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ÁPlaybrains officially launched in early 2008
Á15 game-specific folks
Á3 titles set for release in early 2009
ÁSelf-funded

ÁSpun out of bitHeads, inc.
ÁEst. 1995, delivers custom software development services 

across multiple business domains (telecom, retail, mobile, 
medical and yes, games)
ÁTop 100 Employer in Canada; Software 500 Top 10 Growth 

company, OCRI Service Company of the Year, etc.
Á"ÁÓÉÃÁÌÌÙȟ ÉÔȭÓ ÔÈÅ ÇÒÅÁÔÅÓÔ ÃÏÍÐÁÎÙ ÉÎ ÔÈÅ ÈÉÓÔÏÒÙ ÏÆ ÔÈÅ 

world*

* - Unofficial



ÁRigorous approach to development
ÁProper tools and development process
ÁTrack record of success: on-time, on-budget

ÁWant to bring that same successful approach 
to development to Playbrains
Á#ÏÍÍÉÔÍÅÎÔ ÔÏ ȰÆÉÎÄÉÎÇ ÔÈÅ ÆÕÎȱ ÁÎÄ ÄÅÖÅÌÏÐÉÎÇ 

games properly
ÁNot just building the right games, but building the 

right games right
ÁSetting ourselves up for long-term successes



Á3D Action shooter targeting the 

enthusiast gamer

ÁTwo warring factionsé10 

character classes, each with 

special abilitiesé10 weapons with 

alt firing modes and damage types

ÁUnique worlds (Jungle, Desert, 

Space, Ice, é)

Á10-level Single player campaign, 

Co-op play, ton of multiplayer 

combat maps and game modes

ÁUnique Invasion Mode with user-

generated content

ÁOur goal: to provide big-budget 

depth and gameplay inside a 

downloadable ñbudgetò title (<$15)



ÁOnly 15% of games break even*
ÁBlockbusters: 5-10% of titles generate 90-95% of revenue
ÁIntensely seasonal: 50-90% of console games sold at 

Christmas

ÁCompetition for limited retail shelf space
ÁIn the digital download world, competition is high to just 

get onto platforms (e.g. 250 games on XBLA)

ÁWe need do everything we can to improve the odds
Á7ÅÌÌȟ ÁÃÔÕÁÌÌÙȣ) ÇÕÅÓÓ ȱÍÕÒÄÅÒȱ ÉÓ ÐÒÏÂÁÂÌÙ ÇÏÉÎÇ Á ÔÉÔÃÈ 

too far, but pretty much everything else should be fair 
game

* - ñIntroduction to the Game Industryò, Michael E. Moore, Jennifer Sward 2006  http://www.amazon.com/Introduction-Game-Industry-Design-Development/dp/0131687433



1. Develop a novel concept for a specific audience

2. Consider licensed IP

3. Develop a sound business case 

4. Find funding models and partners that fit

5. Make sound technology and platform decisions

6. Be prepared when pitching publishers

7. Manage the relationship

8. The right distribution model 

9. Develop seriously

10. Know your limits, partner for help

11. Bears!


