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Case Study: Fleet Operations
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www.fleetops.net

World Domination!
Or probably not

Star Trek: Paramount Pictures



Case Study: Fleet Operations

Real-Time-Strategy game

Based on Star Trek Armada 2 (Activision 2001)

Ongoing project for about 10 years now

Current Version: 3.2.2

Focused on multiplayer on eSport level
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Balancing, Predictability, Replayability

Rewriting an ancient game engine

Motivation … ehm … And Pizza!

Release Plans?



Why?
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You will serve the Collective … the Community!

image sources: Paramount Pictures

The key to a successful game: A Community!



History Lessons
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What to do with a Community?

Producers and Consumers. Still the majority of games.
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Game Developers Players

Publisher

No management overhead

No community feedback



What to do with a Community?

Community frameworks. Outsourcing!
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Game Developers Players

Publisher

Predictable Management Overhead. No impact on game development.

No community feedback.

Community Framework Homepage

Forum

Twitter

Just there to provide cool 

buttons for marketing



What to do with a Community?

Community Managers and Gamemasters. MMOs.
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Game Developers Players

Publisher

Community Managers have to be kept up to date. Conflicts will arise which will require 

additional time. More money.

Frequent community feedback. Biased by management.

Community Managers Homepage

Forum Twitter

Moderators

Gamemasters

Community Reports

Dev Infos

Ingame



What to do with a Community?

Community Representatives and “Progamers”.
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Game Developers Hardcore Community

Publisher

Self-sustaining community management. Managing the social links created by players.

Viral marketing.

Frequent community feedback. Very biased. Risk of community fragmentation, especially if 

things go wrong.

Community Managers Homepage

Forum

Twitter

Dev Infos

Ingame

Representative

“Progamer”

Blogs

Fansites

Casual Players
“Special Friends”



What to do with a Community?

Direct community interaction.
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Game Developers

Publisher

Players feel much more involved. Incorporating ideas and requests from the player base. 

Communication channel untouched by the publisher.

Selected community feedback arrives directly at the developers. Might also produce 

undesired outcomes for negative feedback.

Community Managers Homepage

Forum

Twitter

Dev Infos

Ingame Blogs

Fansites

Hardcore Players

Casual Players

ChatEvents TournamentsDiaries



Enough Theory!
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“All science is either physics or stamp collecting.”
- Ernest Rutherford



Enough Theory!

How to organize community management?

5/27/2011 12

Start with something to interact with

your fanbase.

• Forum (very efficient, bidirectional)

• Twitter (kind of unidirectional)

• Facebook or other social networks
(harder to manage, perhaps a bit dangerous)

• Blog

• Newsgroup



Forums
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Forums
“LOL! That sucks!”

“It is clearly obvious that this unit is overpowered! I lose every time!”

“When will the next version be released?”

“I’m a pro with all the races but the Romulans. They need …”

“Fleet Operations sucks!”
and many, many more…
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Forums

Requests and reports. Stats: Q1 2011
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Balancing Requests

Bugs

Visual Requests

New Features

Modding

Guides

Star Trek

108

24

20

Typos

11

13

13

4

4



Newsposts

The online press.

• Always add some pictures!

• Try to sound a bit professional

• Always keep some candy for the

releases

• Never publish release dates if

you don’t have to
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Magazines

The real press.

• Unless you are hyped, you won’t

have much control if you are in

or not

• Press recognition usually grows

with your online presence

• Don’t try to force it. Be happy if

you are in, but don’t expect

anything

5/27/2011 17



Community Events

Let your community participate in development

• Design polls, open balancing discussions (perhaps even Teamspeak?)

Give your community the feeling that they participate in development

• “It’s on todo”

Entertain your community

• Teamspeak sessions

• Interviews

• Development team games

• Screenshot or art contests
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Community FO Team

7 2
There MUST be a balancing issue somewhere…



Modding

There are many gaming communities out there that evolved around mods

• Counter-Strike

• WoW Addon Community

• Homeworld Complex

• …

Why not offer Modding to your Community, too?

But be aware: Developers will ask a lot of questions!
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Community Building

Where does a community come from?

In the beginning, there was the game.
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Why should Tetris have a community?



Community Building

Important factors that push people to start building a community.
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Replayability
The secret ingredient of MMOs.

The more time your players spend in the game, the larger gets the chance for 

them to talk with others about their experience.

Especially powerful if there are choices. “Hey, which class did you chose?”

Probably the strongest factor to build a good community!

image sources: World of Warcraft, Blizzard Entertainment



Community Building

Important factors that push people to start building a community.
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Cooperative Multiplayer
Shared luck gives you double luck.

If players have a good time with their friends in your 

game, chances are good that they will try to find 

new friends, using the game as a social channel. 

To do so, they will require a community.

Very powerful community builder. Uses our very basic 

social behaviors.

image sources: Borderlands, Gearbox



Community Building

Important factors that push people to start building a community.
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Competitive Multiplayer
You all must die. I alone am best!

Scoreboards, tournaments, points. If players feel like they are better

than others, they will want to express that! Give them a platform

to show their size!

Works with our even more basic instincts!

image sources: Starcraft, Blizzard Entertainment



Community Building

Important factors that push people to start building a community.
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Socialization
What was this real-life again?

If you online service offers so many social features that players

don’t want to miss them, they will start building their own

community on your platform.

Yep, sometimes you do really feel guilty as a game developer.

image sources: Need For Speed: Hot Pursuit, Electronic Arts



Community Building

Important factors that push people to start building a community.
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Long Term Goals
What a long strange trip it’s been

Offering long-term goals for players to achieve gives them

a motive to continue playing. Similar to replayability,

this will increase the chance for them to talk with others.

Works excellent as a “hook” or extra candy.

Sometimes, players just want to grind!

image sources: Aion, NCsoft

So beautiful!
Use at least five different PowerPoint Fade-In 

Effects in a single presentation without dying.

Achievement unlocked!



The Nasty Slides

Behold the mighty todo!

5/27/2011 26



The Nasty Slides

“More frequent releases”

Actually cause a lot more work for us!

But we noticed significant spikes in user counts after patch releases!
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+80%



The Nasty Slides

“More frequent releases”

Actually cause a lot more work for us!

But we noticed significant spikes in user counts after patch releases!
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+150%



The Nasty Slides
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> Google



The Future

A new community site

A lot of new ingame content (more replayability, customization, achievements, …)

A new renderer

A new account system

New games
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The Future
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So what?

• Make something you want to release, be it a game or a tool

(although gaming communities are a very unique kind)

• Find out if you actually need an organized community

• Find out if you actually want an organized community

• Decide the amounts of time you want to spend with management

• Build the respective platform

• Don’t ask what your community can do for you,

but what you can do for your community!

• Enjoy
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We made it!
Any questions?


