
Tales from Making Mobile Games
Jesper Richter-Reichhelm (@jrirei)





A True Story

The Launch of Agent Alice on iOS







Concept start August 2013

Production start March 2014

Internal release October 2014



Launch at February 26th

Both iOS & Android
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3 million downloads on weekend

Top 1 game in UK, DE, FR

Top 2



What we have learned
Test with TestFlight 
HockeyApp is not sufficient anymore 

Expect to be rejected 
Don’t rely on previous results 

Have a fallback version ready for launch 

Finish development 4 weeks before launch



Making Mobile Games
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Two Platforms

iOS and Android



Independent Teams

Dev

Art

Product



Flash on Facebook



Cross Platform 
Development





Chase Ports



Cross Compilation



Cross Platform 
Development



What we have learned
HTML5 is not good enough 
… for complex games 

Chase ports 
… are a good way to kill team morale 

True cross platform development rocks 
… even with Unity



Mobile Operation

The Art of Running an App
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“In recognition of your incredible 
efforts and achievements, I’m happy 
to announce that we’re extending the 
Thanksgiving holiday this year.” 

- Tim Cook





November 2013

!? … …
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Crashing 
15%

Not affected 
50%

Old version 
35%

>200,000 users 
affected







Control: 50% Test A: 50%



2011

100%



Config Service



Variable config 

Offline mode 

Environments  

AB testing





















What we have learned
MTTR > MTBF 
You will always have bugs, no matter what you do 

Make sure they don’t kill you 

Be always able to react 
Build tools if necessary



All those Devices…

How I learned to love Android…



Emphasis on Android came late

Only 4 months of ‘real’ effort

8 weeks of soft launch
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19 Android staged rollouts

up to 30K daily users

seen 3000 unique 



Error Analytics
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What we have learned
Android is a tough platform 
Low end devices, lot’s of devices 

You need the right tooling 

But operation is much easier 
No launch day risks 

Staged rollouts 

Quick iterations possible



Summary



What we have learned
Two platforms 
True cross platform development is the best 

Mobile operation 
MTTR > MTBF 

All those devices 
Android is hard but allows quick iteration



I love Apple

but …



Develop and test features

1%, 5%, 10% rollout on Android

Rollout for rest and iOS



I love Apple

but I’m starting to love Android even more



Thank you
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