
ERIK	  MARCISAK	  
–  I	  fell	  down	  The	  Grand	  Canyon	  
	  
–  Studied	  Screenwriting	  at	  School	  of	  Visual	  Arts	  

–  Worked	  as	  a	  Script	  Reader	  for	  5+	  years	  

–  7+	  years	  writing,	  directing,	  producing,	  and	  
performing	  Sketch	  &	  Improv	  Comedy	  in	  NYC	  

•  3	  former	  collaborators	  write	  for	  	  
–  (including	  the	  Head	  Writer)	  

•  Expert	  at	  name-‐dropping	  

–  8	  years	  as	  a	  Narrative	  Designer/	  Writer/	  Game	  
Designer	  for	  various	  companies	  

	  

SPEAKER	  INTRODUCTION	  



	  
	  
THEN	  	  

(2006-‐2010)	  
	  
	  

	  
	  
NOW	  	  

(2012-‐2014)	  
	  
	  

THIS	  LECTURE	  



MOBILE	  GAMES	   AAA	  GAMES	  
MY	  CAREER	  



MOBILE	  GAMES	   AAA	  GAMES	  
THIS	  LECTURE	  

“YOU	  CAN	  	  
SAY	  NOTHING.”	  

	  
-‐legal	  department	  

“It	  happened	  so	  
long	  ago	  it	  might	  

be	  lies.”	  
	  

-‐Erik	  Marcisak	  



TIME	  TRAVEL	  TO	  2006	  
In	  2006:	  

–  I	  got	  my	  start	  in	  video	  games.	  

–  You	  did	  not	  have	  a	  Facebook	  account.	  

–  YouTube	  just	  started	  slowing	  down	  
productivity	  in	  the	  office.	  

–  The	  iPhone	  was	  a	  rumor.	  



	  LONGTAIL	  STUDIOS	  
We	  made	  games	  with	  character	  for	  mobile	  devices	  in	  2006!	  	  

	  
	  
	  
	  
	  
	  
	  

At	  our	  peak	  we	  had	  10	  staff	  writers!	  
I	  was	  the	  only	  college	  dropout.	  



SOME	  LESSONS	  



MOBILE	  GAMES	   AAA	  GAMES	  
AUDIENCE	  RESEARCH	  1	  



MOBILE	  GAMES	   AAA	  GAMES	  
AUDIENCE	  RESEARCH	  2	  

The	  more	  narrow	  your	  target	  audience,	  the	  more	  knowledgeable	  you	  have	  to	  be.	  	  
	  
The	  audience	  evolves	  faster	  than	  the	  creator.	  

Emotional/	  Existential	  Issues	  	  
of	  the	  audience.	  

Focus	  groups	  &	  analytics	  &	  community.	  



MOBILE	  GAMES	   AAA	  GAMES	  
PLAYER	  &	  CHARACTER	  

newbie	   expert	  

no-‐name	   famous	   underdog	   success	  

newbie	  
expert	  

whole	  game	   contract	  



MOBILE	  GAMES	   AAA	  GAMES	  
STORY	  STRUCTURE	  

“YOU	  CAN	  	  
SAY	  NOTHING.”	  

	  
-‐legal	  department	  

I	  will	  recommend	  that	  you	  read	  
THE	  REVOLUTION	  WAS	  TELEVISED	  

BY	  ALAN	  SEPINWALL	  
	  
AND	  	  
	  

PLAY	  STORY	  FOCUSED	  VIDEO	  GAMES	  

THIS	  
TALK	  



MOBILE	  GAMES	   AAA	  GAMES	  
STORY/	  LEVELS	  

Dictator.	  	  
	  
Guilty	  of	  genocide.	  	  
	  
On	  vacation.	  

iPhone	  (full	  version)	  Outline:	  	  
26	  pages	  (12,000	  words)	  

	  
100K	  Version	  Outline:	  	  

10	  sentences	  
	  

Hemingway	  6	  word	  story:	  
“For	  sale.	  Baby	  shoes.	  Never	  worn.”	   (Bashar	  al-‐Assad)	  

“YOU	  CAN	  	  
SAY	  NOTHING.”	  

	  
-‐legal	  department	  



QUICKLY	  	  
UNDERSTOOD	  	  	  

&	  SHARED	  

STRESS-‐FREE	  	  
EXPLORATION	  	  	  
&	  MASTERING	  



MOBILE	  GAMES	   AAA	  GAMES	  
CHARACTER	  BIO	  

“YOU	  CAN	  	  
SAY	  NOTHING.”	  

	  
-‐legal	  department	  

Age:	  	  
Archetype:	  	  
Personality:	  	  
Physical	  Description	  (for	  art):	  	  
Goal:	  
Motivation:	  	  
Stakes:	  	  
Flaw:	  	  
Arc:	  
Backstory:	  	  
Relationship	  to	  Player	  Character:	  
Issues:	  
Tone	  &	  Diction:	  	  

“SOMETIMES	  I	  LIKE	  TO	  SCARE	  
THE	  LEGAL	  DEPARTMENT.”	  

	  
-‐erik	  marcisak	  





MOBILE	  GAMES	   AAA	  GAMES	  
CHARACTER	  TONE	  &	  DICTION	  

1.   Accent/	  Dialect	  

2.   Common	  Phrases/	  Verbal	  Quirks	  

3.   	  Topics	  they	  LIKE	  to	  talk	  about	  

4.   	  Topics	  they	  HATE	  to	  talk	  about	  

5.   Reaction	  to	  [a	  Touchstone	  Event]	  

1.   Accent/	  Dialect	  

2.   Common	  Phrases/	  Verbal	  Quirks	  

3.   	  Topics	  they	  LIKE	  to	  talk	  about	  

4.   	  Topics	  they	  HATE	  to	  talk	  about	  

5.   Reaction	  to	  [a	  Touchstone	  Event]	  

TARGET	  ???	  



MOBILE	  GAMES	   AAA	  GAMES	  
DIALOGUE	  

Dialogue	  had	  a	  character	  limit	  in	  a	  mobile	  game.	  
New	  measurements	  for	  dialogue:	  

–  “Clicks”	  A	  phrase,	  sentence,	  or	  group	  of	  
sentences	  that	  the	  player	  has	  to	  get	  through	  
to	  move	  on	  to	  the	  next	  gameplay	  element.	  
(Lower	  is	  better)	  

–  “Meat”	  The	  vital	  part	  of	  the	  dialogue.	  

–  “Fat”	  The	  words	  around	  the	  vital	  part	  of	  the	  
dialogue.	  

“YOU	  CAN	  	  
SAY	  NOTHING.”	  

	  
-‐legal	  department	  

I	  still	  carry	  on	  the	  same	  
things	  I	  did	  in	  mobile	  because	  
it	  taught	  me	  to	  streamline.	  



DIALOGUE	  EXERCISE	  
*This	  exercise	  helped	  us	  go	  from	  being	  screenwriters	  to	  
	  mobile	  game	  writers.	  

1)  WRITE	  a	  conversation.	  (Say	  it	  comes	  out	  to	  1	  page	  in	  a	  screenplay	  
format.)	  	  

	  	  
2)	  REWRITE	  that	  conversation,	  but	  do	  it	  in	  HALF	  the	  space	  you	  did	  
before.	  (So,	  now	  get	  it	  down	  to	  half	  a	  page.)	  
	  	  
3)	  REWRITE	  that	  conversation,	  but	  do	  it	  in	  HALF	  the	  space	  you	  did	  
before.	  (So,	  now	  all	  you	  have	  is	  a	  quarter	  of	  a	  page.)	  



MOBILE	  GAMES	   AAA	  GAMES	  
BRANCHING	  (STORY	  &	  DIALOGUE)	  

“YOU	  CAN	  	  
SAY	  NOTHING.”	  

	  
-‐legal	  department	  



SIMPLE	  BRANCHING	  
END	  START	  

:(	  

:)	  



ERIK	  MARCISAK	  
– TWITTER:	  EMARCISAK	  
– LINKEDIN:	  “ERIK	  MARCISAK”	  
– E-‐MAIL:	  EMARCISAK@GMAIL.COM	  
– WEBSITE:	  www.MARCISAK.com	  
– MARCISAK:	  MARCISAK	  
– MEET	  ME	  IN	  ROOM	  3000	  

THANKS	  &	  GOODBYE	  


