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What is the benefit of integrating the 
community in the development process?



Our Community



Awesome Community



● No Great Plan

● Open Files

● Low on time





So..  What is the benefits then?



Thomas Johansson
VP of Development

Fan since 2001
Hired April 2004

Henrik Fåhraeus
Game Director
Fan since 2000
Hired July 2001

Chris King
Senior Designer
Fan since 2001
Hired April 2006



Playing turns customers into fans



Quality Increase
●Game Developers are not gods.
●Feedback!
●Great is better than good!



How to do it?



Play YOUR game!



EU2 Tsunami



Architecture for Modding
● Clausewitz 2004 -> Future
● Datadriven
● Appreciated by modders



Communication
● Developers do PR
● Rules stifle communication
● Live and Learn



Our Communication Rules
● Allow them
● Let them be honest
● Two-way communication



How do we communicate
●Streams, Forums, Social Media

●All the time, outside of work, at work



Community Management
● Atmosphere
● Analytical methods





Building the Game
●Community a part of it
●Updates, information flow
●Closed betas



Beta Testing
●Development Tool
●Help, not just playing
●Research & Content



Betatesting – Our do’s and Don’ts
● Limited amount of people.
● Give them tasks.
● Don’t rely on them.



Fans Suggesstions into the game!



Our Forum
● Core Interaction
● Suggestions/Bugs
● Manual Labour



Conclusion
● Devoted Developers Multiply!
● Fans, not customers!
● Improved Games!



Q&A

@producerjohan


