
The Influence of Platform!
And Anki Drive’s Influence on Button Man !

‘Anki Drive’ is a revolutionary twist on an age-old idea. Children have played with toy cars on 
their bedroom floors, tirelessly, for countless decades. Never before has someone taken 
Robotics and Navigation Planning and applied them to the same genre, in order to turn pushing 
a toy car by hand, to driving the car remotely in the case of Scalextric [1], into the car driving 
itself, with the child as the ‘pit boss’. By adding a touch of realism, to the otherwise imagination-
driven scenario of playtime, they are bringing a major pastime of the younger generation into the 
21st century.!!
The key thing about Anki’s product design approach, is that they’ve targeted a highly specific 
market that is normally very costly for most startups to break into but selected the aspect of it 
with the most sustainable growth [2] as well as the most willing market [3][4]. They’ve set 
themselves into the luxury toy scene, but done it in such a way that is extremely accessible - by 
using the iOS software platform as a launchpad, and even participating in an Apple keynote for 
targeted exposure[7].!!
Anki’s initial approach greatly informs that of any successful form of entertainment - know your 
audience. This fundamental principle is something that has shaped the development of my 
team’s product, Button Man, from the beginning - by envisioning a product that would greatly 
appeal to a demographic we are personally familiar with, and which we know there is a gap in 
the market for already. Anki’s ethos, of renovating a timeless classic, is very much mirrored by 
our own, in the sense that we have set out to improve something that everyone is already very 
familiar with, and put our own highly modern stamp on it.!
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Anki Drive’s ‘hybridisation’ of the toy industry could only be made possible with a highly adept 
team of specialists, requiring knowledge in Kinematics - the mathematics of motion - and some 
major aspects of industrial automation. Anki’s team is very strong in respect to mainstream 
Robotics, putting them in a comfortable position for many years to come, and at the forefront of 
innovation in their field. For example; their three founders all have, at least, a Masters-level 
degree in Robotics, and two have a Ph.D, giving them an abundance of knowledge, between 
them, to explore the possibilities. Exploration of any subject requires expertise, and expertise 
brings with it an ability to read between the lines of the fundamental and dream something up 
that hasn’t been invented yet. Without this strong ‘foundation’ Anki could not have taken the 
steps it did to secure a foundation, the trust of investors and a market share.!!
Behind innovation is an inherent strategy, however, and Anki’s key goal of commercialising 
Robotics seems to extend into their knowledge of the constraints of their own industry - cost, 
feasibility and infrastructure. Knowing the kind of power that goes into making the split-second 
calculations required, and the kind of support required to maintain their hardware of choice has 
guided them into subjugating the risks, and forming a low-cost, mechanically feasible and well 
supported product.!!
!
One of the fascinating things about the Anki business model, is their expenses in hardware. 
They have managed to render the toy cars themselves into almost completely remotely operated 
devices, requiring no real processing power, and delegate all of the heavy-lifting to a wirelessly 
connected iOS or Android mobile device. This gives them freedom of flexibility over their 
platform, but taps into an already very strong market allowing them free advertising in the 
process - they were even featured in an Apple Keynote last year, video presentations which are 
viewed by millions online.!!
Mark Palatucci, one of Anki Drive’s co-founders, cited the early adoption of BLE, a battery-
conscious variant of Bluetooth, as one of the reasons for choosing iOS as a driving force for their 
software[7], as well as the emergence of 64-bit mobile iOS systems and their effect on floating-
point numbers, a major performance aspect of the calculations surrounding Robotics. Another 
robust and shrewd engineering choice is the way the Anki Drive cars can ‘see’ the limits of the 
track they race around, using infrared sensors 
and a track that has a transparent layer, so 
the edges are accurately visible. Infrared 
sensors are generally used for short-range 
distance detection, and due to their low 
power consumption are very appropriate for 
mobile devices - something the Button Man 
project has also taken advantage of - the 
Button Man ‘Alpha 0’ design uses infrared 
technology for long-range transmission of a 
signal ‘bullet’ to keep battery consumption to 
a minimum, a strategy common amongst all 
toy designs.!
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Software is becoming the lifeblood of the entertainment industry [5], with the games industry 
bringing in more than 67 billion dollars globally in 2012, compared to current-year Box Office 
figures of 38 billion [6]. To most, this realisation isn’t a surprise - with the rise in downloadable 
content that can completely reenergise interest in a game, add features and levels, and even 
tweak the whole experience to response to user feedback, films and music are becoming 
comparatively one-dimensional, and even openly disliked - with the rise in cinematic remakes 
[9]. The software company’s business model is a lean one, in comparison to those dealing with 
hardware, with very low overheads and the ability to change direction quickly, an attractive 
prospect when reinvesting in new, possibly risky, developments. !!
With Anki’s gaming software controlling the features and characteristics of each Anki car bought, 
rather than them being locked into the hardware, they have tapped into the major flexibility 
advantages that their platform and market can bring, and set themselves up for longevity - in a 
recent interview, Mark Palatucci highlighted his company’s excitement at how software can make 
games “repeatedly enjoyable”[7].! !

This is a lesson we have taken 
into account with the Button 
Man project - by not seeing it as 
the product developing, but 
more the customer. With a 
community-based app, a 
simplified hardware platform 
focussing on robustness and 
more features that will push the 
experience further as the game 
takes shape, we believe 
simplicity and flexibility to be 
key.!

!
Another benefit of supporting the iOS platform above all else is that, statistically, the 
demographics who use it understand the value of high-end products [8], which makes them the 
safest option for bringing Robotics, an extremely costly endeavour, into the mainstream. As 
aforementioned, audience is key, but what is special about Anki’s initial iOS exclusivity is that it 
also gave them a foothold into supplying their hardware through Apple stores, globally, furthering 
their exposure, but also allowing customers to see their product in situ by visiting a store and 
watching a demo. Retail outlets with the same quality of customer service ratings as Apple 
stores also give a great outward impression of a relaxed but professional nature, which can be 
beneficial to public image, coupled with Apple’s returns policies which allow customers to try 
products and return them within fifteen days, no questions asked, lowering the risks of buying.!!
!
!
Very often the best creators begin as the most discerning customers, and that is how Button Man 
is comprised - three key team members with inside knowledge on the improvements we want to 
make. All of us love what we do, play endless amounts of first-person-shooters and grew up 
seeing indoor role-play genres like ‘Laser tag’ and ‘Quasar’ as being the closest we could get to 
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a tactical shooter that didn’t involve the accumulative costs of expensive consumables, or a 
distinctly limited battlefield.!!
Button Man is a tactical, long-range ‘sniper’ game, which will involve opponents being up to 500 
metres away. Taking into account the Anki Drive model, we aim to create a simple, robust and 
realistic hardware platform that evolves the currently outmoded template of a ‘laser tag’ game 
and allows it to compete with current experiences in a parallel manner - making use of the iOS 
platform to allow experience in the game, and community elements, to allow the player to 
develop and to create loyalty and a sense of camaraderie.!!
Our standpoint is that most gamers are ‘environment agnostic’, in that they don’t see a difference 
between playing a first-person-shooter on a console or in real life, but the experience and 
immersion itself is the thing that differs in quality. Much alike children playing with toy cars, we 
believe that we all want to get outside and play something better than what a current-generation 
games console can offer us, but without the same convenience and sense of community there’s 
little advantage over currently established platforms. As customers, turned developers, we hope 
to change that, just like Anki is developing their own audience, and take advantage of 
appropriate, existing platforms and markets to make our project as forward-thinking as possible.!!
!
!
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