
EXPANDING AN IP 
“CLASH OF CLANS” UNIVERSE 

CASE STUDY







THE MISSION

“To create great games that as many people as possible 
play for years and that are remembered forever”

Presenter Notes
Presentation Notes
Keep this statement in mind because it guides how we develop IP in a significant way









Presenter Notes
Presentation Notes
For those who aren’t familiar with the IP it looks a little something like this



IP = Intellectual Property



IP = INHERITED PROBLEMS

Presenter Notes
Presentation Notes
There are many challenges when developing an IP



THE BEGINNING



Presenter Notes
Presentation Notes
Legend has it that Clash had started like all great Finnish ideas in a Sauna





THE RULES

- Village
- Elixir
- No Pain
- No Evil Characters
- Not Nerdy
- Fantasy with a twist





PLAYFUL SERIOUS

Presenter Notes
Presentation Notes
Style playful serious



PLAYFUL SERIOUS



THE REWORK

Presenter Notes
Presentation Notes
Went from playful



Presenter Notes
Presentation Notes
To playful serious



Memorable characters

The Secret Sauce



Presenter Notes
Presentation Notes
Here we have two barbarians – although you may prefer the design on the right it has a ton of more visual information for you to memorize 



Presenter Notes
Presentation Notes
Narrowing down to whats truly important for the character – philosophy is that you should be able to easily identify what kind of gameplay the character has – what information is truly important for the character?



Simplify



Presenter Notes
Presentation Notes
Ashley Browning





FORM FOLLOWS FUNCTION

Presenter Notes
Presentation Notes
We aren’t simplifying for simplicity sake we simplify to support the game design





FAMILIARITY







The WOrld

- Chunky
- Hand Made
- Fantasy with a Pop Culture Twist

Presenter Notes
Presentation Notes
Now you know the characters lets talk about the world, along with all those rules I said earlier the art style keeps these things in mind. 



THE PROBLEM

Characters don’t yet have a personality



THE FINAL INGREDIENT

Bringing the World to Life



How Marketing SHAPED THE IP



Presenter Notes
Presentation Notes
2015 Superbowl Commercial



Presenter Notes
Presentation Notes
Able to see personality and the humor Clash has become known for



Presenter Notes
Presentation Notes
Witch now has a personality – went from fantasy to having a heart warming motherly personality with her curious skeleton children



Presenter Notes
Presentation Notes
We see the loaveable oaf of a Barbarian with an arrow in his head and getting hit with a cannonball. But these commercials reinforce the rules of the IP we established earlier of no pain



Presenter Notes
Presentation Notes
In another shot where all the troops are engaged in an epic battle we stop for a moment to have the wizard accidently reveal his huge afro. This helped reinforce the idea of playful serious. While the battle was serious this moment adds that idea of playfullness



How this was powerful

Presenter Notes
Presentation Notes
1st time seeing true personalities of these charactersNo real adjustments to proportions so could easily see anything created for the commercial fitting into the game and vice versaHelped start building a library of marketing assets could use for future needs



Presenter Notes
Presentation Notes
Writer of the Simpsons came to us wanting to create this show – loved the IP so much



Presenter Notes
Presentation Notes
Added more humor, more personality and self aware enough to really engage hardcore players as well as entertaining enough to appeal to a wider audience. Expanding the IP into new mediums we hadn’t yet explored.



Presenter Notes
Presentation Notes
Important to note that while Inspired by the show but came from the needs of the game, but this character wouldn’t have happened without ClashARama



Presenter Notes
Presentation Notes
Every piece of content you release in an opportunity to reinforce the ideas of your IP and hopefully build upon it. Our splash screen reinforces idea of playful serious / you can see starfish on the face



PAVING THE ROYALE ROAD

Presenter Notes
Presentation Notes
By the time 2016 rolled around Clash had become a real Cinematic Universe thanks to the marketing efforts of the animations It was a real benefit when creating Royale because we were able to more easily realize the world beyond the villageClash Universe became too big to be contained to a village any longer





Presenter Notes
Presentation Notes
Early screenshot of Project Scroll = more generic fantasy but as the gameplay evolved it was obvious that Clash was the perfect IP for the game. But we didn’t want to just copy paste, we had to build upon it. So we came up with a twist. 



Presenter Notes
Presentation Notes
And that was to inject some Royalty into the mix. Because of the tower defense gameplay it made sense to move from the Village of Clash of Clans into a Royal Castle. 



Presenter Notes
Presentation Notes
And so with that the characters became a bit more sophisticated. We reimagine what our characters would look like if they were a bit more refined while still sticking to our same philosophy of playful serious



Presenter Notes
Presentation Notes
If we can imagine a barbarian from Clash and think about adding some armor to him and a bit of a haircut he becomes the Knight. Which worked perfectly with the game mechanics we had in mind.



Presenter Notes
Presentation Notes
The village now turns into an arena where more formal combat takes place.



FAMILIES OF UNITS = CONSISTENCY

Presenter Notes
Presentation Notes
And with each new game mechanic came a new character which really accelerated the amount of characters we started to have within the Clash Universe. Suddenly we are created families of characters and with families come consistency.



Presenter Notes
Presentation Notes
So how did we deal with the rapid expansion? Horizontal growth / dilutes the IP with too many unique families



Presenter Notes
Presentation Notes
Vertical growth = each family needs support



Presenter Notes
Presentation Notes
Flush out the families before adding too many new ones / if we create a new family we have to figure out whats their thing, for example skeletons are brittle goblins attack fast / group to make it more believability and recognizable



Presenter Notes
Presentation Notes
And even players have noticed this and made their own family trees



ARENAS = WHERE ALL FAMILIES LIVE

Presenter Notes
Presentation Notes
With all the families now created we had to think about where they belong in the world we were trying to create and suddenly the idea of arenas made perfect sense to show off a little backstory of each family.



Presenter Notes
Presentation Notes
The goblins suddenly have a home in the jungle



Presenter Notes
Presentation Notes
More homes for different families are added 



Presenter Notes
Presentation Notes
Clan Wars





Presenter Notes
Presentation Notes
Dragon Sauna



Presenter Notes
Presentation Notes
Tropical Island



THE FANS



Presenter Notes
Presentation Notes
Inspirational for the team to see so many ideas from the fans



NEXT IN CLASH





CHALLENGES

- New teams working with the IP
- Different offices and teams working on the same IP 

simultaneously
- New Art Styles and Genres

Presenter Notes
Presentation Notes
Teams are empowered to make own decisions



New Lands and Bosses

Presenter Notes
Presentation Notes
What is each game introducing to the IP / If Clash Royale was Royals Quest is about new lands and bosses





Presenter Notes
Presentation Notes
Band of misfits





BOARDS AND MINIS







Presenter Notes
Presentation Notes
Clash characters playing with mini versions of themselves on a gameboard – suddenly the massive battles of Clash of Clans and Royale become condensed and more personal



Presenter Notes
Presentation Notes
What was great about mini is that it allowed us the opportunity to really push the IP in a different direction. Inspired by Asia culture of pop figures – Shanghai Studio our characters turned mini and cuter.



Presenter Notes
Presentation Notes
We could take the Barbarian King from Clash of Clans and make a mini version that still felt Clash



EXPANDING FAMILIES AND HABITATS

Presenter Notes
Presentation Notes
Great opportunity



Presenter Notes
Presentation Notes
Fisherman has a family now



Presenter Notes
Presentation Notes
Healer has a family with the Shield Maiden





Presenter Notes
Presentation Notes
We wanted to see how far we could push it, but it still works because he is supporting the family of fisherman. What’s great is that this didn’t mean that Clash of Clans necessarily had to put him in their game he could just live within the Mini World but he still exists if they decided to use him later.



IP Risks

- New Game = New Opportunity 
- Can Afford More Experimentation without Effecting 

More Hardcore Clash Audience
- A Chance to Expand the Reach of the Clash Audience



learnings of BETAS

- Lead with Love and Trust, not Fear
- Learn the Fundamentals then Break It
- Don’t Store your IP in a Museum

Presenter Notes
Presentation Notes
One of the things we did was go over to Shanghai to pass on our knowledge of the IP but also allow for ideas that were formally off limits. Important to teach the style but not lock them into a box of what Clash is and isn’t





FINAL THOUGHTS



IP is not a silver bullet

- IP Won’t Work Without a Quality Product
- IP Builds on Top of the Product 
- It is alive like water – Stale water = swamp



LEAD WITH DESIGN

- IP Decisions Should Ultimately Support the 
Product You’re Trying to make Stronger 

- Stronger Product = Stronger IP



IP SHOULD BE EXPERIMENTED WITH

- Don’t be afraid of change
- Take bigger risks in situations that can afford it
- Trickle Down Benefits – never know where an idea 

might lead









IP is a collaboration

- An IP is Built from the Collaboration of Many 
Participants, from Colleagues, Marketing, Partners, 
and Fans

- One Person is a Dead End for an IP



Presenter Notes
Presentation Notes
Team work makes the dream work
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