
This talk is about how we generated a lot of content with a very small team in order to kick-ǎǘŀǊǘ ƻǳǊ ŜŎƻƴƻƳȅΦ  ²ŜΩƭƭ 
also be discussing the things our customers value about the economy content, and how that information is helping us 
continue to make good decisions going forward. 

 

¢Ƙƛǎ ǘŀƭƪ ǿƻƴΩǘ ǎǇŜƴŘ ŀ ƭƻǘ ƻŦ ǘƛƳŜ ƻƴ ǘƘŜ advantages of adding an economy to your game. We are going to assume 
ǘƘŜ ǊŜŀǎƻƴ ȅƻǳΩǊŜ reading this is because you already know something about that. If, on the other hand, that is 
ǎƻƳŜǘƘƛƴƎ ȅƻǳΩŘ ƭƛƪŜ ǘƻ ƭŜŀǊƴ ƳƻǊŜ ŀōƻǳǘΣ ǿŜ ǊŜŎŜƴǘƭȅ ƎŀǾŜ ŀ ǎŜǊƛŜǎ ƻŦ ǘŀƭƪǎ ƻƴ ŜŎƻƴƻƳƛŜǎ ŀǘ ǘƘŜ {ǘŜŀƳ 5ŜǾŜƭƻǇŜǊ 
5ŀȅǎΦ  ¢ƘŜȅΩǊŜ ŦǊŜŜƭȅ ŀǾŀƛƭŀōƭŜ ƻƴ ¸ƻǳ¢ǳōŜΦ  Wǳǎǘ ƘŜŀŘ ƻǾŜǊ ǘƻ ǎǘŜŀƳŘŜǾŘŀȅǎΦŎƻƳ ŦƻǊ ǎƻƳŜ ƭƛƴƪǎ. 
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Counter-Strike is an online multiplayer game.   

 

LǘΩǎ ŀ ǘŜŀƳ-ōŀǎŜŘ ŦƛǊǎǘ ǇŜǊǎƻƴ ǎƘƻƻǘŜǊ ǿƛǘƘ ŀ ǾŀǊƛŜǘȅ ƻŦ ƎŀƳŜ ƳƻŘŜǎΣ ŀƴŘ ƛǘΩǎ ƘŀŘ ǎŜǾŜǊŀƭ ŘƛŦŦŜǊŜƴǘ ǾŜǊǎƛƻƴǎ ƻǾŜǊ ǘƘŜ 
last 14 years.   

 

Counter-Strike: Global Offensive is the lastest, greatest version. Like we do with our other products, we use Steam to 
update CS:GO regularly as we strive to create the best experience for our customers. 
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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. 

 

In Valve products like Dota 2 and Team Fortress 2Σ ǿŜΩǾŜ ŦƻǳƴŘ ǘƘŀǘ ŀ ƎǊŜŀǘ ǿŀȅ ǘƻ ƘŜƭǇ ƳŜŜǘ ŀƭƭ ǘƘŜǎŜ Ǝƻŀƭǎ ŀǘ ƻƴŎŜ 
is to add an economy to the game. 
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²Ŝ Ŏŀƴ ƳŜŀǎǳǊŜ ǘƘŜ ǎǳŎŎŜǎǎ ƻŦ ƻǳǊ ŜŎƻƴƻƳȅ ōȅ ŎƘŜŎƪƛƴƎ ƻƴ Ƨǳǎǘ ŀ ŦŜǿ ōǊƻŀŘ ƳŜǘǊƛŎǎΣ ŀƴŘ ǘƘŜȅΩǊŜ ƳŀȅōŜ ƴƻǘ ǘƘŜ 
ƻƴŜǎ ȅƻǳΩŘ ǘƘƛƴƪΦ  !ŦǘŜǊ ŀƭƭΣ ŀŘŘƛƴƎ ǘƘŜ ŜŎƻƴƻƳȅ ƛǎƴΩǘ ŀƴ ŜƴŘ ƛƴ ŀƴŘ ƻŦ ƛǘǎŜƭŦΦ  ²ŜΩǊŜ ŀŘŘƛƴƎ ǘƘŜ ŜŎƻƴƻƳȅ ƛƴ ǎŜǊǾƛŎŜ ƻŦ 
ƻǳǊ ƎƻŀƭǎΦ {ƻ ǿŜΩƭƭ ƭƻƻƪ ŀǘ ǇƭŀȅŜǊ ƴǳƳōŜǊǎΣ ǇƭŀȅŜǊ ǊŜǘŜƴǘƛƻƴΣ ŀƴŘ Ǉƭŀȅ ǘƛƳŜΦ  LŦ ƻǳǊ ŎǳǎǘƻƳŜǊǎ ŀǊŜ ƘŀǾƛƴƎ ŦǳƴΣ ǘƘŜȅΩƭƭ 
come back for more. 
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Since Team Fortress 2 and Dota 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 economy 
means a broader participation, which is good because economies are essentially multiplayer games: the more people 
playing, the more fun it is. 

 

In both Team Fortress 2 and Dota 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 see how customers want to consume content.  But 
ƛǘΩǎ ŘƛŦŦƛŎǳƭǘ ǘƻ ŘƛǊŜŎǘƭȅ ŎƻƳǇŀǊŜ ǘƘŜ ǾŀƭǳŜ ƻŦ ƛǘŜƳǎ ƛƴ ŘƛŦŦŜǊŜƴǘ ŎŀǘŜƎƻǊƛŜǎΦ 

 

At this point in CS:GOΩǎ ŜŎƻƴƻƳȅ ŘŜǎƛƎƴΣ ŦƛƎǳǊƛƴƎ ƻǳǘ ǘƘŜ ǾŀƭǳŜ ƻŦ ƛƴŘƛǾƛŘǳŀƭ ƛǘŜƳǎ ǿŀǎ ǊŜŀƭƭȅ ƛƳǇƻǊǘŀƴǘΣ ōŜŎŀǳǎŜ ǿŜ 
ǎǘƛƭƭ ǿŜǊŜƴΩǘ ǎǳǊŜ what our customers wanted. 
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[ŜǘΩǎ ŦƻŎǳǎ ƻƴ ǘƘŜ ƳŀǊƪŜǘǇƭŀŎŜΦ ¢Ƙƛǎ ƛǎ ǘƘŜ {ǘŜŀƳ /ƻƳƳǳƴƛǘȅ aŀǊƪŜǘΣ Ƨǳǎǘ ƻƴŜ ƻŦ ǘƘŜ ŎƘŀƴƴŜƭǎ ǿŜ have available for 
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 by the lister.  Identical items can be listed for different 
ŀƳƻǳƴǘǎΣ ǎƻ ǘƘŜǊŜΩǎ ŀ Ŏƻƴǎǘŀƴǘ ŘƻǿƴǿŀǊŘ ǇǊƛŎŜ ǇǊŜǎǎǳǊŜ ǳƴǘƛƭ ǎǳǇǇƭȅ ŀƴŘ ŘŜƳŀƴŘ ŀǘ ŀ ƎƛǾŜƴ ǇǊƛŎŜ Ǉƻƛƴǘ ŜǉǳŀƭƛȊŜΦ 

 

!ǎ ŀ ŎƻƳǇŀƴȅΣ ǿŜ ƘŀŘ ŀ ǳƴƛǉǳŜ ƻǇǇƻǊǘǳƴƛǘȅΦ  ¢Ƙƛǎ ǿŀǎ ǘƘŜ ŦƛǊǎǘ ǘƛƳŜ ǿŜΩŘ ƭŀǳƴŎƘŜŘ ŀƴ ŜŎƻƴƻƳȅ ǎƛƴŎŜ ǘƘŜ ƳŀǊƪŜǘ 
went live.  We decided that CS:GO would become our first game in which every item can be placed on the 
marketplace ς ŀƴŘ ƛƴŘƛǾƛŘǳŀƭ ƛǘŜƳǎ ŎŀƴΩǘ ōŜ ōƻǳƎƘǘ ŀƴȅ ƻǘƘŜǊ ǿŀȅΦ ¢ƘŜ ƻƴƭȅ ǘƘƛƴƎ ǿŜ ǇƭŀƴƴŜŘ ǘƻ ǎŜƭƭ ŘƛǊŜŎǘƭȅ ǿŜǊŜ 
the keys used to open our crate drops. 

 

In this proposed market-centered economy, the supply of items comes from in-game 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 
ŎǳǎǘƻƳŜǊǎΦ  ¢ƘŜȅΩƭƭ ƻƴƭȅ ǇǳǊŎƘŀǎŜ ƛǘŜƳǎ ǘƘŜȅ ŦŜŜƭ ŀǊŜ ōŜƛƴƎ ǎƻƭŘ ŦƻǊ ŀ ŦŀƛǊ ǇǊƛŎŜΣ ŀƴŘ ǿƛǘƘ ŜƴƻǳƎƘ ƭƛǎǘƛƴƎǎΣ ǘƘŜ 
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. 
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So what kinds of items did we decide to create? 

 

We could create weapon skins, 
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/ƘŀǊŀŎǘŜǊ ŎǳǎǘƻƳƛȊŀǘƛƻƴΧ 
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bŜǿ ǿŜŀǇƻƴǎΧ 
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Or even cosmetic mesh changes to existing weapons. All of those things have been modded by CS players in the past 
ς in fact, all the examples we showed just now are community mods from gamebananaΦ {ƻ ǘƘŜǊŜΩǎ ŎƭŜŀǊƭȅ ŀ ŘŜƳŀƴŘ 
for lots of types of customization. 
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²ŜΩŘ ŀƭǊŜŀŘȅ ŘŜŎƛŘŜŘ ǘƘŀǘΣ ǿƘŀǘŜǾŜǊ ǿŜ ǎƘƛǇǇŜŘΣ ǿŜ ƴŜŜŘŜŘ ǘƻ ŎǊŜŀǘŜ ŀ ƭƻǘ ƻŦ ƛǘŜƳǎΦ  {ƻ ƛǘΩǎ ƛƳǇƻǊǘŀƴǘ ǘƘŀǘ ǿŜ ƳŀƪŜ 
ƛǘ ŀǎ Ŝŀǎȅ ŀǎ ǇƻǎǎƛōƭŜ ǘƻ Řƻ ǎƻΦ  !ƴŘ ƛƴ ƪŜŜǇƛƴƎ ǿƛǘƘ ƻǳǊ Ǝƻŀƭ ƻŦ ƘŜƭǇƛƴƎ ǇƭŀȅŜǊǎ ƎŜƴŜǊŀǘŜ ǾŀƭǳŜ ŦƻǊ ŜŀŎƘ ƻǘƘŜǊΣ ǿŜΩŘ 
like to let community members items and earn real money from their in-game sales. 

 

We also needed a lot of variety in order to figure out what our customers value. 

 

²Ŝ ŀƭǊŜŀŘȅ ƪƴƻǿ ǘƘŀǘ ŜŎƻƴƻƳƛŜǎ ŀǊŜ ƳƻǊŜ Ŧǳƴ ǿƘŜƴ ǘƘŜǊŜ ŀǊŜ ƭƻǘǎ ƻŦ ǇŀǊǘƛŎƛǇŀƴǘǎΦ  ¢ƘŜȅΩǊŜ ŀƭǎƻ ƳƻǊŜ Ŧǳƴ ǿƘŜƴ 
there are lots of items to compare and lots of ways to compare them. 

 

{ƻ ǿŜ ŘƛŘƴΩǘ Ƨǳǎǘ ǿŀƴǘ ǘƻ ŎǊŜŀǘŜ ƛǘŜƳǎ ǿƛǘƘ ŘƛŦŦŜǊŜƴǘ ǾŀƭǳŜǎΣ ǿŜ ŀƭǎƻ ǿŀƴǘŜŘ ǘƻ ŎǊŜŀǘŜ ƛǘŜƳǎ ǘƘŀǘ ƘŀǾŜ ǾŀƭǳŜ ƛƴ 
multiple axes, because different customers might care about different aspects of the same item. 

 

²ŜΩƭƭ ǿŀƴǘ ǘƻ ƪŜŜǇ ǘƘŜǎŜ Ǝƻŀƭǎ ƛƴ ƳƛƴŘ ŀǎ ǿŜ ŎƘƻƻǎŜ ǿƘƛŎƘ ƻŦ ƻǳǊ ŦƻǳǊ ƻǇǘƛƻƴǎ ƛǎ ǘƘŜ ōŜǎǘ ǇƭŀŎŜ ǘƻ ǎǘŀǊǘΦ 
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