Building the Content that Drives the
Counter-Strike: Global Offensive Economy

Bronwen Grimes, Technical Artist

This talk is about how we generated a lot of content with a very small team in order td Kick NIi 2 dzNJ SO2 y
also be discussing the things our customers value about the economy content, and how that information is helping
continue to make good decisions going forward.
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GLOBAL OFFENSIVE

CDUNTERKSTRIKE
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CounterStrikeis an online multiplayer game.
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last 14 years.

CounterStrike: Global Offensive thelastest greatest version. Like we do with our other products, we use Steam to
updateCS:GQ@egularly as we strive to create the best experience for our customers.



Long-Term Goals for CS:GO

Improve longevity of the game

Provide fun and value to our customers
Let our customers create value for each other

In a multiplayer game, a big part of a good experience is provided by other players. Our customers generate a huge
amount of value for each other just by participating in the game, so we want to encourage them to keep doing that.
And we want to do it for years to come.

We encourage our customers to play by, of course, providing them fun and value.
More importantly, we encourage them by making it easy to provide fun and value to each other.
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is to add an economy to the game.



Measuring the Success of the Economy

Increased player numbers
Increased player retention
Increased individual play time
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come back for more.



Item Distribution Methods

ltem Drops
Crate/chest drops
Store

Trading
Marketplace
Crafting

?

SinceTeam Fortress @ndDota?2 both have thriving economies, we were able to crib a lot of ideas from them. They
both use multiple channels for distributing items to players.

That gives customers lots of options for getting items. Having lots of ways for customers to interact with the econom
means a broader participation, which is good because economies are essentially multiplayer games: the more peop
playing, the more fun it is.

In bothTeam Fortress @&ndDota?2, not every item is available through every channel. This is perfect when the goal is
to provide lots of different ways to interact with the economy and e customers want to consume content. But
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MUNITY MARKET
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distributing items Customers can list their items on the marketplace to be sold for Steam wallet funds. The
transactions are in real currency amounts and are set byister. Identical items can be listed for different
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the keys used to open our crate drops.

In this proposed marketentered economy, the supply of items comes froag&me drops only, and is driven by our
customers. The more people we have playing, the larger the supply of item drops. Demand is also driven by our
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downward price pressure of the free market ensures a fair price gets found.

This sounds like a great way to ask our customers what they value.



“Urban Assault” M4A4 by Bat_Ras’
http://csgo.gamebanana.com/skifs/129639

So what kinds of items did we decide to create?

We could create weapon skins,



“Drug Cartel” Sk!p”g“;: y Saf
http://csgo.gamebanana.com/skins/42
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AKS-74U | Millenia 2012

s | 2048 diffuse/specular/exponent/normal

AKS-74U by Millenia
http://csgo.gamebanana.com/skins/120092
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Stock M4A4 to SOPMOD M4 by Asteroidrules
http://csgo.gamebanana.com/skins/125515

Or even cosmetic mesh changes to existing weapons. All of those things havebégedby CS playgrs inAthe past
¢ in fact, all the examples wehowed just now are community mods frayjamebanan® { 2 G KSNB Qa Of S
for lots of types of customization.
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like to let community membergemsand earnreal moneyfrom their ingame sales.

We also needed a lot of variety in order to figure out what our customers value.
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there are lots of items to compare and lots of ways to compare them.
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multiple axes, because different customers might care about different aspects of the same item.
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