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WHO IS PIKPOK?

420m+ self published mobile downloads

New platform launch titles on Apple Watch, Apple TV, Apple 
Arcade, Samsung Gear VR, Oculus Rift, and Snap Games

12 Apple Editors Choice Awards plus BAFTA nomination

Developer and publisher of videogames across mobile, 
tablet, desktop, console, VR, and wearables

Distribute to over 200 territories in up to 25 languages



170 highly experienced and talented staff based in Wellington, New Zealand



END TO END PUBLISHING SOLUTION

Intellectual Property Development Distribution Promotion Monetization

Portfolio cross promotion

Paid user acquisition

Platform featuring

Event/seasonal content

Community leverage

Dynamic Advertising

Rewarded Video

Premium Pricing/IAP

Subscriptions

Merchandising

Mobile

Tablet

Desktop

Console

Internal dev capability

Third party developers

Outsource production support

Internal ideation

Brands/Licenses

Third party content

10s of millions of 
unique monthly actives

100s of millions of 
monthly ad impressions

Integrated Social and 
Cross Promotion Platform

Localize into up to 
25 languages



















pikpok path to global lockdown

• Jan and Feb 2020 at “better than expected” levels of revenue

• kept a close eye on evolving COVID situation, and stayed ahead of gov. guidance

• messaging to all staff to manage expectations with detailed forecast of impacts

• 3 weeks prior to lockdown – trialed small team of 6 working remotely

• 2 weeks prior to lockdown – extended trial to 20 people

• 1 week prior to lockdown – extended work from home to 50 people

• On lockdown week – cycled remaining 100 people to WFH in 3 days



what were the work from home logistics?

• expanded studio server bandwidth for more VPN access

• moved most workstations out to homes, provided cameras/headsets/chairs etc

• evaluated that all homes met temporary government requirements

• increased transparency, guidance, and support to manage expectations and anxiety

• subsidized increased power costs for staff 





pikpok and global lockdown?

• multiple local and overseas industry events cancelled outright

• some new foreign hires stuck overseas

• 30% increase in revenue for 3 months, from April to June

• more players

• individual players playing more often and for longer

• estimated drop in productivity/velocity to ~80% but could still do almost all tasks

• so many (slow) formal videoconference calls meant less time for actual work

• ad hoc questions didn’t happen as much, info and guidance slow to propagate 

• recruited 8 new staff

• needed to manage sense of isolation and anxiety for some staff





pikpok post lockdown?

• threat of being locked out of China App Store, but no change yet   

• no international business/conference travel expected this year

• foreign hires stuck overseas, and border lockdown poses recruitment challenges

• foreign outsourcing partners slower in some cases as they remain under restrictions

• revenues and activity has returned to pre-COVID “better than expected” levels

• permanent improvements to office hygiene standards and guidance

• continued expansion, with team now at 170 and continuing to grow

• new work from home policy being trialed

• staff have yearly allowance, apply like annual leave, laptop pool to support

• almost all large meetings and studio addresses now livestreamed



challenges to a more flexible WFH policy

• highly varied roles with different needs makes forming blanket “fair” policy tough 

• very collaborative work, that relies on casual ad hoc discussion

• workstations and software high spec, so expensive to replicate for home

• not all staff have home environment suitable for OSH or confidentiality reasons

• some work relies on access to and transfer of very large files

• some proprietary hardware storage and service access must happen at office 

• IP and data security requirements and concerns

• onboarding new staff and building rapport in new teams more challenging





other market trends to consider

• Loot box regulation being investigated in multiple markets, new policy tabled

• New regulatory efforts in data privacy, especially around children, in multiple markets

• Chinese game content regulation, market continues to evolve

• Increased sensitivity of platform holders to violence and adult content

• Shift towards “all you can eat” Netflix style game content platforms

• Shift to next generation of consoles

• Resurgence of streaming platforms

• Shift over next decade from smartphone to AR/MR platforms

• Large, ongoing growth in game audience in markets like China, India, SE Asia, and LATAM



some predictions

• game industry will lead evolution of remote collaborative tools and processes

• rapidly changing business models/platforms will create turmoil and drive companies 
to mitigate risk through consolidation and diversification

• mixed reality platforms/games will become next gold rush opportunity



more reading



more on NZ games industry



QUESTIONS?

Mario Wynands
Chief Executive Officer

PikPok

mario@pikpok.com
Twitter/Skype/Instagram: mariowynands


