GameSpy Direct2Game Overview
A Product Brief

Overview

GameSpy Technol ogybs Direct 2 Ga menabikes developes tbabting digitat ont ent

commerce and content distribution directly into their games.

With Direct2Game, partners can integrate a fully customizablest or e experience straight

user interface (Ul). Game Spy 6s est ab]dissibutod ang eugtomemsupport infrastructure
handle order processing and fulfilment, powering in-game stores with the same scalability, legal

compliance and reliability as seen in | GNbds .Direct2Dr i)

The serviceods emphasis on flexibility enabl es
downloadable content plans. Direct2Game partners can distribute content through mechanisms that fit
seamlessly within a thaugk de-sizéflts;all maketflaees that kitaontside the
game. All of this provides partners with a more fluid user experience, a tighter relationship with the gamer,
significantly greater control over content rollout and presentation, and an ever-present opportunity to
optimize sales channels.

In-Game DLC is Essential for Connected Games
1 Games can no longer live by boxed copy sales alone
o Atight economy, shrinking shelf space and exploding budgets limit potential retail upside for
most titles
o0 DLC enables developers & publishers to monetize used game sales
o Gamers expect more value to justify higher price tags
o Premium DLC powers new, long-term revenue streams
9 Direct sale of premium content
9 Sponsorship revenue
1 Content subscriptions

o Innovative business and subscription models have spawnedt he noti on of HfAgames a

serviced
fTGames are no | ong@maduct8f i re and forget
91 New model helps publishers break the reliance on retail boxed copy sales
9 Monetize players more often, more deeply, over a longer period of time

1 DLC extends title lifespan
New content extends player engagement
AsDLC increasest he core titlebs value, the game attracts

o
o
0 Premium DLC can fund resources for post-launch development
o0 New releases provide media exposure long after launch
91 Digital distribution is changing the way games are consumed and experienced
o All gaming platforms are now online, all the time
o Gamers have been trained to expect extensible content post-launch
1 Playable content: mods, maps, missions
1 Customizations: weapons, clothes, accessories
o PC gamers in particular are moving online to purchase games & content

1 Theiceberg factor
0 Most third party / platform specific DLC solutions are one-size-fits-all straightjackets

publ i
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Pure do it yourself strategies usually require a patch work of third party solutions
Content and sales must be regionalized

Legal, tax and financial requirements must be met, worldwide

Time to integrate a DLC strategy can negatively impact a tight development schedule

O o0 oo

Key Features

GameSpy Direct2Game is an easy-to-integrate DLC solution that provides partners with maximum
flexibility to sell and distribute downloadable content to players from within games. As with all GameSpy
Technology products, it works across a variety of platforms and is compatible with all major game engines
and user interface designs.

1 Flexibility

o Account Management: Wor ks with GameSpy I D or a partnero6s o
Online, ubi.com; existing Web-based Ul can be used to manage payment methods already
associated with GameSpy ID accounts

o Look and Feel: Does not rely on rigid storefront model used by consoles / platforms;
developerscanadapt it to an i ndi esiofaddaoh cogtennaedéusages peci f i ¢
context to better highlight purchase opportunities

0 Reporting: Partners can view customized reports on item sales and distribution on the web
or via e-malil

o Content Types: Suitable for both free and paid downloadable content, and can be
regionalized to support different content types or presentations for different markets

o Item Bundles: Individual products can be grouped together and sold at different price points
to encourage increased purchases

o Promotions: Publisher can create pricing specials on products and make them available
during a specific window

o Single ltem Checkout: Purchases can be quickly checked out without requiring developer to
build a complex shopping cart Ul

I Scalability
o Billing / Transactions: Uses | G N fiiedd-and-true billing services with a five year history of
serving hundreds of thousands of users and transactions
o Fulfillment: Delivery through IGN's own highly scalable file server network with regional
mirrors, known to millions of gamers through FilePlanet and Direct2Drive for game content
and full game digital distribution
o Catalog Management & Expansion
A Accommodates evolving and growing catalog over time
A GameSpy Technology personnel assist with content additions and management
A Groups of products can quickly be rolled out and rolled back; also allows for regional
catalogs with unique prices and product lists
A Patches will keep installed content up to date
o Customer Support: Utilizes proven IGN/GameSpy infrastructure for account management,
billing, content delivery and customer support (GameSpy ID, Direct2Drive, FilePlanet,
customer support)
0 Store Availability Control: Publisher can set the time to launch their store without issuing a
game update
0 Service Architecture: Supported by same services infrastructure & team that has powered
700+ titles T and millions of gamers

1 Security
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SOX and PCI (Level 2) compliant: Compliant with the Payment Card Industry's (PCI)
security standards and regularly audited per Sarbanes-Oxley requirements

DRM: Third party solution offered (but optional)

Credit Cards: Broadly supported by all major credit cards and over a dozen international
currencies

GameSpy Makes Digital Distribution Easy

From early implementation planning through post-launch support, GameSpy Technology will be your
guide every step of the way. Forover10y ear s, Ga me S p ycldss suppdrt and developiment
staff has worked closely with both the games industry and community across 900+ games on 10 gaming
platforms, putting us in the unique situation of understanding each group®& sensibilities and requirements.

We Gapply that experience and expertise to help you achieve the best possible framework for your in-
game digital distribution service.

1 Examples of GameSpy Technology Support Services

(0]

(0]

(0]

Development Assistance: GameSpy will work on creating a smooth and scalable store
experience throughout your integration phase to maximize revenue.

End User Customer Support: Questions about billing transactions and item fulfilment are
managed by our customer support channel

Design Consultation: Advance planning will protect you against unwarranted customer
chargebacks.

Metrics: Customized reporting interface with email subscription option.



Product Roadmap

Q1/2 2010

1 Micro-transactions through wallet
o Wallets can collect either real money or virtual currencies
o Allows for much lower price points (under $2)
o Automatically 'top off' a wallet during the purchase process, if not enough money is

present by using linked payment methods

o Wallet funding via account management web page

1 Redeem codes and other free item downloads
o Codes either stand for a specific item or a currency amount (virtual or real world)
o Free items require no redeem code or payment method on file

Q3 2010

i Consumable item support
o0 Items can be used up based on developer specified in-game actions
o Multiple purchases of the same item
0 Securely mark off uses of an item on the GameSpy backend
0 Includes support for time limited availability (rental of items)

9 Purchasing support for additional payment methods
o Paypal
o0 Mobile phone billing options
o Payment methods: Asian territory orientated

1 In-game payment method management
o Control the entire store process from within the game, including account management

options

Q3/4 2010
Subscription billing
A D2G admin panel to manage store configurations
A Developer facing ability to manage product lists
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In-Game Digital Distribution In Action: Some Examples

No single store implementation works for every type of game and downloadable content. That 6 s
GameSpy Technology designed Direct2Game to fit the specific ways in which gamers discover and use
content.

|l

Traditional, Dedicated Storefront

A full screen store off of the g a m en@aim menu offers the most complete way to offer items for
purchase. All available items are grouped into categories and featured content is highlighted on
the main screen. Ideal for games with a regular commitment to fresh content offerings, gamers
will come back again and again to see what is new.

Over 30 million songs have been purchased in Rock Bandd s -game store, which is broken down
by artist and genre. An in-game store gave the developer greater flexibility to highlight their
content i not to mention greatly increased usability -- than the defaults solutions offered by the
console manufacturers.

PURCHASE
VIEW "METALLICA TRACK PACK 01"
EXIT

In-game storeas seen i n RdétkeBamdoni x 6s

Customization Options Create Purchase Opportunities

Gamer s 6 de s iumiqee avatars toreprasent their individual in-game personas presents
developers with the perfect opportunity to suggest premium customization options without
requiring them to enter a dedicated store. The system can recommend content based on the
userb6s existing game character.

In Korea, free to play games such as N e x o KaftRider and Maple Story have attracted millions
of players and hundreds of millions of dollars in item sale revenue each.

why
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1 Target Common Game Screens Like the Matchmaking Interface
A central part of the multiplayer experience is the matchmaking interface, which users visit each
time they launch a new online game. Developers can use this chance to promote key multiplayer
content like new game modes or levels and remind players that others are already available to
play the new DLC online straight away. To maximize impulse purchases, we recommend pointing
out when people on a g a me frighd list are playing premium DLC.

References to a premium map pack for Call of Duty: Modern Combat integrated into its
matchmaking experience drove sales of over one million units of a $10 item in nine days.

 Offer Content In-Between Game Sessions
Both single and multiplayer games require some transition time as one game ends and another
loads up. We recommend using this time to promote content related to the match just played.
Strategy guides, songs that just played or featured content recently added to the main store can
all be presented here.

Grand Theft AutolVés AZi TO system (power ed i rrivpsdaraffictobny Ga me Sp
external third-party MP3 store by making it easy to remember and purchase songs just heard on
the in-game radio.
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Proofs of Concept

Unreal Tournament Ill
I ntroduction screen with fAMarketplaceo segment added
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Fully evolved in-game marketplace with special sections for item categories
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6 to 10 players

User can select / edit / add billing information from inside the game
User is clearly notified of billing process, privacy policy, and availability of customer support

8745 101
7749 0510
2200 06/12
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GameSpy Technology Makes Connected Gaming Easy

GameSpy minimizes the risk of connected gaming services by providing developers with scalable, proven

online technology and flexible business models to support licensing and service maintenance. Supported

24/ byaworld-cl ass support team, GameSpybds scalable infrastr
and 10 gaming platforms. We deliver increased efficiency with a single, consistent API that reduces

development, integration and infrastructure costs.

GameSpy Technology also provides developer support throughout the implementation of our services
into your title. Our goal is to help you quickly integrate our technology and launch your game, streamlining
your development cycle. All services are fully documented for reference during the implementation
process.

About fAPower ed oOnline@Games Spy

We believe that sharing experiences makes games more fun.

Operating since 1997, GameSpy Technology has provided ¢
titles on every major gaming platforms. You can find G
benchmark titles and projects:

Grand Theft Auto 4 7 Rockstar Games

Battlefield Franchise i Electronic Arts / DICE
Command & Conquer Franchise i Electronic Arts
Rockstar Social Club Website i Rockstar Games
Section 817 Timegate / SouthPeak

Midnight Club: Los Angeles i Rockstar Games
Unreal Tournament Il T Epic Games

E R

Get Started!

9 Visit us on the Web at http://www.poweredbygamespy.com

1 Contact your GameSpy Technology Account Manager at devrelations@gamespy.com to apply
for service access or inquire about licensing options
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