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:)Smilie have been developing Java games for five years now and have supplied many satisfied customers throughout the world. Games have been sold to many companies, small and large, including BT LineOne, BSkyB, Sandbox Entertainment and Bertelsmann BV.

Our development team combine ‘eons’ of experience in development with the emerging technologies of the Internet. It is an exciting environment in which to work; bringing the pleasures of computer gaming to brand new audiences and new power to marketers.

Most of the games can be seen in action at our own online game site – 

www.smiliegames.com
WHAT WE CAN DO FOR YOU

We have many different types of enquiries from people wanting our games – from private individuals wanting to impress their friends to multi-national content aggregators seeking to increase their user return frequency and user-session times. Consequently, our licensing and development structures have to reflect this diverse client range and we are mindful that we often need to be flexible in our approach.
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The cost of any game is determined by the amount of work undertaken to re-brand or customise the game plus a licensing fee. Any development costs are charged from our standard ratecard and license costs from our Licensing structure. The license fee assigned to each game depends on a number of factors including the initial development cost, game complexity, gameplay longevity, etc.
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We are often commissioned to produce games ‘from scratch’ and in this scenario we calculate a development fee, included in which is a lifetime license to publish the game and complete rights over copyright. Copyright on such developments is deemed to be held jointly and severally by both the commissioning party and :)Smilie Ventures Limited. Purchasers of all games are required to give accreditation to :)Smilie Ventures Limited when publishing the games.

To summarise, the basic levels of licensing :)Smilie games are as follows:

 Standard – licensed ‘as is’. One-off license fee.
 Co-branded – include your logo in-game and minor branding. Flat license fee.
 Re-branded –overhaul of graphics and sound to suit branding requirements. Flat license fee plus development fee negotiated.
 Adaptation – as above, with customised gameplay and/or features. Usually flat license fee plus development fee.
 Bespoke – development ‘from scratch’. Development fee.
After that, a number of ready-programmed ‘modules’ are available for integration with your games. Currently, these are;

 High Score saving – dramatically increases incentive to replay a game. Most games include ‘All-Time High Scores’ and ‘Today’s High Scores’ tables which can be saved to ‘flat’ CSV files or SQL database.
 Competition Entry – for active promotions we provide a secure data saving module. Collect as much or as little data as you wish about your participants. Can also include email sending.
 ‘Mail a Friend’ – encourages a ‘viral marketing’ aspect to the games. Players can email the game link, including their latest score (whether a qualifying High Score or not). Data can be CSV or SQL saved, including both sender and recipients’ email addresses.
Additionally, we can integrate any desired functionality in bespoke coded modules. If you have a specific marketing or data-mining intention for your :)Smilie games, please tell us and we will give you a quote for integration.

MULTI-PLAYER GAMING

Our multiplayer engine is an ongoing RnD development. Written entirely in Java it requires serverside permissions to run and to open and close port listening services. There is an integrated Chat room environment, which helps players get together and launch games. They can then chat about the games or whatever they wish. Together with SQL database integration the possibilities are governed only by our (and your) imagination. Players can play completely ‘free’ or incur the overhead of having to supply email and personal details at whatever point you wish. You can harvest email addresses and all manner of user information, collect statistical information about the ‘usership’ frequency, return users, new users, length of time played, etc.

The multiplayer engine can be adapted for single games or as wide a range of games as you wish, and has been developed to work on both Unix and NT based servers.

Multiplayer games are what the Internet is all about. If you are interested in the possibility of developing a multiplayer gaming section on your site, we will be happy to discuss your requirements.

ENQUIRIES & ORDERING

For all license and development enquiries; re-branding of existing games, adaptations of traditional games or bespoke commissions please contact Andrew Ball by email – andrew.ball@smilie.com – or call +44 (0)1423 565808 or 858230.

On the next few pages we show a variety of games developed. Some are ‘ready to go’, to put straight on your site. Some have been developed for other customers and are shown as examples of the quality and gameplay we provide. All of the games can be adapted to meet your own specifications and new levels commissioned. 

THE GAMES

Most of our games include ‘High Score’ or ‘Best Time’ tables, displaying the score tables within the game applet. A High Score Saving module can be installed either using a Perl/CGI based mechanism, or a server-side JRE socket listening service. Please specify which mechanism is required when ordering your games.

Scoring can also be saved to an online database if required (along with other user details) – however, this will always require bespoke programming on our part and technical support during programming and installation on your server.

All the games are built in a modular way, utilising our own proprietary Java game engine (JEG). It is usually a relatively straightforward process to ‘add-on’ a module for email collection, user login/logout, reward schemes, multiple languages, etc

The details that follow provide a good starting point for most of our clients. Should you require more complex features than are listed, we will be happy to discuss details and give you a quote for their implementation.
	
	DESCRIPTION
	FEATURES
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	One of the most popular games on our own gamesite. Darts is easy to pick up and you quickly feel you have the skill of a master - but when the pressure’s on can you hit that last double?! This game has recently been updated to include a power bar, an improved scoring mechanism and an altogether better gameplay experience.
	1 or 2 player (on one browser) 301/501/1001. Or set up ANY target score. Players must finish on a double or bullseye. Mouse controlled gameplay.

	Darts
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	Pool is our best seller and the second most popular game on our own gamesite! The game is ‘Open Table’, so you can play whatever rules you like.

This game has also been recently updated and now has built in table lights, together with a better display mechanism, menu indicators and realistic pool-table like ball rack!
	1 or 2 player (on one browser) ‘Open table’ – no rulesets applied.

Topspin, middle or backspin. On/Off toggle aiming aid. User float/unfloat toggle to display in a floating window.  Mouse controlled gameplay.

	Pool
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	The new football season 2001/2002 will be here soon, so to help all the soccer nuts in these difficult pre-season times, you can now guide your favourite English club to glory in a nerve jangling penalty shoot out! Every kick counts in the league standings ... your team's ultimate fate is in your boots!
	1 player vs. CPU; mouse controlled gameplay. Automatic scoring to cumulative league table. 3D modelled sprites with accurate team colours. 

	Soccer ShootOut
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	Based on a PacMan-type engine – but Gaz, our purple Gastropod hero, has 5 different and increasing more difficult mazes to negotiate. We really like the graphics in this game. So, if Pac is too easy Man, try this seed chomping, bug stomping, multi-maze version for a truly gaz-tronomic challenge!
	1 player; keyboard controlled gameplay. 5 different and increasingly more difficult mazes. Progressive gameplay difficulty. All-Time and 24Hour Rolling High Scores.

	The Amazing Snail
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	This is THE No.1 played game on our site! We’ve used real physics in the head, so those pins will bounce off each other just like down at the alley. Atmospheric sound effects and easy control mechanism. Take aim, apply your spin and send those pins a-tumblin’!
	1 – 5 players (on one browser). Automatic scoring, special sfx for doubles and ‘turkeys’. 24Hour Rolling High Score table. Mouse controlled gameplay.

	Super Bowling
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	We believe this is the best Java game we’ve made so far – it’s addictively competitive, requires unflinching concentration and no little skill! Race on 6 beautiful 3D rendered versions of top Formula1 tracks, in one of 6 powerful cars – all with different handling … and race against the best of the best!
	1 player; keyboard controlled gameplay. Race data is saved out, the player races head-to-head against the ACTUAL performance of other players! All-Time and 24Hour Rolling High Scores.

	Formula Racing
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	My personal favourite – serve up frothing pints of green ‘goo’ to your alien guests. Deceptively easy to start with, pretty soon the pace can get frantic. Pick up your tips, and you must collect all the empties before they crash to the floor. Also includes an inter-level ‘Find-the-Lady’ sub-game.
	1 player; keyboard controlled gameplay. 3D rendered background and characters. Includes inter-level sub-game. All-Time and 24Hour Rolling High Scores.

	BarWars
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	A game for quick reactions and good anticipation. Inspired by the arcade favourite ‘Missile Command’ but with superior graphics and gameplay. Auto selects the turret from which you’re launching your explosive missile interceptors … and get that floating spaceman, he’s nasty!
	1 player; mouse controlled gameplay. Alternate attractive spacescape backgrounds. All-Time and 24Hour Rolling High Scores.

	Incoming!
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	The game that made the GameBoy!

Anyone who doesn’t know of Tetris is (frankly) not all there! Stack the shapes and score points for lines completed. Totally addictive and ripe for gameplay enhancements. Super smooth and great in itself, this game is ideal as a basis for branded adaptations. 
	1 player; keyboard controlled gameplay. Easy, familiar gameplay. Introduction of new shapes and elements on later levels. All-Time and 24Hour Rolling High Scores.

	Block4
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	A recent addition to our portfolio … and some of the best background graphics. Try to save the girl by climbing the rickety framework, avoiding the coconuts and fireballs thrown down by that pesky ape. Jump and mallet your way into the girl’s affections!
	1 player; keyboard controlled gameplay. Alternate superb backgrounds as each level gets progressively harder. All-Time and 24Hour Rolling High Scores.

	Nutz
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	Another recent addition, inspired by the classic ‘Centipede’. A constant barrage of marauding 21st century ‘bugs’ in a computer component themed environment. Fast and furious and full of pestering little beasts as you blast away! You’ve just got to keep on firing!
	1 player; keyboard controlled gameplay. Simple gameplay, progressive difficulty. All-Time and 24Hour Rolling High Scores.

	BugBuster
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	Where once there was a Frog, now a turtle hurtles across the highway and fords the stream to make it home. Collect little golden turtles and gold coins for extra points. New elements are introduced as gameplay progresses, so tactics and nerves of steel are required to guide the little feller home.
	1 player; keyboard controlled gameplay. Easy, familiar gameplay, each attempt time-limited. New elements on later levels. All-Time and 24Hour Rolling High Scores.

	Turtle Hurtle
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	Dig your way to hidden treasure, spearing fire-breathing dragons and initiating controlled rock falls to squash your enemies. There are beautiful diamonds down there too -just make sure you don’t make a rock land on your own head in your rush to collect them!
	1 player; keyboard controlled gameplay. Great graphics with new elements introduced on later levels. All-Time and 24Hour Rolling High Scores.

	Sam Spade
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	HopIt take you down to the beach, jumping on someone else’s sandcastles like a 5 year old! Plenty of baddies, bouncing beach balls, ticking time-bomb clocks and expert hoppers … toads! Avoid them like the plague, or hop into the ‘transporter bucket’ to send them leaping over the abyss to a quicksandy end.
	1 player; keyboard controlled gameplay. Easy, familiar gameplay. New elements on later levels. All-Time and 24Hour Rolling High Scores.

	HopIt
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	Why ‘Vectrox’? Well it’s inspired by a certain vector graphics based old favourite. Control a rotating, thrust driven spaceship and blast those rocks into ever decreasing fragments. Of course, there’s always hyperspace to get you out of a pickle – but who knows where you’ll end up!?
	1 player; keyboard controlled gameplay. Easy, familiar gameplay. Beautiful backgrounds incorporating real star systems. All-Time and 24Hour Rolling High Scores.

	Vectrox
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	A highly addictive, totally original game – unusual motion, unusual to look at – altogether quite an eye-catcher! In the traditions of bat and ball games, you must direct a bouncing ball towards target balls of the same colour. Loads of special feature balls, some good –like basher and ghost ball – some really bad like reverse bat and bat shrink!
	1 player; keyboard controlled gameplay. Features 7 levels, including fluctuating and rotating structures. Much more gameplay than can be explained here! All-Time and 24Hour Rolling High Scores.

	Conkers
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	A bright, easy to play and enjoyable pastime applet ideally suited to children orientated sites! A variation on the traditional tiled picture puzzle game - this version has no constricting rules, the user simply clicks a ‘tile’ and clicks to re-position it. Simple, but still a challenge.
	1 player; mouse controlled gameplay. Choose any number of images. User scrolls through to select. Timer with All-Time and 24Hour Rolling Best Times for each picture.

	Mix
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	You get five attempts at converting those crucial kicks. The ball is randomly positioned on the field and you must assess the wind-strength and take aim. Select from all the 6 Nations teams, left or right footed, each kicker with different kicking characteristics. Seems so simple … but can you get 5 out of 5?!
	1 player; mouse controlled gameplay. Simple, guided control mechanism. Features a league table comparing the performance of each team (no individual score saving).

	6 Nations Conversion
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	Drop the counters into the mesh and try to connect four before your opponent. At the moment this game is head-to-head, 2 player on one browser, but computer opponents are slated for development soon!
	2 player on one browser. mouse controlled drag’n’drop play of counters.

Features ‘Undo move’ and winner recognition. 

	Drop4
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	A simple but eye catching and attractive applet! … it’s Solitaire, except with the online version you’ve no danger of losing your marbles! (Or your pins)

Quick turnaround customisation and rebranding.
	Single player.

Drag’n’drop pin movement with automatic removal of ‘taken’ pins.

Complete backwards Undo move feature.

	Solitaire
	
	


Many more games … COMING SOON!

BRANDED ADAPTATIONS &

RE-BRANDING OPPORTUNITIES

You may have seen a number of games on our www.smiliegames.com site that haven’t been listed above – I’m thinking of PacMan, Space Invaders and Galaga. We cannot offer to license those games as we would be infringing the original copyrights. The game graphics are copyright, however, the Java engine rights are owned by Smilie and what we CAN do is a ‘Branded Adaptation’. This service also applies to ALL of the other games, whether built on a familiar game style or our own original creations - we can adapt and/or completely rebrand the games to suit your or your clients’ wishes.
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The game shown left, called ‘Xeroids’, is based on the Space Invaders engine but includes extra gameplay features and bespoke graphics and sound effects. The development brief behind the Xeroids adaptation was provided by a UK based printware company. They wanted to show the printers they sold in a ‘good light’ with frequent reinforcement of their own logo/brand. They also requested added game features.

Our solution included beautiful graphical backgrounds, competitors’ printers as ‘the enemy’, the desirable high scoring mothership as their logo, swooping ‘Galaxian’ style characters, bonus pickups at the end of each level and CGI based high scores (no serverside database). The result was a game which we think looks and plays better than the original!
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Game adaptation and re-branding is a very popular service with our clients. In another recent development, we produced a suite of six games for the high traffic entertainment site run by Sandbox Inc. This included completely rebranded versions of ‘Missile Command’, ‘Galaga’, ‘Space Invaders’, ‘Asteroids’, ‘Tetris’ and ‘PacMan’. Development also included integration with the Sandbox.com incentive scheme ‘SandDollars’. Each of their visitors is rewarded for playing the games and the credits earned are transferred securely to their main database system.
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As a final example, Scandinavian kids’ site www.dinolife.com commissioned adaptations featuring their own suite of characters. These included PacMan turning into ‘Jasper Espadrillo og diamantbandittene’ and Galaga into ’ Rex Gordon og Rompiratene’! See the games in action on their site.
We can adapt any of our existing games or produce new games to suit your specific requirements.

We are also happy to examine producing adaptations of those favourite games from your youth! If you have a special favourite, ask us and we’ll look at making you a branded version.

BESPOKE DEVELOPMENT EXAMPLES

All the game examples in the following section were commissioned by 3rd party clients. Copyright for the compiled code and associated graphics files is held by the client. However, Smilie retain full development rights over the source code and can adapt and enhance the gameplay.

PENALTY CHALLENGE
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This Penalty Challenge game was the catalyst for producing our multiplayer, game launch and Chat room engines.

Commissioned by a UK based company, this game was the premier traffic driver for the launch of a brand new content aggregation provider. 

Users log into the Chat area, select and challenge an opponent and play through a Penalty Shoot Out with the results appended to a comprehensive League Table.
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The player clicks on an area of the goal to aim, making allowances for wind and applying swerve to the ball if desired. The goalkeeper chooses an area of the goal in which to attempt to save. Players can miss, goalkeepers save, and shots go in or miss off the post or crossbar. The result of each ‘turn’ is displayed with a variety of written comments such as ‘Superb strike!’ or ‘In off the bar!’. The player is updated as to the overall status of the game with a centrally placed scrolling ‘ticker’. When a player must score or save to stay in the game they are told exactly that! Play continues, through ‘Sudden Death’ if required, until there is a winner. 

All the in-game graphics were produced by Smilie. The branding was designed by a 3rd party agency on behalf of the sponsor with final revisions and implementation conducted by our own graphic artists.
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Great care was taken to accurately reproduce the latest team strips and have the correct player skin and hair colours for the teams’ usual penalty takers and goalkeepers. Each of the teams’ kicker ‘sprites’ steps through 21 frames of animation, with the goalkeeper having zone specific animations to save in eight different positions.

Total Java class file download (for Chat AND the game) is 77kB. The graphics download required to complete a full game is 330kB and sound files come to 126kB. Downloads are staggered to help produce as smooth a game flow as possible.

FORMULA/TOURING CAR CHALLENGE
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These two games were originally commissioned as a pair and are amongst our personal favourites! We liked Formula Challenge so much, we created a new version for our own gamesite.
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Both games allow the user to select a car from 6 racing teams, each with different handling, acceleration and braking characteristics. Each version gives the player a choice of 6 tracks to race – all carefully based on actual circuits but with license to interpret design enabling the best gameplay possible.
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The design Brief required that the player was to race against an opponent from the Top 20 times for that track. Data from each race completed that qualifies for the Top 20 is saved out to an online database. We save out two sets of tables, an ‘All-Time Top 20’, and a ‘Today’s Top 20’  compiled over a rolling 24 hours. To help with playability we decided to let the player choose from the rolling 24 hour Top 20 – after all, once the experts have got their times in the All-Time table, racing only against the best of the best could become frustrating.

All the cars and tracks were rendered from 3D models, with the cars rotating in 16 directions from a top down perspective. There is also the traditional set of starting lights with accompanying beeps.
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Features include gravel traps, lower acceleration and ‘icy’ handling on grass, car skidding, barriers to prevent cheating and cutting of corners, and timing down to one thousandth of a second (although times are only displayed to the end user in tenths).

The total download of class files is 78kB, with associated graphics files needed to play a single complete game at a further 332kB. Sound files come to 99kB. User download of graphics and sound is staggered to produce the slickest game flow possible. Once the user has played through the game, with the caching methods of modern browsers, subsequent games will download significantly faster.

RUGBY ‘CONVERT IT!’
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This game was originally commissioned to tie in with the 1999 Rugby World Cup. It is a simple concept – the player has five conversion attempts with the challenge existing in trying to complete a perfect 5 out of 5 battling against variable kicking conditions. The player can choose from the twenty nations competing in the 1999 Rugby World Cup, with each team’s kicker varying in ability and accuracy. Great care was taken in development to ensure the team colours were correct and that the kickers’ skin tone and hair colour were as accurate as possible.

All the kicker and touch judge animations were rendered in 3D, with the kicker stepping through a 17 frame animation with either a left or right footed kicker – that’s a total of over 680 frames of animation!

At the beginning of the 6 Nations Championship we created a Six Nations version, complete with performance league table, which was published on our own game site. The applet was played over 3000 times in it’s first week on the site … without any accompanying publicity!
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The total download of game Java class files is an incredibly low 38kB, with associated graphics files needed to play a single complete game at a further 143kB. User download of graphics is staggered to produce the slickest gameplay possible.

COMMISSIONING BESPOKE GAMES

Whatever your requirements, the first we need to know from you is your overall concept. Preferably, we will then arrange to meet although detailed specification agreements can be conducted over the ‘phone or by email. The range of our responsibilities will be agreed before commencement and the development period, specification schedules, milestones and payment details covered by contract.

Consideration will need to be given to the end user delivery mechanism, including server specifications and operating systems, any database, JRE or CGI requirements, bandwidth considerations and browser compatibility issues. We will address these issues in full, together with an assessment of development risks, rights and source code issues, and then provide both parties with a definitive Technical Design Specification (TDS) as the working document.

Most commissions require a proportion of the total development cost to be paid on commencement of development. Depending on length and complexity, subsequent payments can be conducted on a milestone basis with a completion payment on delivery of the final product(s).

Please address any enquiries to andrew.ball@smilie.com in the first instance.
Company No. 3284025
Vat reg. no: 722 0170 87
Established 1996
:)Smilie Ltd.
www.smilie.com
Established 1996
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