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Audience?

Awareness?
Awards?

Purchases?

Plays?

Revenue?
Community?
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With the Conspiracy For Goqgabur
definition of a successful transmedia
project is one that utilizes technology to
deliver story content and engage an
audience In original and novel ways.
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If not film, then why digital?

1stand 2"d screenz convince your purchaser (investor, broadcaster)

3d, 4h and 5" screensz convince you audience (one by one, almost)
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Business Models

Sustainablity
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Develop Produce Manage

~15% ~50% ~30%
Evergreen
~5%
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Develop

& Sweat

80 &0 O

® State screen agencies

& State digital media funds

® Federal screen agencies

® Other agencies (arts, culture, innovatiortc)

& Crowd funding
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Expect about $3050k

$1 160 AGPAAO A AAOA
Use this to prototype/justify/mock -up
(this is a sales tool you are creating)
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u About The PrOJect in this video.

=N \)) l

We tell you why The Cosmonaut is one of the most original film projects you have
ever known in two minutes. You can make this film come true as a producer, investor
or collaborator.
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http://www.thecosmonaut.org/oldindex.html

Produce

Broadcasters
Distributors
Agencies
Brands
Partners

Extending the Producers Offset to Digital will have an
Immediate and direct benefit (and hopefully, encourage
real spending on multiplatform experiences)
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If you are serious: aim for 1015% of the budget
to be dedicated to multiplatform/transmedia [
i 1 AOAT MEOMAAEOAAAAQOQC
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Unless you have a solid business model,
Ul 00 &£OT1T AET C TAAAO Ol Al O/
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Develop Produce Manage
~15% ~50% ~30%

Management of a rich interactive services
(UGC, games, socialfpcussed, living breathing site) X
can take up70% 1 £ Ul OO AOACAOS

can you afford to not be sustainable?
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Manage

& Sweat (your own, your partners)
& Reserves (from production)

& Sustainability (something you prepared for)
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There are only two people who

N\
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(1) Your Audience

(2) People who want your Audience




Your audience

@ Transactions (they buy and own)

& Subscription (they pay for regular access)

@ (Participation z egpremium rate sms, calls)

& (Merchandisez take aways)
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(people who want)
Your audience

Sponsorship (best model, guaranteed)
& May Include product placement or branding

Advertising (worst model in most cases)
®& Requires volumes of visitors
& Brand advertising and text advertising

Affiliate z selling 39 party services via your site
Infomediary z selling data about your users
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And if you can buildareOOA AT A DIl A
license it to others to create their own experiences
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(1) Freemium

(2) Virtual




Audience pays
_Trensacton JSubscripton

Online For access, to own, to To access, to view, to
download, to view get updates

Mobile Apps sales Series
Contentsales OngoingDADPE Ol AAOS

Updates

Games Toaccess, to own, to  Access, rent,
upgrade membership

Social Membership (access) Ongoing access
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Non-Audience pays
| [Sponsoship | Advertsing | Afflate | infomediary _

Online  Excellent. Niche  Works at high Easier,adds (Sleasie)
works best. Target volumesof benefit, unlessservice
audience viewers/linear controllable data creation

Mobile  Excellent (but Growing, good Harder but As above
harder). Targeted response rates. works in closed

audience critical ~ Limited real estate ecosystems

Games Good & interesting Ok, but need to Goodz notable Datacan be
Multiple possible. show benefit for other games interesting..
(often ignored)

Social Less trusted but  Volumesdrive Often through  See Onlinda
works for niches  success, but advertising or  bit sleasy)
response low socialgames

.
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Form has an impact on model

(1) Linear content supplied on a digital screen

(2) Natively digital content fully interactive in form




Digital as broadcast platform

Home  Popular  Recenty Added  Channels

Age/SMH.TV: http://www.age.tv -

Facebook:http://www.facebook.com

Latest Episodes Recommended ~ Keep up-to-date with smh.tv

YouTube:http://www.youtube.com/

Vimeo: http://vimeo.com/ aocTon M kg

How it Works

& Viddler : http://www.viddler.com/

& Tumblr: http:// www.tumblr.com
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http://www.age.tv/
http://www.facebook.com/
http://www.youtube.com/
http://vimeo.com/
http://www.viddler.com/
http://www.tumblr.com/dashboard
http://www.tumblr.com/dashboard
http://apps.facebook.com/doctorwho_vod/?video=1006881069001
http://www.smh.com.au/tv

Advertising

& Online and increasingly on mobile, the most
presumed (not successful) way to monetise
something

©& CPMz (Cost per (Mille) thousand) of people the ad is
presented to

©& CPCz (Cents per Click) paid for each person who
clicks on the ad presented

& CPAzZ (Cost per Acquisition) paid for each person who
signs up to the proposition (completes the
transaction)
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Sponsorship
(Branded entertainment)

& Often the simplest way to monetise your ideas:
® Find a brand that wants your target market

& Get them to sponsor you (pay to be associated: the more
strongly associated, the more they pay)

& May include Product Placement in your property
& May include access to your customer lists

@ May Include stuff you might not want associated
©@ May generate the folding stuff you need
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Affiliate

©7EEI A A Al Ol | £ AAOAOOEOEI
AAAE AT A )o6l1 OAOAOAE UI OO

& Offer your users the option to complete an action from
your site (eg, ticket sales from a cinema guide; eBook
POOAEAOA 1T &£ OEA OAITE 1T £ O
sound track from iTunes) and a share of revenue is
returned from the affiliated sale

& Can be seen as a way of offering extended value to an
audience from your own site

® Done on a deal by deal base. Initiating (your) site has
deal in place (and codes up links appropriately)
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Affililate models

OpenFeint
A free to use social platform for your mobile game
Will help you promote it
Revenue model based on 5% iTunes affiliate link.

.‘ Battoor O

Boy b Openteint Fnabled’
o F 2 t Join millions of players and
pen Q'n browse hundreds of games!
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Infomediary

& List broking

@ Selling information on your audience so someone else
can take advantage of them

@ *Note:

@ If the data is really that good, use it yourself to do clever
O0OO0&£L xEOE88S8
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Consumer direct




Transaction

& Oneoff purchase. You pay, you get.

@ You can sell:
® Products (Amazon, iTunes)
® Access BigPondmovies, games)
@ Key things:
& Consider collection. How will your target market pay?

Credit card? Mobile bill? Premium rate payments? Apps
store sales ?

& Hard product sales? How will you get it into their
hands? (fulfilment) and what about returns? Where is
your merchandise stored?

©f SECEOAI DHDOI AOAOO AOA AAOEA(
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Apps stores and premium payments

@ Just about all handsets and carriers have an apps store
@ Apps stores are their own sweet pain
el DPO AAl AA OOAEAAO OI ABPDPO (
&, Al COEU AAI AUO AAT EADPDPAT xA
& Merchant Service Fee (MSF) usually around 30%

@ IPhone: larger installed base, store carefully managed
& Android: no intermediary, can sell external to store

& Premium (SMS/1900)z requires volumes. 3670% MSF
(lower prices = higher MSF = lower returns)
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Subscription

} Not alwayssuccessfulonline, butgrowing as apayment
method, notably for monthly games

} Murdoch and Fairfax have both introduced subscription
AAOAA OPAU xAl 1068 j1TTE 100

} Used in all forms of media engagement from publishinqto
CAI AO O AT U OAPEOI AEAG Al 1l
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Freemium & Virtual Currency

® Freemium is the idea of givingsomethingaway for nothing
(to spark interest) and making consumersvant to give you
money for the premiumor extra bits

& There Is an expectation in digital that things will be free, but
we are willing to pay for what we (emotionally) value or
which brings benefit (social, emotional, personal)

@ Determine early what and how your $$ will kick in

& Linked with Freemium, Virtual Currencies can be fab
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Not all
USEISs are - o B S o
created

equal

RINGS LORDS VIGH COMMONERS
MARQ CORE LOYAL REPERS 1Y MENTH IMELE CML TIME NIM PATING USTRS
reroaAs(xs roaCeASIES PMURCHASIRS PURCMASIRS so
S1LOO+ Sz247% S46 S12
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Entertainment in a direct model

$100.00 Free To Play games that are monetised through
virtual goods offer the opportunity to exploitall
segments of the audience to their fullest.

)
2 Dedicated players (whales) invest more time and
< money and get rewarded for it (A, B)
é Interested players pay to access (C)
< Non payers help to market your property (D,E)
$0.00

oA
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Documentation Blog

Social Gold is opening a new chapter in in-app payments...

Social Gold payment processing has been

Vo i}
Sociz ay g N
discontinued as of May 31, 2011. S 57/ Supe!‘ﬂewaf‘ds GAMES EARN BUY SPEND

We invite you to sign up for Google In-Ap
Payments today. Inte gration is simple 'Mth

- Welcome
just a few lines of code. And pricing is set at S‘tar‘t usinc b
just 5 percent. GOO |e ln‘- C /
e N ) g How it Works | Sjr ule

Existing merchants can continue to login to Pay ments | =

the Social Gold platform through September =
2011.

What is Super Rewards?

ar

Determine if you can
trade the users time
for money. They will PN BB BrE

surprisingly often - R oy s R

Wi

t l General  Shopping Videos o ra— M\,Z I
- g -

Magazines Sumveys i G

TopAycoon "E;E;’; Hatchlings

Of the options available (click, answer, watch, signeip), 67% of people
prefer to pay CASH to get virtual curren¢we are more time the cash poor!)
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http://www.jambool.com/
http://www.superrewards.com/

s there a model infreemium?

O yofE are not paying for it, you're not the customer:
you're the product being soll 6

blue beetleposting via metafilter
Or

O & OsAust another word fomothing left to lose8 8 8
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The wonders of Freemlum games

. vodaAU = 2:24 PM

Top Paid Top Free Top Grossing

Revenue Generated, U.S. App Store Top 100 Grossing Games

100%
0% -+
80%
0% +
60% -
50% -
0% -+
0% 4
20% 1
10% 4
0%

January 2011 June 2011

W % REVENUEFROM PREMIUM GAMES I % REVENUE FROM FREEMIUM GAMES

@ FLURRY Sources: iTunes App Store, Flurry Analytics, Flurry Analysis [



Game mechanics as revenue
drivers

Poweru PS I0S & Android Freemium Games, Dollars Spent on Virtual Goods

Full Unlock Personalization (2%) —
Levels ‘
Accelerators Durable
Consumables
Aesthetics
Gifts

Consumabhle

N O 1 || W N

@ FLURRY Sowurce: Flurry Analytics, 2010-11, n = 57M transactions, & = 2.1 DALUs

Source: Casual Connect 2010 (Josh Larsdgchi Media)
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Business Models

@& Advertising

® Sponsorship

& Product Placement

& Subscription to ongoing program

@ (pre) Sales of books and DVD

® Purchases of tailored program

@ Sales of app (reminders) for activities
@ Affiliate (other wellness programs)

@ List broking
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Pacays
'h'u'.-e e
Hrymarket e

4
Belmore |
Park

CREDITS | «CONTACT USE
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Get iPhone App

Golden Water Mouth
& Sculpture

@» Clanhouse

o Photoland
@- Trocadero

. ﬂ Friendship Garden
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: ® | Introduction >
x|
ﬁ Maps & Locations )

. Watch & Listen >

1; Help y >

¢ About China Heart > »
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