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In high-ǇƛǊŀŎȅ ƳŀǊƪŜǘǎΣ ƛǘΩǎ ƴƻǘ ŜƴƻǳƎƘ ǘƻ ōŜ FUN
(Fun just gets your game ripped off by more people)

LǘΩǎ ŀƭƭ ŀōƻǳǘ CREATIVE MONETIZATION
(Who wants to be seen playing golf in boxer shorts?)

If people expect games to be free, make them FREE
(But find lots of other things to charge for, like cool pants)

LǘΩǎ ƴƻǘ ŀōƻǳǘ ǘƘŜ ƎŀƳŜΣ ƛǘΩǎ ŀōƻǳǘ ǘƘŜ META-GAME
(Competitions, pets, avatars, community, etc. ς

use peer pressure to drive commerce)



Successrequires mastering an

entirely new set of business models.



200 million+ registered 

accounts, each has 

paid experience

User generated 

fashion,includes

clothes,decorations, 

hair style,etc.

Customize your own 

style and show 

yourself

Subscriber 25,000,000

QQ Show ςVirtual Fashion Community



Simple online casual games

QQ Games (Tencent) -- Platform



Advanced online casual games

R2Beat  (Tencent)Freestyle (T2CN)QQ Tang (Tencent)Audition (9You)



Importance of Internet cafés in Asia
ÅInternet cafés are popular 

across Asia
ÅaƻŘŜǊƴ t/Ωǎ
ÅBroadband connections
ÅInexpensive ($1/hour)
ÅSocial (go with friends)

ÅKey channel to promote 
and market new games
ÅGames must support 
άǊƻŀƳƛƴƎέ ǳǎŜǊǎ
ÅEverything saved on server

Over 100,000 cafés in China alone



Collecting revenue in Asia

How to collect revenue, when 
ǇƭŀȅŜǊǎ ŘƻƴΩǘ ƘŀǾŜ ŎǊŜŘƛǘ ŎŀǊŘǎΚ

DŜǘ ŎǊŜŀǘƛǾŜΧ
ÅPre-pay cards
ÅMobile-phone billing
ÅBroadband accounts

Convert to virtual currency



.ȅ ǘƘŜ ƴǳƳōŜǊǎΧ
Population Internet Users Penetration Growth (2000-2007)

China 1,338,612,968 338,000,000 25.3% 1402.2%
Japan 127,078,679 94,000,000 74.0% 99.7%
India 1,156,897,766 81,000,000 7.0% 1520.0%

Korea, South 48,508,972 37,475,800 77.3% 96.8%
Indonesia 240,271,522 25,000,000 10.4% 1150.0%

Vietnam 88,576,758 21,524,417 24.3% 10662.2%

Taiwan 22,974,347 15,143,000 65.9% 141.9%

Malaysia 25,715,819 16,902,600 65.7% 356.8%

Thailand 65,998,436 13,416,000 20.3% 483.3%

Philippines 97,976,603 24,000,000 21.1% 932.5%

Hong Kong 7,055,000 4,878,713 69.2% 113.7%

Singapore 4,657,542 3,104,900 66.7% 158.7%

Australia 21,262,641 16,926,015 79.6% 156.5%

New Zealand 4,213,418 3,360,000 79.7% 304.8%

Asia 3,808,070,503 704,213,930 18.5% 516.1%

North America 340,831,831 251,735,500 73.9% 132.9%

European Union 803,850,858 402,380,474 50.1% 282.9%



ÅGame companies must work with:

ïGeneral Administration of Press and Publications (GAPP)

ïMinistry of Culture (MoC)

ïMinistry of Information Industry (MII)

ïState Copyright Bureau

ïMinistry of Public Security

ïBureau of State Secrecy

ïState-owned Assets Supervision and Administration (SASAC)

ïState Administration of Radio, Film and Television (SARFT)

ïState Administration of Foreign Exchange (SAFE)

Regulatory Issues



Online in the US: Social gaming

ÅFirst social product

Å6 weeks development

ÅLaunched Jan 2009

ÅBased on our most 
popular brand
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First 60 days
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Understanding viral growth
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ASSUMPTIONS:

Starting users 1,000

% who open new account 25.0%

Invites per new user (w/in 1st week) 8

% of friends who open invitation X

Invite page conversion: 49%

Invite page conversion: 51%



Continuous updating



Continuous updating



Continuous updating

http://anajo.net/wp/?attachment_id=560


Continuous updating



Continuous updating



Dealing with unstable platform


