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Can mobile users make games as easily as they
create music and photos?
Createrria case study
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Jakub Duda

Hello!

Alncuvo co-founder
AGamer

A Software engineer
AProject manager

AEntrepreneur



Short summary

Alntroduction

AEvolution of mobile devices
Aldeas that lead to Createrria
ADesign and technical challenges
AFuture plans

ACreaterria demo



A Core team members work together for 5+ years
A Established 2012
A 13 people in Katowice office
A 5 software engineers
A 3 artists
A 2 designers
A All development in-house
A Funded with EU and VC funds



(R)Evolution of smart devices

Smartphone of the old is a feature phone now
A Office documents
A PDA
A E-mall

Smart devices are now free time oriented
A Photos/Videos
A Sports tracking

A Social networking



Smarter devices |
smarter apps

Still plenty of undiscovered possibilities

e

A WEMO
AIFTTT
A Lyft

Creative apps on the rise

A Instagram

A Paper

A Vine

A Virtual pottery

Tablets change everything!



Soe

A People love to create on smart devices



Soe

A People love to create on smart devices

A The most popular type of apps are games



Why donot
create games?

Thereis no
easy-to-use
game creation app




Createrria trailer

https://www.youtube.com/watch?v=NZcEx2KaGAw



https://www.youtube.com/watch?v=NZcEx2KaGAw

IS there a need?

A1l million copies (full retall price)

A8 million user-generated levels

A 27 million copies sold, 10 on mobile

A $300 million revenue

A 10S version constantly in AppStore top
10



Challenges

E



The team

30 years ago
One person could create
éebut 1t had to be a br |
A designer
A artist
A composer
Now
multi-people specialist teams
high budgets
long production
complexity Is growing

Do Do Do Do O



Programming

Options:
Acoding entire game(C, C++, C#)

Ascripting ready engine (LUA, Python)

Avisual code editing (d r a g 0 rnogicl dookg)
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Is it really for casual users?

'y D WD WD W0 WO W0 WD WD WD LD 0 0 CO OO OO K
1 &h A J

froid Awake()
{

_thisTransform = transform;

RubberL.useWorldSpace = true:;
RubberR.useWorldSpace = true:;

Singleton.ItemManager.Callbacks.OnDestroySpecificltem|
Singleton.InputHandler.Selector.Defaultielector.Onlbje

Singleton.SiEventManager .RegisterEventHandler<GameStat

}

void OnPropertyChanged (string property, string wvalue)
{

if (property = "bull

{

if{ CheckIlfltemCanBeBullet( wvaluse ) }
{

J/TEMP BULLETTYFE FIXING
if (15etBulletType (value))
{

if (_currentBullet != null)
]




Solution

Provide game logic based on creation context:

Base - physics sandbox
Slingshot - add aim and shoot logic
Character - add platformer logic

Next steps:
Aprovide item properties
Aallow scripting




Art

A Creating game art is difficult

A Most user created games look poor

A Players often decide looking at visuals

Solution:

A Provide ready graphic themes, characters and items
A Different themes 1 different graphic styles

Future:

A User graphic customization (cameral)



