
Creating Casual game for 
iOS

Orca Inc.
Peter Youngjoong Huh



Agenda

Cases of developing casual game

Best-selling game vs. Less-selling game

Small & Speed : our strategy

How to sell our games

Future of casual game



Cases of developing
casual game



Sniper vs. Sniper:Online
2009

Com2uS



Sniper vs. Sniper:Online

Online sniping game

Feb 2009 ~ Sep 2009

$4.99

IMGA Excellence in connectivity award



Sniper vs. Sniper:Online



Result

Sniper : for Man only

Accelerometer : hard to control

Online + competition : hardcore gamer

Man + hard to control + hardcore gamer + high price

= Small user pool



Slice It!
2010

Com2uS



Slice It!

The winner of Idea Contest 
2009(Com2uS)



Slice It!



2 projects

Programmer, Art designer : other project

One man project at first.

Enough time to design

Low risk



Slice It! - Prototype

1 week

Cocos2D

10 stages

Comments : Not good



Slice It! - Doodle graphic



Crisis of drop

Not fun enough.

Is it a game?(looks like math test.)



Redesign

Make it easier, easier, easier.

Stage 10 ➞ Stage 35

More stuff : obstacle, mirror

Just 60 stages at first



Slice It! - Launch

Featured : 2nd place at New & Noteworthy

Sales : 300/day ➜ 10000/day



Slice It! - Featured

46,859



Result

10 millions downloads

2nd prize of Korean Game Award 2010

Confidence of developing casual game.



Independence!
2011.08.01.

Orca Inc.



Little Lambs -a brain puzzler-
2011.11.
Orca Inc.



Little Lambs -a brain puzzler-

Two man project

Game design/Programmer

Art designer

Puzzle + Animal character

Paid + In-App



Crisis again

Not fun enough

Too Hard

No wonder something



Redesign

New stuffs : bubble, box, bunch, switch...

Remove ‘Failed’

Change all stages

Repeat Fun QA



Little Lambs -a brain puzzler-



Teddybear Maker
2011.11.
Orca Inc.



Maker games



Teddybear Maker

Two man project

Game design/Art designer

Programmer

Game? Entertainment!

Free + In-App + Ad



Teddybear Maker



Best selling game vs.
Less selling game



Best selling games
How many games had you seen?



Less selling games
How many games had you seen?



Popular appeal



Easy to know ‘how to play’



Concept



Small & Speed : our strategy



One man project
Game Design, Art, Programming, Sound, QA



Where is the godlike man?
Hard to find the ultimate person.



Two man Project

Game Design & Programming / Art

Game Design & Art / Programming

Pros : Cost down, Speedy communication

Cons : Heavy work



Out sourcing



Parallel projects
Little Lambs Teddybear Maker

Project D



Parallel projects

Largest Project

New Project



Reward



Speed
Let’s develop a game as fast as we can!



Normal Project

3 months develop cycle

Prototype

1 Week

Alpha

1 Month

Beta

2 Months 3 Months

Launch
QA

Modify
Submit

Fun?
without
graphic

with
graphic

Money?

Product

Done?



Tiny Project

1 week develop cycle

Prototype

1 Hours

Alpha

2 Days

Beta

4 Days 6 Days

Launch

QA
Submit

Go/Stop
without
graphic

with
graphic

Possible?

Product

Done?



Risk



Risk



Risk



Market Research



Fun QA



How to sell our games



Featured
Game of the week, New & Noteworthy



How to get ‘Featured’

Contact Apple

Just ‘lucky’

Best selling

Make game apple likes

Include iOS new features



Review of websites
IGN, Pocket Gamer, Touch Arcade



Case of ‘Crafted’

Reach No.3 of US App Store in 3 days

“After I uploaded the app, I sold 4k copies over the 
night.”

Review of IGN and 20 other web sites



Promotion
Banner, CPI, Free Promotion



Banner

Touch Arcade

Pocket Gamer

IGN



Cost Per Install



Free Promotion



Future of casual game



Traditional casual games
Angry Birds, Fruit Ninja, Cut the Rope



Social games
We Rule, Zombie Farm, Smurfs’ Village



Simulation games
Top Girl, Tiny Tower, My Horse



Casual game
Game for everyone



And...



Contact us!
Companies



Contact us!
Indie game developers



Contact us!
Students



Thank you.
Peter Youngjoong Huh
crazylife@playorca.com
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