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 game development studio

 agency for digital communication

 studio for visual effects

The exozet group



exozet games

 Founded 2004

 40 employees

 PC, Wii, NDS, Xbox 360, iPhone, 
Mobile Java +BlackBerry +Android

 Original IP, Co-Productions, For-
Hire, Marketing Games, 
+Distribution Services
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Mobile Heaven

 ~1 platform: iPhone

 320x480

 Finger multi-touch

 Accelerometer

 (OS 2..3, Processor speed, RAM 
size, GPS, OpenGL ES version, …)

 1 distribution channel



Back in 2004…



Mobile Hell

 Various Java flavors + vendors

 128 x 118 px .. 480 x 800 px

 Num/QWERTY keys, 
finger/stylus/no touch

 (+all kinds of firmware bugs)

 Hundreds of distribution channels 
with individual requirements



A „big player“ solution

 Lead studios

 Porting studios

 QA testing studios

 Marketing and distribution teams



A „small player“ solution

 Drop Mobile Java

 Go iPhone!



Thanks.

 END OF PRESENTATION



But…

 What about all those folks, who 
don‘t have an iPhone / iPod Touch?

 What about those billion mobile 
Java phone users out there?

 What about all those Android 
devices? (which become more and 
more sexy +are pushed by MNOs)



They‘ll eventually buy a 
used iPhone on ebay.

 END OF PRESENTATION 2.0



A „small team“ solution

 Integrated Development + Porting

 In-House QA testing

 Integrated Marketing + 
Distribution + Tool Development

 Cooperations with partners



Why not the „big player“ 
solution?

 Only viable for larger head counts

 Less „master control“ of portings

 Different time zones and cultures, 
increased communication, delayed 
responses

 The others will fix it…
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Toolchain

 Device Database

 Source + Resource Trees

 Target Device Groups

 Configuration for Device Groups

 => build all



Device Database

 Device = Lead Device per Group

 „Lowest Common Denominator“

 Specs + Known bugs

 Worst case (memory, .jar size)

 Best case (highest screen 
resolution + scale ranges)



Device Database Example



Source and Res Trees

 Text Preprocessor

 Sourcecode Preprocessor

 Compile Sources

 Compile and Compress Assets per 
Device Build

 Postprocessing / Packaging / 
Signing / Optimizing



Text Preprocssing



Source Preprocessing



Libraries, Frameworks

 Preprocessor-loaded Classes for 
Generic Features to minimize 
handset specifics

 Sound Handling

 Input Manager

 Base/Canvas class



Resource Management

 Resolution Groups

 Reduction Levels

 Image Grouping with 
Loading/Unloading in Mind

 Leverage fixed width



Resolution Grouping



Res Lite Levels

 <screenshot folders>



Localization



Localization



Group Configuration



In-House Development 
with Porting in mind

 Know your target device groups

 Prepare for reduction from start

 Go from master to critical

 Pick min-max cases from Width 
groups for initial testing



Recommended Tools

 Antenna (Ant Build Tasks)

 Apache POI (Office doc/xls Access)

 ImageMagick (Gfx Manipulation)

 J2ME Polish (Preprocessor)

 PNGOUT and KZIP (Compression)

 ProGuard (Optimizer, Obfuscator)

 SonyEricsson, BlackBerry and 
Android development tools



Testing

 >600 supported handsets

 In-house QA + partners

 Worst-Case devices

 Remote device testing 
(Bluetooth?)

 Mob4hire.com



Random Hell WHYs

 Why have different key codes for 
the same handset in DE + CZ?

 Transparency Color Bug

 Keycode firmware bug

 Volume crash bug

 Thread control weird bug



Device Databases

 Jbenchmark.com (paid, focused on 
benchmark)

 J2mepolish

 Mobilezoo.biz

 Few commercial offers – usually 
tied into proprietary production 
systems and not focused on games



ExozetDeviceUberTester

 Automatic profiling app (download)

 Tests game-specific features (and 
possible bugs) of new handsets

 Speed benchmark 
testing

 Sends results to 
server / by email



ExozetDeviceUberTester



Tool, Data + TestCases

 Handset Knowledge Sharing

 Open Database + Extensible Tool

 New Test Cases

 For and from a game developer‘s 
perspective – let‘s share!

 => please get in touch!
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Distribution

 Delivery of your
Game to those 
distribution 
channels…



Distribution Format

 Binary Files

 Compatibility Mapping

 Marketing Texts

 Marketing Images



Distribution Format 
Differences

 Get-More-Games, Rich GMG

 Online features

 Individual XML, XLS, TXT flavors

 Individual file naming and 
directory structures

 Very individual asset requirements



Marketing Assets



Typical Emails

 These are our new top handsets –
requesting backfills immediately

 Our download platform has 
changed, we now need the 
following banners + screenshots

 We‘ve changed our submission 
format and from now on we only 
accept …



Our Toolchain

 Proprietary in-house Distribution 
and packaging tools

 Verification tool to identify missing 
marketing assets

 Asset adaptation (scaling, 
compressing)

 Auto-Backfill



Our Toolchain

 Binary + marketing master

 =>

 XLS/XML/DOC & co.



Things a good distribution 
partner should have…

 Relevant channels

 Good relations with those channels

 OnSite Marketing

 Solid reporting

 One submission format

 Standardized Backfill Process

 Auto Device Compatibility



Summary

 Yes, it‘s possible

 Critical: 
Device Database + Build Process

 Share handset knowledge

 Talk with other developers

 Pick good distribution partner(s)





Q&A

 Matthias Hellmund

 head of mobile development

 http://www.exozet-games.com

 matthias.hellmund@exozet.com

 XING/LinkedIn/…

http://www.exozet-games.com/
http://www.exozet-games.com/
http://www.exozet-games.com/
mailto:matthias.hellmund@exozet.com

