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Have you heard about The Sandbox? 

•  First Launched 4 Years ago on iPhone.  
•  Now on all mobile & PC platforms 
•  Over 745,000 Facebook Fans!  
•  Millions of video views on YouTube 
•  21 million installs, 1.6 million worlds 

created & shared 
•  45 updates released, almost 1 per 

month 
•  Multiple Awards received, including 

Best Game Of 2012 by Apple 



Special Thanks To These Amazing Devs! 



Top 3 Reasons They Made a Sequel 

●  1: Add New Features / Add More Contents or Levels 
●  2: Improve Retention & Engagement 

●  3: Improve Monetization 

“We built the sequel since we were working on improving the initial game for so long and decided that it 
would be best to start from scratch. We were convinced that the concept was good, but we needed a fresh 
start.”, Dave Bisceglia (The Tap Lab, Tiny Tycoons) 

“For us it was less about building a sequel -- more about building our franchise around the "dots game 
mechanic" that we created.  We believe we can make many games across multiple categories that use this 
mechanic.”, Paul Murphy (WePlayDots, Two Dots) 

“Our biggest concern was potential cannilbalization between the old game and the new and have tried to 
position the game as a complimentary experience rather than a true sequel. We move players in both 
directions between the games with cross promo to boost the network LTV across both games.”, Daniel 
Hesselberg (MAG Interactive, Wordbrain Themes) 



3 Reasons Why Indies Don’t Like Sequels? 
http://bit.ly/2a28pkw @GWBycer 

●  1: One and Done! “The passion that drives indie development usually 
means that the developer will get everything they want in one go”  

●  2: Sequel Demand "If it ain't broke, don't fix it” 

●  3: Becoming a Brand “The ability to brand your studio around unique 
concepts is a major goal of any game studio” 



Let’s Warm Up the Audience J 



WHEN DO MOST DEVELOPERS DECIDE TO 
START MAKING A SEQUEL? 

●  Being bored working on the first game  
●  Improving the initial game is more challenging than starting from 

scratch 
●  Players are expecting a sequel / more contents 
●  Wanting to improve Monetization & Retention 
●  The first game was launched over 12-18 months ago (min.) 
●  The audience is still very active on Daily and Monthly basis 
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WHAT DO MOST DEVELOPERS EXPECT FROM 
MAKING A SEQUEL? 

●  Bigger Success = more Downloads & Players!  
●  Cross-Promotion between the 2 games  
●  Migrate all players from 1 to the 2  
●  Better Metrics: Engagement, Retention, Monetization 
●  More Stores Exposure + Featurings 
●  Attract a different category of Audience / Players 
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WHAT ARE THE MOST COMMON MISTAKES? 

●  Lacking innovation => “1.5 VS 2” or same game, different content? 
●  Assuming all players know how to play (as they played the 1st) 
●  Comparing 1 vs 2 instead of (1 + all updates) vs 2 
●  Designing the sequel at first and foremost for the players of the 1 
●  Ignoring industry best-practises: Softlaunch, Playtests, A/B Testing 

etc. 



Post-Mortem you said? 



WHY DID WE LAUNCH THE SANDBOX 
EVOLUTION? 

●  Branding & Vision: we’re building a platform for the next 5+ years 
●  Add Core Features: Expand our game concept (we did 45 updates 

“dlc-like” before) 
●  Keep Active Community: Players have shown very strong hype + 

engagement when announcing the sequel 
●  Technical Reasons: old game engine, not cross platform, 

performance limitations => we wanted simultaneous cross-platform 
●  Marketing: Industry is more focused on covering & featuring new 

game launches than updates 
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The Sandbox Evolution Launch Results (August 2016) 

•  Over 3.5 million installs in 2 months only! 
•  Featured on both App Store and Google 

Play 
•  #1 Family Game and #2 Simulation Game 

on iPhone 
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STEP 1 
Understand What Players  
Love & Do in your Game 
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KEY FEATURE: CREATE/DESTROY 
•  Tap to drop elements, pinch to zoom and pan to 

scroll. Create or destroy with your fingertips. 
•  Build worlds up to 10x bigger than in the previous 

Sandbox game 
 

Over 170 Elements to play with! 
•  Bring Life to your worlds with Dogs, Wolves, 

Bears, Cows, Deer or Sabertooth Tigers 
•  Decorate with Houses, Castles and Igloos, and 

create life on your world with AI Humans 
•  Utilize tech like Batteries, Crosswires, Resistance, 

Bulbs, Heaters, Coolers, LEDs and multiple 
Sensors 

•  Destroy everything you can with C4, Meteorites, 
Nitro, TNT or even a Nuke 
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KEY FEATURE: CAMPAIGNS 
Campaigns consist in a series of levels, that the 
player should solve using the game mechanics 
(puzzles, physics, platformer, etc.) 
 
4 Campaigns at Launch 
•  Genesis: Experience the creation of the universe 
•  Caveman: Explore a prehistoric world with the 

Caveman 
•  Pixel Art: Learn how to draw pixel art 
•  Ninja: Help Fujin, the Ninja of the Wind,  

3 more Campaigns Added Already 
•  Machines 
•  Sandmix Vol. 1 
•  Ghostbusters! 
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KEY FEATURE: ONLINE GALLERY 
Players can share online their creations so other 
players can watch them, play them and rate them. 
 
We feature on a daily basis the top creations from the 
community and organize contests of creativity. 
 
User-Generated Contents  
•  Share your worlds with other players 
•  Search worlds by keyword or by tags (pixel art, 

music, arcade, technology or landscape) 
•  Filter worlds based on the Newest or Hottest 

creations 
•  Play the most inspiring worlds and interact with 

them in various ways 
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STEP 2 
Supercharge It!!  

Add New Features They Want! 
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KEY FEATURE: GAME MAKER 
Create your very own pixel universes, manipulate 
natural elements and discover their interactions, while 
also expanding the game’s original concept by 
letting players create their very own games by 
adding controllable heroes! 
 
Make your own Games or Levels  
•  Create your own levels using Game Design 

elements: Controllable Heroes, Platforms, Portals, 
various Blocks or Spikes 

•  Place a controllable hero character in your level to 
instantly add intuitive, direct control 

•  5 Heroes available to choose: Caveman, Ninja, 
Avatar, Arnold and Hamster, each with different 
skillsets 
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KEY FEATURE: SOCIAL 
The Sandbox Evolution is a platform where people 
can play and create worlds! We’re building our very 
own social network inside the game, allowing the 
community of players to interact more with each 
others. 
 
•  Save and Sync your progress online with Game 

Center, Facebook or Email 
•  Follow your favorite Players and Top Creators via 

the Social Menu 
•  Be notified when they share new worlds and play 

them out 
•  Read your Activity Wall to see everything that 

happened during your absence and what’s 
trending 

•  Bookmark your favorite levels to revisit them 
anytime you want 
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Partnerships with Popular IPs! 

July 
2016 

Q3 2016 Q3 2016 Q4 2016 Q1 2017 
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STEP 3 
The (very long) Road to Make It Happen! 



Continuously Gauging Interest 
●  Started talking about the 

sequel 6 months before 
scheduled release 

●  Talked about it on Forums 
●  Put the game on Steam 

Greenlight Process 
●  Launched Thunderclap 

Campaign 
●  Teasing… hundreds of assets 

have been posted on social 
networks! 



Playtesting … A Lot! 

●  Over 50x 15 minutes video playtests = 
hours of gameplay recorded and analyzed 

●  What testers do is as important as what 
they say, or don’t say! 

●  Post-Test Surveys also useful 



Beta-Testing Too! 
●  Time to face real-world users! 
●  Start as early as possible, don’t be scared 
●  Be very concise on the questions you ask to 

your testers! + Leave 1 open question J 
●  Engage personally with your testers for more 

precise feedbacks 



And then Soft-Launching! 
●  Measure as much as you can 
●  Aim to get 3,000 users minimum per soft-launch 

(5-10k ideally) 
●  Iterate as many times as possible and compare 

results across all releases (we did 6 soft-launches, 
almost every 2 weeks) 



First Time User Experience 

●  It matters a lot!!! 
●  So many iterations of the FTUE 
●  Asked for external game designers 

help 
●  Playtested over 50 times in video 
●  Fully removed 30s introduction video 



UI/UX Design Iterations 

●  Multiple Iterations  
●  Based on Softlaunch 

Metrics and Playtests 



© 2016. Pixowl Games. All rights reserved.

BONUS LEVEL J 



Choice of App Icon 

●  Involve our Community + Indie Groups to 
choose our App Icon to pre-select the 2 
finalists 

●  Ran A/B Testings with small UA campaigns 
to decide the winner 



Choice of our Game Title 



Choice of Marketing Screenshots 

●  Same Approach as App Icon => involved 
Community + Indie Groups 

●  And ran A/B testing with small UA 
campaigns 



Participating to Indie Contests 
●  Real Competition with other Indie Devs + Professional Jury 
●  Strong Motivation factor for the Team 
●  Helps on Generating Buzz and Leveraging Community 

Support 
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What’s Next? 

http://bit.ly/2a28pkw 



for today J 

Questions & Answers! 



Thank you! 
 

Mail: seb@pixowl.com 
Twitter: @borgetsebastien 

www.pixowl.com 


