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« Researcher: 'm Mikel Hall. I've been gaming for
almost 3 decades so have had the opportunity
to experience how the industry has developed.
'm currently a student at Full Sail University
oursuing my Bachelor’s in Game Business and
eSports.

o Studio: This pitch will focus on Undead Labs, the
developer behind the State of Decay series.

e Reason: This analysis pitch is to show how
Undead Labs can increase revenue, provide new
means of fan consumption, and how they can
orovide new methods of promoting their
oroducts.




e Age: A blend of young adults (18-35)
seeking intense experiences anc

veteran gamers (35+) re

visiting the

State of Decay franchise.

e« Gender: Primarily male

e Interests: Strategic mao
narrative enthusiasts, th
open-world freedom to

sterminds to
OSe craving
olayers who

thrive on community-dri

ven content.
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e Techland - Dying Light Series

* Strong technical foundation, fast-
naced combat, and established
orand

* Limited narrative depth and mission

. A LT
repetitiveness. « =T




 Avalanche Studios - Days Gone

* Open-world t

raversal, unigue enemy

design, and ¢

ynamic environments

* Inconsistent story pacing and
occasional technical issues

 CreativeForge Games - / Days to Die




 CreativeForge Games - / Days to Die

*

>

Deep crafting system, high degree of
olayer freedom, and active modding
community

_ess polished graphics and a steep
earning curve
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« Emotional Connection & Character Bonds: Depth, Investment, more than just Survival

 High Replayability & Emergent Gameplay: Fresh Scenarios, Endless Possibilities, Beyona
Single Playthrough

o Collaborative Multiplayer (Limited): Shared Challenges, Enhanced Replayability, Social
EXperience



. Transition from traditional one-time purchases to ongoing content updates

. Incorporate battle passes that offer limited time items for players to acquire after achieving
specific milestones

. Offer micro transactions for premium cosmetics unattainable by other means

Activision Blizzard Revenue by composition ($mm)

. .. - R S—" W, - - —-—



Live -streamed Challenges: Stream developer-created or community-desi
with unigue objectives and rewards, encouraging audience participation and interaction.

Base-Building Competitions: Organize base-building contests judged by
community, rewarding creativity, efficiency, and resourcefulness.

Modding Support: Provide official modding tools and guidelines, fostering
modding community that extends the game’s lifespan and content variety.

Seasonal Challenges with Esports Integration: Incorporate leaderboarc

gned challenges

developers or the

a thriving

s and challenges

within the game that feed into larger esports events, creating a pathway fo
players.

- dedicated



 Proposals

* Undead Labs could utilize influencer marketing by partnering with a dedicated State of
Decay streamer to showcase upcoming patches, game-modes, and updates.

* Undead Labs could also utilize targeted advertising with genre-adjacent forms of media.
his could include tie-ins with Movies, TV Shows, and Podcasts.




Undead Labs has the unigue opportunity to separate itself from its competitors due to the
emotional connections players develop while in the world of State of Decay. Their coop mode

where players can join their friends in building a base and surviving the apocalypse is unlike
any other.

Undead Labs has plenty of room to increase their revenue generation by incorporating DLC,
Battlepasses, and micro transactions. This will help their company grow and evolve the

andscape that they can provide to their player base.

Expanding in some key ways will help them become more attractive to potential new
customers. Adding leaderboards, incorporating seasonal challenges, and live streaming user-

generated content are all ways that they could accomplish this.
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