
GIGA interview with Julie Uhrman, CEO of OUYA 

Hi Julie, first of all we would of course like to know: What is your background? 

// I got my first job in the games business more than 10 years ago, and I’ve loved 
games my whole life. In the last few years, I’ve been playing more and more on my 
mobile phone because that’s where most of the new game development has been – 
I’ve been frustrated by that, and I want to bring creative gamemaking back to the TV. 

I read, that you played console games at home on your TV. What was your first 
ever favorite game and why? 

// The original Super Mario Bros. I never saved the princess, though I played it for 
days on end.  

You seem to be a very busy person. Do you still play a lot of video games and 
if yes, which games are these? 

// Not as many as I would like the last month during our Kickstarter! But I have been 
playing more on mobile since OUYA does not yet exist… games like Triple Town, 
Canabalt, Drop 7, PvZ, I also play a lot of family games with my kids.  

Are there any type of games you really dislike? 

// None that I dislike, but I’m terrible at FPS games. I tend to shoot wildly.  And die a 
lot .  That happens too.  

What does the name OUYA mean and how did you come up with it? Is it like 
“Oh Yeah”? Anyway, that is what comes to my mind. 

// The O stands for Open. The rest? We just liked how it sounds! Perhaps you want to 
come up with an acronym?!  

 I’ll think about it and let you know. What makes OUYA so much different, that 
you believe in people actually buying it? 

The existing console system is too closed, and I think that’s why we’ve seen a mass 
exodus as some of the brightest and most creative game development talent has 
abandoned console publishing for the easier publishing path provided by mobile 
platforms.  By eliminating the barriers that are traditionally part of console publishing 
and making the system more open to a broader range of game makers we intend to 
lure great development talent back to console development.  It is the most accessible 
game console: any game developer can publish to it, which means we will have the 
most creative games. And it is affordable enough for any gamer. 

And it’s working! Throughout our Kickstarter campaign we’ve received hundreds of 
emails from interested developers.  (For a list of developer quotes please visit our 
Kickstarter page http://www.kickstarter.com/projects/ouya/ouya-a-new-kind-of-video-
game-console)  

http://www.kickstarter.com/projects/ouya/ouya-a-new-kind-of-video-game-console
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And for consumers, it’s affordable, beautifully designed—the controller specifically is 
a standout—and it will offer a broad range of creative content for all types of gamers.  

 Will people buy it?  Yes, I think they will. Rather than  point to statistics or studies, 
we can point to our own numbers. In a single day we were able to raise $2 million 
dollars from 20,000 plus backers.   As Kickstarter stated in their blog:  “In just 24 
hours, 20,000 people bought an Ouya console — a product they had never heard of 
before yesterday. By way of comparison, Microsoft sold 326,000 Xbox 360 consoles 
in its first week after many millions of marketing dollars.”   
Source:  http://www.kickstarter.com/blog/ouyas-big-day/  

Now, with less than two days remaining in our Kickstarter campaign, we have more 
than 50,000 backers cheering us on. . What is amazing about that number, to me, is 
that those are the people who actually opened their wallet and donated. I have to 
assume that there are tens of thousands more cheering us on from the sidelines who 
may not have backed us but certainly want to see us succeed. It’s pretty exciting to 
think about that, and it keeps us motivated. We want to make those backers proud: 
we are laser focused on delivering an amazing game experience in March 2013. 

How do you feel about piracy? Are you afraid, that with its open status, users 
will take advantage and “steal” the paid versions of games, something that 
seems to be pretty common with Android apps? 

// All paid content is going to require authentication with our servers. So our 
openness won’t give anyone more access to the games themselves. 

Why do you think is a console such as OUYA important, or lets say “needed”. What is 
the biggest advantage of OUYA? 

// The existing console system is closed to most developers.  Essentially that has 
created a chokehold on the console game market, where publishers invest only in 
safe bets, which is why we see so many sequels and derivative games.   I think that’s 
why we've witnessed a “brain drain” in recent years as developers fled the living 
room.  It’s been a mass exodus.  Some of the brightest and most creative game 
developers have literally abandoned console publishing for the easier path provided 
by mobile platforms.  By eliminating the barriers that are traditionally part of console 
publishing and making the system more open to a broader range of game makers we 
intend to lure great development talent back to console development.  

 Being open is our biggest advantage.   

Did you once think about just taking the money raised through Kickstarter and 
start a new life (this is in fact not a really serious question J, still an honest 
answer would be great). 

// Ha – honestly, the big success of the Kickstarter has made me more excited than 
ever to bring OUYA to life. And I feel the pressure of all the backers believing in us. 
There are now more than 50,000 backers. 

http://en.wikipedia.org/wiki/Xbox_360_launch#North_America
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It’s been exciting and overwhelming—even for us—to follow the Kickstarter 
campaign.  Our initial goal was to raise $950,000 and we aimed to hit that target in 
29 days. Instead we more than doubled that goal in the first 24 hours.   

Now, with less than 2 days remaining our goal is to finish strong.  We know that to 
truly change the industry it will help to out our Kickstarter fundraising.  Whether that 
money comes through new backers eager to get in before the deadline, or from 
existing backers who decide to increase their pledge, that money will go toward 
benefits for game developers and game players. More backing enables us to make 
more consoles, and to provide better support to game developers. (It all goes into the 
OUYA, and not a dime of this money will go to profits or salaries.)  

When will the OUYA - App Store launch and how many titles are confirmed? 

// It will launch with OUYA in March of 2013. We aren’t discussing confirmed titles, 
other than what we already posted in our Kickstarter updates (for example, Final 
Fantasy).  It was an informed decision we made not to announce a launch slate of 
games. We want our launch slate to feel fresh when we ship next year and we feel 
it's a bit early to go out with everything now. 

Until March 2013 you want to deliver up to 80000 OUYA consoles.  How are you 
going to manage that and when will the first official gamers-console (not the ones for 
developers) be shipped? 

// We expect to ship in March. We are working with a top-tier manufacturing firm, and 
with our chip partners at Nvidia. 

We know that we can deliver the goods. 

The hardware is doable. We've shared our tech specs and everyone knows by now 
that we aren't reinventing the wheel here. It's standard stuff that we'll be maximizing 
to bring great games to life. (And that's why the cost works-putting this stuff under the 
lid is totally doable for $99.) We've already got a functional prototype-in our 
Kickstarter video you see me playing Shadowgun on it. 

It's really the developer proposition, the business model, and the design that are 
innovative. As for the developer proposition and business model they are new to the 
console space, but some of our best ideas we grabbed from the mobile market. 
Beyond that, the concept of Openness-that was important to us. But that isn't 
something we invented. If anything we felt that was the way tech was headed. And 
we wanted to bring it to a new place: console gaming. 

How can you afford to price such a great little machine as low as 99 Dollars? 

// The truth is, all the technology in OUYA is standard these days. So, by using easily 
available components we can focus on what we believe is the true magic of OUYA: 
our inviting approach to game developers, and our beautiful design by Yves Behar. 

What do you think about the OUYA hype? Does it mean even more pressure or do 
you fell confirmed, that people really are into what you are doing? 



// We see it as incredible support for our vision. We feel we have more than 50,000 
people – with more coming every hour – for whom we must deliver. 

Who are the people that pledge $10.000 or more? 

// We can’t disclose that, you’ll have to see their usernames on your OUYA.  I think 
you will recognize a few of them!  

Do a lot of men tell you, that you seem to be the woman of their dreams (with 
loving video games and stuff like that)? 

// I think I’ll have to let the men speak for themselves. 

Should you ever come to Berlin, would you beat us up in a game of your 
choice?  

// You’re on. But only on an OUYA. 

 


