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Gaming on YouTube is BIG.

●Top 50 viewed games:
○ ~120B Total views.
○ 95% of these earned.

●99% Correlation:
○ Between pre and post 

launch YouTube views.

●Huge Market:
○ PewdiePie has over 27M 

subscribers. (Full report available at: 
https://www.octoly.com/)



Personal Background

●Producing YouTube 
content since 2008.
●Partnered with Maker 
Studios since 2011.
●Enrolled in USC’s IMGD 
Program in 2013.
●Marketing Consultant and 
developer since 2014.

www.YouTube.com/Criken2

Subscribers: 500,000+
Total Views: 130,000,000+

http://www.youtube.com/Criken2
http://www.youtube.com/Criken2


Targeting YouTube:



Understanding the Medium
(Personalization)

●YouTubers are entertainers:
○ Your game is their platform.
○ Brand integrity is important.

●Individual niches:
○ Each channel is different.



Understanding the Medium
(Formula and Trends)

●Different channels, 
different content fit:

○ Viewer retention and 
regularity is key.

○ Tentpole vs Multi-Part.
○ Difficult to target “all”.



Designing for the Medium
(The Player’s Viewer)

●Elicit a reaction:
○ ‘Third person’ 

perspective.
○ Gives the creators 

something to play off.
○ More memorable.



Designing for the Medium
(Case #1)

●Plays with expectation.
●Unconventional.
●Randomly generated.
●Simple premise.



Designing for the Medium
(Happy Accidents)

●Crowdsourced stories:
○ Hidden gems give the 

creator ownership.
○ Community adds new 

meaning to content.
○ Humor is huge.



Designing for the Medium
(Case #2)

●Established characters
●Sharing tools built in
●Company support
●Personifies player



Designing for the Medium
(The Gift That Keeps Giving)

●Emergent gameplay:
○ Fodder for multiple videos.
○ Room for creative input.
○ Audience discovers with 

the player.



Designing for the Medium
(Case #3)

●No explicit narrative.
●One life survival.
●Player interaction centric.
●Moral decision making.



Designing for the Medium
(Contextual Independence)

●Easy shareability:
○ Minimal preliminary info.
○ Visually engrossing.
○ Bite sized entertainment.
○ Tech supports sharing.



Designing for the Medium
(Case #4)

●Survival / Creative.
●Easily moddable.
●Available everywhere.
●Collaborative environment.

(~30B Youtube Views)



What About Livestreaming?

●Empathy-based
●Longer retention rate
●Slower paced
●Fan interaction
●E-sport hotspot
●Persistent communities
●Shared struggle



Working with Creators
(How to Contact)

(Survey by Mike Rose on Gamasutra) 



Thanks for listening!

@CrikMaster

Criken@Criken.com

www.YouTube.com/Criken2

www.linkedin.com/in/KeenanMos

Q&A

mailto:criken@criken.com
http://www.linkedin.com/in/KeenanMos
http://www.linkedin.com/in/KeenanMos

