the building of stats



The illusion of sociality?

The more friends you have, the more status you
have in a game

More friends let you advance, unlock areas, gain
access to particular shiny objects

Friends can inspire competition, whether
reciprocated or not

Lapsed friends can be a resource, can sign,ify
which of your friends are socially absent

Friends add content to games through the
designed system



Figure 36 - iOS revenue by business model, 2011-12

December 2011 (United States) December 2012 (United States)

m Paid m Paid
m Paid (I1A) m Paid (1A)
m Free (IA) m Free (IA)
December 2011 (EU) December 2012 (EU)
m Paid m Paid
m Paid (1A) ® Paid (|A)
® Free (lA) M Free (lA)

Source: NewZoo (2013). “Trend Report Mobile Games.” Page 5
N.B. “IA" ="in-app purchases”



247 game companies generate more than
$1M in mobile revenue in the U.S. alone

:
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Above: Clash of Clans for mobile devices.
Imoge Credit: Supercell



King Franchises: Platform Most Played On

For Candy Crush, Pet Rescue Saga, Farm Heroes and Papa Pear Saga gamers

Aggregoted cuto for 12 countries
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Mobile revenue forecasts

US Mobile Game Revenues, 2013-2016 _ US Mobile Game Revenues, by Venue, 2013-2016

hithons, % change and % of total mobile download and in-app

revenues* J013 2014 2015 2016

£3.31 Game in-app purchases (billions) %$1.12 S$151 $1.82 5199
—% change 903%  3548% 19.9% 9.4%
—% of mobile game revenues S00%  531% S9B% 60.1%
—% of total mobile download and 146% 17.0% 185% 19.1%
in-app revenues*
Game downloads (billions) 091 S1.09 5122 5132
—% change 46.0% 198% 11.7% 3 1%
—% of mobile game revenues 450%  41.%%  40.2% 39.9%
—4% of total mobile download and 11.9% 123% 124% 1248%
in-app revenues®
Note: inciudes game downloads and in-app purchases on ereaders, mobiie
2013 2014 2015 2016 phones and fablets; excludes ad-supported revenues and subscriptions,

‘includes downloads of ebooks (inchiding audichooks), games, music and
wdeo, as well as game in-app purchases and other, includes ereaders,

ll Mobile game revenues
W% change W% of total mobile download and in-app revenues® . hiie nhones and tablets, exclides ad-supportad revenues and

Note: includes game downicacs and in-app purchases on ereaders, mobile  SUBSCriptions

phones and tablets; excludes ad-supported revenues and subscriptions;,  Source’ aMarketer, Feb 2015

*includes dowmloads of ebooks fincluding sudichooks), pames, music and —

video, as well as game in-app purchases and cther; includes ereaders, 185140 werw earketer.com
mebile phomes and taldets, excludes ad-supported revenues and
subscriptions

SOUICE! eMarketer, Feb 2015

185159 Wi eMlaFketer com




Top 10 Public Companies by Game Revenues
Comparison of FY 2014 and FY 2013 Revenues ($Bn)

Bl FY 2013 Bl 2014

$4.9° $5.0°

$45 328 544

-4% YoY +89% YoY

$7.2
$6.0°
$5.3
$4.7°

+3% YoY

Tencent Sony Microsoft EA Activision Apple Google
Blizzard
Notes
1. Based on US GAAP revenues in Calendar year 2014 and IFRS for Tencent
2. Based on exchange rates as per 31/12/2014
3. e: Estimates of game revenues using quarterly earning reports in which these are not

specifically segmented out.

NEewzoo
e N N?
games market research

$2.6

@ © Newzoo, April 2015

$2.3 $2.4

+20% YoY -13% YoY

King Nintendo Ubisoft

Newzoo's Top 25 Public Companies
by Game Revenues Ranking:

WWW.newzoo.com/companyrankings




Summing up

A game’s platform, its revenue model and it’s
design are often intertwined

The models discussed are not globally constant —
there are important differences by region and
area

The ‘middle’ of game development is being
squeezed out

Many devs and players dislike free to play, but its
popularity for now makes it a key element of the
industry



Summing up

* Digital gameplay is no longer a dedicated
activity, or the province of a few players

* New networks for players mean new types of
play situations

* Money and games have always been
intertwined



Thanks!

@miaC



