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Ahmet Serdar iBRAHIMCIOGLU
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Tuba Oztepe, Ali Senlikgi, Emre Yusuf Polat, Selin Uzuner Gunes,
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This workshop was held online, with no
participants meeting in person

Ulasg Karademir - Unity Technologies

isa Dogmus - Netco Production Animation

Arzu Kupsar - Argemon Project & Consultancy-Instructor
Servet Yazici - Bursa Informatics & Governance Association
ibrahim Ergiil - METU Technopark- ATOM

seyhmus Olker - Aggrandize

Alen Tasg¢loglu - Getronagan High School - IT Speacialist
Busra Bektas - Trifles Games

Anil Kiral - Coconut Game

Kibra Gindogan - Crescive Games

ibrahim Cogkuner - Dugyeri

Ozan Can Sigman - Adjust

Kaan Kirkoyun - Uretken Akademi

Emre Gelik - Crescive Games

Enes Tayfur - TDizayn

Serdar Bastug - Researcher

Veysi igler - Academic Member at Hasan Kalyoncu University
Meri¢ Erylrek - The Head of Vardiya Agency

Ahmet Celalettin Toprakli - Game Developer at Wabi Yazilim
Baran Mentes - Zindhu Operations Management Partner and
Marketing Director

Temel Kircl - Founder of Kariyer Games

Zeynep Adiman - E-Commerce and Marketing student at
istanbul Kaltir University

Mehmet Kaya - METT Media Founder

Nalan Obuz - Teacher

Gizem Coskuner - Dijitalmedya- GSB
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Serta¢ Ozan Yedekgi - Wabi Yazilim Kurucusu

inci Bayramoglu - Funika Games - Business Development
Sinan Akkol - Fiber Games

Sileyman Dagh - MEB

Yasin Nuri Gakir - 17 Eyll University

Mehmet Kerem Ceylan - Borh Games

Talha Karatas - Digiage Director

Ercan Altug Yilmaz - GAMEFED

Ridvan Durgut - Kumbara Information Technologies
Sunal Orhon - Banba Games

Tansu Kendirli - OYUNDER

Vahit Fatih Klgukiba - Turk Telekom

Atakan Cankorur - Arvis Games

Can Kasike¢l - Longhorn Games

Okan Ozbay - Digital Media Production

Osman Cihan Ates - Emc Test ve Kontrol Hizmetleri A.$
Serhat Ko¢ - Ko¢ & Kog Law Office

Ahmet Cetinli - Tiplay Studio

Volkan Ozen - Cratoonz Game Software and Marketing
Murat Dogan - Kolektif Kariyer Merkezi

Adnan Sondas - Student at Kocaeli University

Aras Aydogan - Student at Kocaeli University

Nihal Coskun - Yeditepe University

Arif Akga - Double Negative

Sercan Muhlaci - UNOG

Burak Tokgéz - Bilge Adam

Birce Yilmaz Karasu - Noho Games

Emre Celik - Crescive Games Oyun Yazihm ve Pazarlama A.$
Semih Gagatay - Turkish Radio and Television Association
Abdullah Taha Misliimanoglu - Freelance Digital Marketer
Zehra Busra Tozkoparan - Dijital Medya

Sabrina Glnay - Ministry of Family and Social Policies
Devrim Hatirnaz - Hatirnaz Yazilim

Yusuf Bilal Ugur - Kollektif Kariyer Merkezi

Gliven GCatak - Academic at Bahgesehir University
Can Oral - Culltic Games

Cetin Solhan - Happy Crab

Seyfettin Deveci - Happy Crab

Cankat Tigin Oztemiz - Gamegine

Zeynep Acikbas Kili¢ -Vacuum Games

Burak Yilmaz - WePlay Ventures

Volkan Seving - Panteon

Anil Gilileroglu - Bilge Adam

Tarker Karahan - Udo Games

Sule Tuirkmen - Bogdazici Ventures

Furkan Emre Gengel - Customer Sales Representative
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ABOUT
E-WORKSHORP...

With the rapid advancement of digital technologies, the
Turkish Game Industry is gaining great pace. Every day,
investors and entrepreneurs working in the field attempt
to enhance our share of worldwide markets by becoming
stronger.

In order to provide the required support to this effort with
all stakeholders, we hosted a complete e-Workshop with
members of the Digital Game business in three different
sessions, focusing on three major points: Human Resour-
ces, Investment Processes, and Commercialization and
Marketing.

We hope that the Workshop's results will guide and sup-
port the industry, with the goal of creating the necessary
catalyst effect in the industry by increasing our talented
and competent human resources, providing the necessary
support for the commercialization of investments and ga-
mes, and establishing a strong marketing network.

Ahmet Serdar iBRAHIMCIOGLU
General Manager
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Introduction

Aim and Scope

The Digital Game sector
has had an exceptional rise
in 2020 with the pandemic
encompassing the who-
le world, and this tenden-
cy continues to increase
in 2021. As people spend
more time at home due to
the pandemic, they have
more time to play games,
and the number of instant
users has broken all-time
highs on numerous ga-
ming platforms.

After the American Zynga
purchased Peak Games
and Rollic Games for 1.8 bil-
lion and 168 million dollars,
respectively, and Peak Ga-
mes became Turkiye’s first
“unicorn,” investments in
the business expanded fast
in the first three quarters of
2020. According to the Tur-
kish Game Industry Report,
start-ups received a to-
tal investment of 19 million
dollars in the first quarter
of 2020, which increased
to 45.8 million dollars in the
third quarter; the volume of
share sales transactions in
the gaming sector has re-
ached 2 billion dollars, and
the gaming sector has be-
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come the one that receives
the most investment.

According to the
Turkish Game
Industry Report,
start-ups received
a total investment
of 19 million dollars
in the first quarter
of 2020, which
increased to 45.8
million dollars in the
third quarter

Given that Turkiye has a
population of over 83.4 mil-
lion people, more than 36
million mobile players, and
approximately $880 million
in player income, it is expe-
cted that the Turkish mar-
ket and per capita gaming
expenditures will continue
to rise quickly over the next
five years. Provided that the
number of mobile gamers
in the globe was 2.7 billion
in 2020 and is predicted
to reach 3 billion in 2023,

20227

2020 202

Slatista

the Turkish gaming sector
should be given the requ-
ired support.

Within this framework, Bili-
sim Vadisi has carried out
the first well-attended Di-
gital Game E-Workshop in
order to solve the problems
encountered in the sector
and to clearly set forth the
actions that need to be ta-
ken at the state level, the
private sector level, and
university level.

Method

Because of the pandemic,
the session was held as
an online e-workshop. The
workshop was created by
Yildiz Technical University
FEAS Dean Prof. Dr. Halit
Keskin, who was the ses-
sion’'s moderator, after the
opening statement of Bili-
sim Vadisi General Mana-
ger Ahmet Serdar ibrahim-
cioglu. Dr. In three separate
sessions done in three se-
parate sessions,

80 people evaluated the
issues at eight tables.

Globally, the video game
business is expected to be
worth $200 billion by 2023.
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SESSIONS

FIRST SESSION (Human Resources)

«Oyun sektérinde yetigtirilen insan kaynagi ile sektérin ihtiyact 6rtigtyor mu? Sudreci
iyilegtirmek icin neler yapilmasini énerirsiniz? (Egitim—Sektér iligkisi)

« Devletin oyun sektéru ile ilgili politikalari incelendiginde insan kaynagi yetistirme, projelerde
calisan personelin vergiler agisindan desteklenmesi gibi konulardaki desteklerini yeterl
goruyor musunuz? Onerileriniz nelerdir?

SECOND SESSION

(Investment Procedures and Commercialization)

‘What challenges do gaming companies confront during the installation phase, and what are
their requirements in this context?

‘What challenges do gaming companies (casual/mid-core) confront in the production
process, and what needs do they have? How can a stable economic cycle be established?
(For example, various methods of “securing” hyper-casual studios by Broadcasters)

.Is the government’s tax support for gaming companies sufficient? What are the expectations
for the taxing process?

THIRD SESSION (Marketing)

‘What is the process of segmentation in the digital gaming market? According to these
sectors, how should product development and diversification be carried out?

‘Who are the actors (stakeholders) in the digital gaming industry’s value chain? How should
stakeholders strike a balance amongst themselves? (Producer - Publisher - Investor)

« How could stakeholders in the industry (state, private and public businesses, universities,
and so on) developing digital games contribute to long-term economic development and
productivity? « What should DIGIAGE's responsibilities be in this context?

BiLiSiM VADISI



THE FIRST SESSION

(Human Resource)

Do the human resources
trained in the gaming busi-
ness meet the needs of the
industry? What steps would
you suggest to improve the
process?  (Education-In-
dustry Relationship)

*When examining the go-
vernments policies sur-
rounding the game sector,
do you believe that the tax
support of the indivi-
duals working on the pro-
jects is adequate? What
are your recommendati-
ons? Identified Issues and
Suggestions for Solutions...

Identified Issues...
(1) Human resource
competencies:

One of the most essential
parameters in the sector
is human resource. It is vi-
tal to assemble a multidis-
ciplinary team. The sector’s
needs are not fully met by
trained human resources.
Because it is a developing
industry, important steps
must be done today to
avoid issues in the future.
The widespread consensus
is that there are issues with
the graphic designer, who
creates all types of audi-
o-visual media for the ga-
ming industry. An experien-
ced game-specific trained
workforce is required in the
field of software.

Employment Structure in
the Gaming Industry

*Game Producer

*Game Developer

*Game Designer

+Quality Control/Playtester

+2D & 3D Game Artists
«Animator and Rigger
«Concept Designer
*Product Manager

«Visual Effects Specialist
*Music & Sound Effects Spe-
cialist

Marketing/Data Specialist
*PR Specialist

*Back-End Developer
*Web Developer

«Game Engine Developer

The widespread
consensus is that
there are issues with
the graphic designer,
who creates all
types of audio-
visual media for the
gaming industry.

Solution Offers

The Sectoral Need for Hu-
man Resources: The ga-
ming industry should cle-
arly define its needs and
show which industries
require educated human
resources such as softwa-
re engineers and designers.
Starting in primary school,
the state (MoNE) should
encourage a curriculum
that reveals children’s ima-
gination and creativity th-
rough coding, design, and
animation courses.

WHICH ACTION
SHOULD THE GAMING
SECTOR TAKE?

«Companies  generating
games in the private se-
ctor, as well as industry
stakeholders, should parti-

Cipate in human resource
training programs.

*The needs of the priva-
te sector should be clearly
identified, and it should be
indicated in which discipli-
nes such as educated hu-
man resources, such as
developers and designers,
are required. Following this
needs analysis, the human
resources strategy should
be developed.

WHICH ACTION
SHOULD THE
GOVERNMENT TAKE?
*Boost the number of
social responsibility
initiatives  to  increase
interest, particularly those
supported by the Turkish
Employment Agency, and
increase the number of
programs recognized by
the Turkish Employment
Agency to contribute to
the training of qualified
employees in the gaming
sector.

A rise in the number
of institutions and
organizations  that  will

function as mentors and
operate in the gaming
sector is required. Itis vital to
improve the quality of both
education and educational
institutions, as well as to
sustain these institutions.
Success tales  usually
end with the efforts of the
companies themselves. To
boost success, the state
should provide various tools
to the gaming business.

WHICH ACTION
SHOULD THE
GOVERNMENT TAKE?

In order to train human
resources for the game in-
dustry, the Ministry of Natio
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nal Education or institutions supported by
the MoNE should feed children’s creative
aspects during the pre-university educa-
tion process.

*Specific training programs should be
devised in order to identify children with
promise, take them from amateur to pro-
fessional status in the future, and bring
them into the industry.

+Starting in primary school, conscious-
ness should be established with the help
of teachers, and the state (MoNE) should
support the curriculum that will show
children’s imagination and creativity, th-
rough coding, design, and animation tra-
ining.

*Vocational High Schools and Vocati-
onal Colleges should be included in the
process. Furthermore, game workshops
should be established to enhance formal
education.

WHICH ACTION SHOULD THE
UNIVERSITIES TAKE?
*The government, private sector, and

The game industry should
clearly define its needs and
explain the areas it needs
human resources such as
software engineers and
designers.

UNIVERSITIES

(

GAMING
SECTOR

The Sectoral
need for Human
Resources

universities should collaborate to develop
the most realistic education curriculum
for the game.

Because the gaming industry encom-
passes a wide range of subjects, Since
the gaming sector contains many dis-
ciplines within itself, it is mandatory that
all relevant majors participate.

«In TUrkiye, the number of Design Depart-
ments of Architecture Faculties, Fine Arts
Graphic Design, and a small number of
‘Digital Game Design” majors, as well as
all game-related majors at various uni-
versities at the undergraduate and gra-
duate levels, must be increased.

Because the Gaming Industry
encompasses so many
various fields, it is critical
that all relevant majors
participate.

Starting in primary school, the state

through coding, design, and animation
courses.

_J

GOVERNMENT

Universities should develop appropriate
curricula, and digital gaming departments
for the bachelor’s and
Associate degree levels should be
expanded.
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(MoNE) should promote curricula that will
stimulate children’s curiosity and creativity



Game Industry-Private Universities-
State Universities

Theoretical education in schools (with
cooperative and similar collaborations)
should be linked with practice (long-
term internships) in private sector en-
terprises to develop abilities into com-
petence.

*It is required to generate Turkish re-
sources at a rapid and professional
level in order to prevent problems en-
countered during training owing to a
lack of Turkish resources and students’/
sector staff's poor English competence.

The determination
of the high-quality

education needs of
sector employees

In order to develop games in Turkiye,
there is a need to strengthen the whole
picture of imagination and creativity. As
a result, methodological investigations
targeted at improving awareness, ima-
gination, and creativity are required. The
importance of convergence between
gamification and the game, simulations,
and educational playgrounds should
be incorporated, and understanding of
desktop game development at the uni-
versity level should be promoted.

Identified Issues...

ESTABLISHING
A SHARED

CURRICULUM

It should be ensured in schools that the

staff's low English levels are addressed.
One of the most basic requirements for
the sector is to increase the number of

personnel who speak English. It is criti-

cal to establish English medium depart-

ments in order to keep up with quickly

evolving technologies, sector dynamics,
and foreign platforms.

*Furthermore, project implementation,

collaboration with universities, colleges,
and vocational institutions, and the es-
tablishment of Game Centers are high

priorities.

Opening necessary
departments and
strengthening existing
departments

(2)Supports:

Another significant component in the
sector is the support. The game industry
requires both private and public incen-
tives and support mechanisms to move
from the formation of game teams to
incorporation and then institutionaliza-
tion-growth strategies and worldwide
operations.

Support Provided to the Game Sector
For a long time, the Ministry of Industry
and Technology has provided support to
the game development industry.

N VA BiLiSiM VADIS



Supports Provided to the
Game Sector

https :// ti caret. gov. tr/
hizmet-ticareti/doviz- ka-
zandirici-hizmet-ticareti/
destek-mevzuati- icerik/
genel- destek-mevzuati/
uue-genelgesi- dys/bilgisa-
yar-oyunu-mobil-uygulama-
gelistirme-destegi

https://kolaydestek.gov.tr/
Destekler/25/89

It has been stated that gov-
ernment assistance is con-
fined to Technoparks but
providing the ability to work
independently of the place
in both the pandemic and
game development business
will have a very positive in-
fluence on the employment
of young and creative brains
throughout Turkiye. It has

12 BiLi$SiM VADISI

been argued that the fact
that corporate employees
must cover a specific shift in
order to enjoy tax benefits
only requires human resourc-
es in the same city, and that
the scope and form of the
incentive must be changed
in this regard. Furthermore,
it was highlighted that inter-
national payment networks
for freelancers should be en-
abled.

It was stated that units such
as private directorates es-
tablished by the government
to support the Cinema and
Film Industries, as well as the
Digital Game Industry, would
be advantageous.

Given the tax advantages
of dealing with international
publishers, it was suggest-
ed that the rights afforded
to overseas publishers and
staff should also be granted
to domestic publishers. It has

been reported that support
for machinery and equip-
ment is insufficient, and that
problems and incompatibili-
ties may develop during the
procurement of digital as-
sets, as well as taxation and
invoicing of digital items.

Some participants thought it
was crucial that the govern-
ment-supported Centers like
Bilisim Vadisi Digiage rather
than direct funding to game
developers, and that estab-
lishing a game incubator in
each province would boost
the effectiveness of incen-
tives. However, the need
of developing models that
help young entrepreneurs
and small investors, as well
as supporting and involving
young energy in the process,
was underlined in order not
to overlook the contribution
that young energy would



make to the industry. If
small game companies wish
to expand and build a finan-
cial cycle, they should be
able to distribute subsidies
from the start of the firm
and it was stated that these
studios should be deemed
pre-incubation center en-
trepreneurs (without R&D
and design centers) and
should be eligible for tax
incentives. Game creators
do not require a physical
facility due to the nature of
their business. It has been
underlined that providing
tax benefits (income tax,
machinery/equipment, and
personnel supports) in ad-
dition to Technopark and
R&D centers will signifi-
cantly enhance motivation
and performance for the
sector in general.

To summarize, it was noted
that there are centralized
systems for tax exemptions
and supports that should be
delivered. It has been stat-
ed that the fact that univer-
sities and technoparks are
central may be necessary in
terms of management, but
it is difficult when logistics
problems are considered.
Companies working in the
game vertical, it has been
stated, can stay out in most
places except Technoparks,
and the process can be as-
sisted and controlled by
Development Agencies us-
ing the R&D Center Mod-
el. Furthermore, several
participants noted that it is
critical to create a separate
scope for the game and to
separate the support cat-
egory rather than include

the game industry in the
scope of R&D.

It was stated that young
game producers should be
informed about topics such
as government incentives
in terms of games. It was
noted that game entrepre-
neurs do not have to rely
solely on the public for sup-
port; angel investors and
investment funds can min-
imize the public burden of
supporting entrepreneurs,
and the Angel Investor Law
can be expanded in the
gaming vertical.

It is recommended that in-
frastructure, such as the
Game Developer Support
Center, be established. It
was said that by assisting
the public and game com-
panies in their attempts to
gamify, research to tackle
societal problems may be
conducted.

It was noted that institu-
tions that will support the

game industry (such as
KOSGEB and TUBITAK)
should likewise be fully

aware of the game industry.
It has been argued that the
establishment of a center
where all game industry as-

sistance is offered together
is a viable option.

Furthermore, it is stated
that;

-The state should subsidize
the purchase of mandatory
software for licenses, and
institutions should license
Unity and Unreal programs,
-Tax breaks should be made
available for the taxes on
products utilized in the
game industry (such as the
purchase of test instru-
ments),

-In product trial process-
es, infrastructure sup-
port (such as the provision
of test centers, test kits,
and so on) should be given,
-The number of people who
are familiar with the game
industry and are experts
in national support should
grow, and the industry
should be aware of this,
-Evets such as large-scale
(in terms of participation
and cost) fairs with partici-
pation from sector special-
ists (networking) should be
organized.

gl

‘ o
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THE SECOND SESSION
(Investment Processes and
Commercialization),

What challenges do gaming
companies confront during
the installation phase, and
what are their requirements in
this context?

‘What challenges do gaming
companies (casual/midcore)
confront in the production
process, and what needs do
they have? How can a stable
economic cycle be establis-
hed? (For example, various
methods of “securing” Hy-
per-casual studios by Broad-
casters)

‘When the government’s tax
breaks for gaming compa-
nies are investigated, are the-
se breaks sufficient? What
are the expectations for the
taxing process?

Tldentified Issues... During
the installation phase, game
companies confront nume-
rous challenges. How do you
start a game company? How
do you receive an
investment?
There is

14 V) BILISIM VADIS]
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an idea, but no control over
the rest...

Solution Proposals...

‘It has been said that additi-
onal Technoparks, like Biligim
Vadisi, should provide experti-
se, awareness, and mentorship
in order to reduce manage-
ment and strategy inexperien-
ce, and most crucially, a lack of
understanding.
‘Entrepreneurs must set clear
goals through “Game Direc-
tors”in order to determine em-
phasis areas, the applicability
of business ideas, and sustai-
nability. Technopark initiatives
that accelerate entrepreneurs
should be supplied to solve
game companies’ settlement/
spatial challenges...

Bilisim Vadisi and Technoparks
should build platforms to as-
sist the digital game roadmap.

According to workshop par-
ticipants, more support was
provided to hypercasual ga-
mes in Turkiye,

invest-

s’

=
this
enable

PC gaming grew. It was menti-
oned that

support should be offered
with quite diverse mechanis-
ms for young bright people
who wish to enter the sector
with equity difficulties and
who may achieve success on a
worldwide basis, emphasizing
the relevance of grants and
support during the establish-
ment phase.

Bilisim Vadisi
and Technoparks

should build

platforms to assist
the digital game
roadmap.

The need of having an inter-
mediary organization, particu-
larly in contract processes, in
order to bring game entrepre-
neurs and investors together
was emphasized.
The need for an intermedi-
ary institution that can lead
the entrepreneur in the ap-
propriate route... It has been
suggested that the state's
designation of the digital
gaming business as

a ‘“strategic” sector
will result in a large
number of successful
entrepreneurs in our
country, which has
attained a significant

global position.

It is anticipated that
condition  will

small  busi-
nesses to meet their
demands during the
establishment and
commercialization sta-



ges by establishing
more game start-

ferent  category,
they can be stre-

ups, and a strong

structure can be
developed with

state  backing
to the hardware
required during
the first setup
phase.

Challenges to
overcome...

Finding competent

human resources, wage/
salary scale volatility, and sig-
nificant personnel expenses
(tax and insurance),

- Difficulty in gaining access
to investment networks

« High customs duty rates on
imported software develop-
ment kits, as well as the reso-
lution of customs processes
concerns.

Nis Kitle

« Game engine recording as
an expense

+ Legal consulting services,
particularly for contracts with
venture capital and invest-
ment funds;

- Training on topics that ent-
repreneurs feel that they are
inadequate;

+ Furthermore, by grouping
all of these procedures for
the game sector under a dif-

Mid-core

amlined and ea-
sier.

Given that the

average age of

the sector is qu-

ite young, many

consultant  servi-

ces are required,

beginning  with

the company es-

tablishment  stage;

there is a need for ma-

nagement, legal, and financial
consultancy.

Hyper casual? mid-core?
How can a stable economic
cycle be established?

15 VA BILiSIM VADIS]



VIDEO OYUNLARI i$ MODELI

YENI DURUM

Yayinci

?__S'T' ' Yapimei

T .

Ana Akim Video Oyunu

Medyada
Reklam
Gostarimi

The question “How to create an economic
cycle in digital game studios?” is a critical
question. The answers to the questions “At
which point the product should be commo-
ditized? When should the investments be
taken?” are critical. Besides, it is also criti-
cal for investors to know how to invest in the
game. Participants stated that at this
point, Technoparks should under-

take activities in order to
raise the awareness of the
stakeholders of the gaming
sector.

*In  general,

the digital Create an economic cycle

Oyundlgerik
Yaraticisi

Ludonomics

is better suited for hyper casual studios, and
that support should be altered to better suit
casual/mid-core game developers.

It is stated that the agreements made with
publishers are important because intellec-
tual property agreements vary, and support
should be provided to entrepreneurs on
this subject. It is also stated that

publishers do not invest
in casual/mid-core prototy-

pes.

The question “How to

It has been stated
that foreign investors swift-

game industry advances  {n digital game studios?” ly reach hyper-casual stu-

through hyper-casual.

It has been stated that
hyper-casual games can be
a low-risk training process for
businesses, and it is then a good

roadmap to provide a life cycle for
businesses with the transition to production
in casual and comparable domains.

*When the similarity of games on the plat-
form increases, the only solutions used
are animation and content development.
It is stated that although engineering and
software fields are developed in Turkiye,
there are deficiencies in designs, and story
and character creation processes should be
concentrated on.

«It has been argued that the current level of
government assistance
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is a critical question.

dios in Turkiye and limit the
studios with contracts, and
those institutions such as Di-
giage can secure the studios.
It was underlined that payments
range between $2,000 and $6,000 per
prototype in hyper-casual games, and ear-
ly support can be acquired per prototype in
casual/mid-core regions. The importance
of guiding investors on this subject has been
emphasized. It can be seen that since the-
re is a fast cash flow in the gaming sector,
hyper-casual is a trending business model.
And when the companies taking investment
are evaluated, it can be seen that compa-
nies that created a culture in hyper-casual
fields are prioritized.

It has been mentioned that due to a lack
of human resources, equity, and investment,




it is required to deal with various proje-
cts in order to raise money, and this issue
does not establish a safe space in the pc/
mid-core industry. It has been suggested
that the development of a company culture
peculiar to mid-core games, as well as the
fact that it carries significant risks based on
its price, has caused game developers to
steer clear of the mid-core playground. It
was underlined that a qualified workforce,
particularly for mid-core games, should
be included in the team and that there is
a need for competency in many different
areas such as game setup, management,
and scenario.

Mid-core game development can take a
year, and not being able to earn revenue
during that period can cause major finan-
cial challenges for businesses and entrep-
reneurs. Associations or similar organiza-
tions should guide investors to mid-core
ventures. In the current situation, the foreign
publishing system is taken as an examp-
le. It is stated that investor meetings should
be supported, and Ministry of Culture and

Tourism should get involved in the gaming
ecosystem.

+Stating that when companies want to pro-
duce mid-core, they cannot find a broad-
caster on mobile and it is impossible for a
mobile game to stand out unless there is
an advertisement, it is underlined that ad-
vertising expenses rise as demand rises. To
break this cycle, it is stated that studies in
the publishing field should be conducted.
Since costs are low in hyper-casual ga-
mes, incurred costs in the event of failu-
re are also low. Therefore, it is hard for the
gaming studios to enter the fields except
hyper-casual. The increase in advertising
costs due to demand and the inability to
find publishers for games except hyper-ca-
sual makes creating games like this diffi-
cult, and the survival chances of the games
created are low. Developers who want to
create mid-core games are creating funds
for themselves by primarily developing ca-
sual games. Therefore, it is stated that for
mid-core games, a patient investor and a
highly motivated team are needed.
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THIRD SESSION (Marketing)

*What is the process of segmentation in
the digital gaming market? According to
these segments, how should product de-
velopment and diversification be done?
*Who are the actors (stakeholders) in the
digital gaming industry’'s value chain?
How should stakeholders make the balan-
ce between each other? (Developer-Pub-
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lisher-Investor)

*How should stakeholders in the industry
developing digital games (government,
public and private corporations, universi-
ties, etc.) contribute to sustainable econo-
mic development and productivity?
What are the activities that should be
carried out by DIGIAGE within this scope?




How Is Segmentation Made?

Parents around the globe are looking for
safe game platforms. When launching
a game, publishers must ensure that the
platform is safe, does not harm children,
and does not allow for fraud.

«In Turkiye, https://www.guvenlioyna.org.
tr/ platform is constituted, and Turkiye is a
member of Pan-European Game Informa-
tion (PEGI). Games should keep up with
the segmentation and awareness should
be raised aimed at this subject. Different
target audiences in different categories
might thus be reached in this manner.

«In Turkiye, the gaming sector is mobi-
le-centered. The segmentation of the ga-
mes is constituted by taking the audience
and the user data of the game into ac-
count. During the development phase, it
is critical for the gaming team to functi-
on within their own re-
sources and generate
products in the ap-
propriate market nic-

he. game team act accor-
ding to their sources

Segmentasyon;

can be classified as
hyper-casual/casual/
mid-core for mobile.
Other segments can
be mentioned for PC and console games.
«In order to eliminate production deficien-
cies in segments except for hyper-casual,
employees other than software develo-
pers need to be trained. While some ga-
mes are directly consumer-focused, some
games can be B2B. Data is the most im-
portant problem regarding marketing and
segmentation; to develop a strategy, data
is needed.

*However, due to a lack of data and local
analytical tools, solutions are established
by trial and error, making segmentation
impossible. The Turkish gaming sector has
especially succeeded in western countries
and entered the market. However, China,
Korea, India, and Asia in general do not
have commercial domination in the east.

It is important that the

and develop products in
the right segment.

It is considered that if events can be held
at the point of entry into the market, it will
affect the segmentation.

*Furthermore, when it comes to marketing
the product, game developers can choo-
se the gamification model over establis-
hed brands. Gaming companies in Tarkiye
collaborating with other animation com-
panies will be a beneficial interaction. The
significant yields of the existing examples
prove this. Collaborative works in the ani-
mation sector and the gaming sector can
provide human resources and intersecto-
ral circulation.

Stakeholders?
The Developer, Publisher, and Investor
Relationship

Stakeholders: NGOs, Communities, Acce-
lerators, Incubator Programs, Academy,
Developers, Publishers, Servi-
ce Providers Data, payment,
backend, etc.), Players, Fa-
milies, Platforms, Public (Mi-
nistry of Finance, Ministry of
Trade, Ministry of Culture),
Investors, Funds, Curators,
Subservice Servers, Testers,
Influencers, e-Sports, Telep-
hone Operators, Media (TV)

When the stakeholders are
determined as project and product ma-
nagement, marketing management, the
publishing phase, and the producer team’s
investor, it frequently creates a significant
workload in the producer team because
it is necessary to assume more than one
role, which significantly reduces efficiency.
It is still advancing through general skills
and is not regarded to have reached the
stage of specialization. Since they do not
have a grasp of the processes, investors
are making surrealistic demands and pre-
senting surrealistic conditions to the pro-
ducing team. In addition to these, e-sports
is a new player in the field and bestows
serious opportunities.
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*The developer should be
aware of the fact that the
studio is the main owner of
the game. Developers who
focus not only on deve-
lopment but also on other
parts of the game project
are more likely to become
valuable brands.

Although the chain of pub-
lisher-investor-developer is
a very complex process, in
the end, stable and benefi-
cial contacts are made. Fir-
ms that use the chains cor-
rectly in their relationships
with  publishers, investor
support plays a very essen-
tial part in their relationships
with publishers and inves-
tors, especially when ex-
panding internationally. Due
to the manufacturing costs
of big companies, Turkiye
has become a central po-
int for the gaming sector.
It is debatable whether the
value added by publishers
continues in TUrkiye, but the
contributions of developer
studios do. To keep these
values in TUrkiye, the state
regulations for the gaming
sector can be supported.
*TUBITAK and KOSGEB are
supporting the simulati-
on projects. Because ini-
tiatives generate patents
and significant outputs, the
chance for investment co-
mes when these issues are
appropriately communica-
ted to investors. Prototypes
are provided to oculus and
console companies before
to development, and games
can be produced and pub-
lished based on the reacti-
on. When it comes to distri-
buting the VR game, Oculus
offers a lot of help to the de-
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velopers, and the company
itself might invest in a lot of
initiatives. Because the in-
vestment process for game
creation differs from that
of other sectors, investors
must enter the sector with
this knowledge.

The contributions of sta-
keholders in the industry?

It is necessary to commu-
nicate accurately with sta-
keholders. Institutions such
as KOSGEB, TUBITAK, and
Bilisim Vadisi should acce-
lerate their activities related
to their fields. Examining the
game and gamification is
beneficial for all public af-
filiates. This is necessary to
get involved in the opportu-
nities in the global gaming
market and increase profit
shares.

*Despite the existing bad
impression, a promotional
policy can be developed to
reflect the various instru-
ments of the game industry.
*Making digital and game
industry literacy a qualifi-
cation for persons who will
take on responsibilities in
the public or private sec-
tors. Identifying competen-
cies and process manage-
ment by competent people.
The supporting institutions
should include people who
know the game economy,
can provide guidance, and
add value.

«Other than game produc-
tion techniques and design,
universities should teach
courses on topics such as
how to create sustainability
and the game economy.
«An open platform that uni-
versity students can attend
could be established. Ani-

mation laboratories should
be in every city. NGO's and
foundations should also
participate in these studies.

Since advertising revenu-
es are the primary income
of the games, appropriate
contracts should be made
with advertiser companies.
«Given the rapid change re-
garding game trends, when
the trend of hyper-casual
games fades, game firms
should be exposed to other
areas of the game industry
so that they may contribute
to the career development
of their developers and en-
sure the studios’ viability.
*With the developer busi-
nesses’ low risk and low-in-
come models, a model can
be formed in which the righ-
ts to the work done by reli-
able institutions such as TRT
belong to these institutions.
«For cumulative develop-

ment, open-source and
information  sharing are
important. Through that,

sustainability can be en-
sured. It is vital to perform
collaborative projects with
stakeholders.

A more common network
should be used in order to
inform the developers about
the support provided by the
government such as Yete-
nek Kapisi (Talent Gate).
*Game developers should
be considered foreign tra-
ders at the state level.

*The government should fa-
cilitate the legal processes.
The government and priva-
te sector should provide fi-
nancial support. Universities
should train human resour-
ces.



In brief, if every stakeholder can do their part, many obstacles before developers will be

removed and the developers will focus only on production.

PRIVATE SECTOR

What should the activities of DIGIAGE be?

Bilisim Vadisi, the first and biggest thematic technopark in Turkiye, is constituting
the first and biggest Digital Animation and Game Center in Tlrkiye. Bilisim Vadisi
aims to direct the gaming sector with all entrepreneurs who have opinions on the
animation industry at the Center that will be established on a field of approxima-
tely 9.000m2. It provides the right and effective environment to the entrepreneurs
for realizing their projects with classes equipped with high technology, Virtual Re-
ality Center, and Gaming Academy.

DIGIAGE and its activities
should become widely
known in the sector. Ex-
perts or competent pe-
ople in the gaming sector
should definitely conduct
this activity. It should bri-
dge the gap between job-
seekers and employers.
In order to help people,
achieve competency, tra-
inings prepared with ex-
perts in the sector should
be provided. Workshops

should be organized. Fo-
reign models such as Ta-
iwan and Korean models
should be examined, and
their workshops should be
adapted to Turkiye. A plat-
form should be created to
give exact information. A
digital information plat-
form should be constitu-
ted. A small working group
should be constituted and
lobby activities should be
conducted in order to re-

ach the source.

It is necessary to make
the awards granted as
a result of accelerati-
on programs attracti-
ve for gaming studios.
Events that will mainta-
in the Network should be
planned. The connecti-
on between non-gover-
nmental organizations
and universities should be
maintained.
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*Workflow training can be provided for new
companies. Support should be provided for
training. Entrepreneurs who are not within
the scope of Bilisim Vadisi should benefit
from training. The facilities of Bilisim Vadisi
should be available remotely.

Pilot implementation of remote work options
of Bilisim Vadisi with DIDIAGE may be pos-
sible. It can be realised with remote work
method (clocking on, fingerprints, etc.). Bi-
lisim Vadisi should conduct activities regar-
ding game developing. Within the scope of
these activities, talented entrepreneurs can
be identified and brought into the sector.
The changes in the sector are negatively af-
fecting employment. Therefore, the gaming
sector may play a role as a hoist in incre-
asing employment. DIGIAGE should act as
a bridge between the government and the
companies. The results of the different stu-
dies conducted can be reported to top go-
vernment institutions such as the Presidency
and the Ministry of Industry and Technology.
Clusters and team-oriented studies should
be carried out. Support should be provided
to the young people by mentorship, and nu-
merous events should be organized. Legal
support and project management support
should be provided as well. It should

do more to encourage the sharing of know-
how, which is the responsibility of sector sta-
keholders.

DIGIAGE may initiate an accelerator prog-
ram under a more organizational structu-
re and bring young people and companies
together. By enterprises about subjects on
education that will find common ground,
contributions can be made to the gaming
sector. These studies can be done with
well-attended organizations.

«Investments should be made on the points
where people can come together. Know-
how, mentorship, experience share, and
transfer are important. Bilisim Vadisi should
contribute to a culture formation with the vi-
sion of Silicon Valley. DIGIAGE may be a pio-
neer in creating such an ecosystem culture
in Bilisim Vadisi.

+Participating in DIGIAGE international game
fairs and developing networks might gene-
rate a good cycle for them to gain experien-
ce and participate in the existing ecosystem.
«In European countries such as Croa-
tia, events like Gamescom are being held.
Events and big organizations with brand va-
lue aimed at the global gaming market can
be held in Turkiye; DIGIAGE can lead such
events with the stakeholders in the industry.
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Bilisim Vadisi Digital Game
e-Workshop Results

The digital gaming sector is at the fo-
refront of the sectors expanding ra-
pidly with the contributions of young
people. To have a significant share in
the international markets, the need for
a qualified labor force should be sa-
tisfied.

In order to do this, children

and youngsters need to

*Regardless of place and level (before,
during, and after instollotion), game
sector-specific incentives and sup-
port should be centralized, clear, and
accessible. Good practice examp-
les from different countries should be
evaluated as incentive mechanisms.
It is critical to guarantee that pros-
pective young entrepreneurs have
access to the right investors. In-
vestors (who are unfamiliar
with the industry) should
also make certain that

receive a good educa- . ( they invest in
tion and all kinds of te- Especnally in the ch suitable entrep-
chnical and techno- deslgn field, reneurs. Both par-

logical support have
to be provided.

When Turkiye’s young
population potential is
considered, we should
know that we are in a

privileged position and

take rapid steps.

In order to create a different
‘Game Ecosystem” that can make a
difference, all stakeholders should
work together and be agile.

Talented and competent human re-
sources (who can speak English) are
needed. Especially in the field of de-
sign, human resources that have a
unique imagination and creativity are
needed.

*The number of art, design and digi-
tal game departments at universities
should grow, and education needs to
have a syllabus that can meet the ne-
eds of the sector.

«It is important for university students
to combine the theoretical training
they have received with practical tra-
ining obtained through long-term in-
ternships.

«Sector employees should receive
qualified trainings that will allow them
to follow all trends and technological
advancements.

a unique imagination and
creativity is needed.

human resources that have ties need an inter-

mediary company
that will ~ “guide to
the right direction”.
*A sectoral strategy
infrastructure that will
cause basic and risk-
free games like hyper-ca-
sual games that are dominating
the game market to transform into
complex games should be constitu-
ted.
+Platforms that will provide support for
the digital game roadmap should be
constituted by Bilisim Vadisi and Digi-
age.
+In the sector, management consulta-
tion needs for all processes should be
met.
«Legal consultancy needs for invest-
ments and investors, Intellectual pro-
perty and territorial rights and other
transactions should be met.
«Certified Public Accountant and Cus-
toms Consultancy needs should be
satisfied.
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