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READ THIS FIRST

Why this playbook exists.

GTA 6 will be the largest single entertainment launch in human history. Rockstar reportedly spent over $2
billion on production. Pre-launch it's already projected to sell more units in its opening week than any game
ever, and the cultural footprint will dwarf anything we've seen since GTA 5 — a game that, fifteen years after
launch, still generates more YouTube views per month than most countries' entire entertainment industry.

And here's the thing: most of the people who'll play it will play it like a video game. A small number will treat it
like a business event. This playbook is for the second group.

What's actually different this time

When GTA 5 launched in 2013, building a serious roleplay server, a content operation, an asset business, or
a meta-analysis brand required teams. Writers, developers, video editors, voice actors, designers. The
capital requirement was real, and the timeline to revenue was measured in years.

That's gone. Al tools — Claude, ElevenLabs, Remotion, Midjourney, Cursor — have collapsed those teams
into solo operators with leverage. One person with a clear plan and the right stack can now ship what used to
take 20 people. The people who win the GTA 6 economy will be the ones who already understand this and
move first.

Who this is for

Builders, operators, creators, traders, anyone who's already Al-fluent and wants a sharp, opinionated map of
where the money is. This isn't a beginner guide. There's no "what is Al" section. We assume you can run
Claude, ship a landing page, and execute on a cadence.

How to read it

Five strategies. Each one stands alone — pick one and you can reasonably build a six-figure operation in
30-90 days. But the real prize is the compounding layer at the end: how the five interlock, with content
(Strategy 02) as the engine that powers the other four. Don't skip that section. It's where the playbook turns
from "five ideas" into a system.
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There's a 30-day execution roadmap at the back. Print it. Stick it on your wall. Run the plays.

THE TLDR

Five plays: Al roleplay servers, content factory, Al NPCs, picks & shovels tools, data-driven strategy
content. Content is the engine. Pick one as your wedge, layer the others over the next 90 days. The 30-day
window from launch is when attention is cheapest and competition is least entrenched.
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CONTEXT

The opportunity, by the numbers.

Most people will look at GTA 6 and see a game. The thesis of this playbook is simple: GTA 6 is
a multi-billion-dollar economy that's about to spawn for 30—60 days of supercharged demand,
with most of the supply still un-built. If you're early, you carve out a position that compounds for
years.

What we know.

* GTA 5 has sold 200M+ copies and continues to top sales charts a decade later — an unprecedented
retention curve in entertainment.

» The GTA Online ecosystem (servers, RP communities, content, tools) generates an estimated $1B+ per
year in third-party revenue alongside Rockstar's own.

 Top roleplay communities like NoPixel reportedly do mid-seven-figures annually from subscriptions and
donations alone.

» GTA-related content drives roughly 2 billion YouTube views per month and 5-10x that on TikTok — and
we're still in the GTA 5 era.

* GTA 6 launch is expected to break every entertainment sales record in history. Estimates put first-week
revenue at $2-3 billion.

Why now.

The opportunity is asymmetric for two reasons. First, the Al tooling we now have wasn't around for GTA 5's
launch — meaning every one of these strategies is new supply that simply couldn't exist a few years ago.
Second, the launch window is when attention is cheapest, the algorithm rewards new entrants, and search
demand for everything GTA 6 will spike to historic levels. Whoever lands the early SEO, the first viral
content, the first paid community, and the first tools captures a position that's nearly impossible to dislodge
later.
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After 90 days, the field will be fully contested. Big creators will pivot. Studios will spin up RP servers. Tooling

marketplaces will fill with mid-tier products. The window for solo operators to establish category-leading
positions is short. That's the whole game.

THE 30-DAY THESIS

Launch attention is the most valuable substance in entertainment marketing, and it's finite. The first 30 days
set the leaderboard for the next 5 years. Position now or pay 100x the cost to position later.
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01

Al ROLEPLAY SERVERS

Build worlds. Charge entry. Compound for years.

The opportunity.

Roleplay servers are entire fictional cities running inside GTA. Players take characters — cops, criminals,
paramedics, civilians — and live persistent lives across thousands of in-game hours. The top GTA 5 RP
servers (NoPixel, Wild RP, GTAW) became cultural phenomena, with streamers building careers off them
and communities of 50-100K paid members. NoPixel alone is estimated to do $3-7M per year from
subscriptions, donations, and custom asset sales.

Until now, the gating factor was content. A serious server needs hundreds of missions, factions, NPC
personalities, custom businesses, lore for dozens of neighbourhoods. Doing that historically required a
writers' room. With Claude as your writers' room, you and one collaborator can build what used to take
twenty people, and ship it before everyone else realizes the modding tools have even dropped.

GTA 6 will have a larger modding scene than its predecessor — Rockstar has signaled friendlier modding
policies, and the FiveM-equivalent toolchains are already being prepared by the modding community. The
first serious Al-native RP servers will inherit a massive chunk of attention.

The play, step-by-step.

1. Pick a niche the vanilla game doesn't serve.

Generic crime RP is already saturated by the time you're reading this. Pick a vertical the existing scene
hasn't filled. Strong examples: cyberpunk corp warfare, post-apocalyptic survival, Cold War-era
espionage, narco trafficking realism, esports/celebrity life. The narrower, the easier to dominate.
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2. Build the lore bible (Day 1-3 with Claude).

Use Claude to draft 200—400 pages of world-building: factions, neighbourhoods, history, economy, power
structures, slang, key events. Structure prompts around the bible: "Generate the full history of [Faction]
including its founding, three internal conflicts, current leadership, rival factions, and operating territories.
Tone: gritty realism in the style of The Wire."

Don't just accept what Claude generates. Curate hard. The lore needs your creative direction layered on top
— Claude is the writer's room, you're the showrunner.

3. Generate 50+ NPCs with persistent personalities.

Each NPC gets: name, age, faction, job, voice profile, three signature phrases, behavioural quirks, secrets,
relationships to other NPCs. Save these as structured JSON so they can be loaded into NPC dialogue mods
later (see Strategy 03).

4. Build a mission inventory of 100+.

Categories: heists, deliveries, sabotage, interrogations, social engineering, investigations. For each: setup,
beats, branching outcomes, payout, faction consequences. Claude can draft each mission in 60 seconds at a
quality that would have taken a freelance writer half a day.

5. Stand up the server tech.

When the GTA 6 modding toolchain drops, you'll need: a host server (cloud GPU or dedicated), the modding
framework (FiveM-equivalent), Discord for community, Patreon or Whop for subscriptions, a website for
onboarding. Budget $200-500/mo in infrastructure to start; scales linearly with members.

6. Discord and community infrastructure.

Set this up before launch. Channels for: announcements, faction-specific talk, onboarding, character
backstory submissions, rule clarifications, moderator-only. Hire two part-time moderators on day one —
community quality is your moat, and moderation is the lever.

7. Launch sequence.

Open with a founders' tier ($99 lifetime, capped at the first 200). Use the scarcity to seed the first wave of
high-engagement members. Drop trailer content (built using your Strategy 02 stack) for two weeks before
opening. First 30 days, focus 100% on retention — every founding member who churns is a permanent loss
to your lore continuity.

The stack.
World-building & dialogue Claude (Pro or API)
NPC voice generation ElevenLabs
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Visual concepts / map art
Server hosting
Subscriptions
Community

Asset versioning
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Midjourney + Photoshop
FiveM-equivalent on dedicated cloud
Whop or Patreon

Discord (with custom bots)

GitHub for lore docs and mission inventory



Monetization model.

Tiered subscription is the clean play. Multi-tier captures different willingness to pay and creates internal
status — a key driver of retention in RP communities.

Free tier

Standard ($15/mo)

VIP ($30/mo)

Founders Pack ($99 lifetime)

Custom commission ($500-2000)

Application required, limited slots, queue priority
lowest. Acts as funnel into paid.

Priority queue, access to all missions, weekly events.

Custom character backstory written by Claude with
your direction, exclusive faction storylines, private
VIP-only events.

First 200 members only. Lifetime access at Standard
tier + a permanent 'Founder' character tag in-game
and in Discord.

Bespoke faction or storyline written into the world for
serial characters.

Realistic numbers (with caveats).

The variance here is enormous — RP servers can flame out in a month or compound into seven-figure
operations. The biggest determinant isn't your lore quality, it's your cadence of new content and the rigour of
your moderation. These are achievable benchmarks if you execute consistently:

Month 1
Month 3
Month 6
Month 12

Top 5% outcome

Pitfalls.

100-300 paying members — $1.5K—4.5K/mo
1,000-2,000 paying members - $15K-30K/mo
3,000-5,000 paying members - $45K-75K/mo
8,000-15,000 paying members - $120K-225K/mo

30,000+ members + custom revenue — $500K+/mo

» Underestimating moderation load. By month 3 you'll need 5+ moderators. Budget $2-4K/mo for mod

payroll. Moderation is the product.

» Solo founder burnout. Don't build alone. Find one collaborator with complementary skills (you do

narrative, they do tech, or vice versa).
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* Generic Al-feel lore. If members can tell Claude wrote the lore without your editing, you've lost. The
bible has to read like a single voice.

» Slow content drops. A new major faction event or storyline arc every 2 weeks is the minimum. Less
than that and members churn.

* Drama containment failure. RP communities are emotionally intense. Have a clear conflict-resolution
policy from day 1, in writing.

Content tie-in.

Your server is the world; your content (Strategy 02) is the trailer for it. Document the build in public — "Day
12 of building an Al-driven cyberpunk RP server" — and every viewer who watches becomes a warm lead.
We'll come back to this in the Compounding Layer section, but the takeaway here: the server and the
content are one motion, not two separate businesses.

PLAYBOOK 01: 10K paying members x $15/mo, Month 12

= $150K / month
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02

CONTENT FACTORY

The engine that powers everything else.

READ THIS BEFORE THE REST OF THE STRATEGY

Content is not one of the five strategies. Content is the engine for the other four. Even if you're not pursuing
a creator career, you have to run a content operation — it's how you build the audience that becomes server
members, NPC pack buyers, tool customers, and email subscribers. If you're going to skip anything, don't
skip this.

The opportunity.

GTA-related content is one of the largest content categories on the internet. GTA 5 alone generates an
estimated 2 billion YouTube views per month and 10-20 billion TikTok views in peak periods. GTA 6 will
multiply that. Conservatively, expect 30B+ monthly views across YouTube and TikTok in the first year.

What's wild is that most of that supply will be made by people who can't keep up. You can output more, more
consistently, with higher production value, using a stack that costs under $200/mo and runs solo.

And every view feeds the rest of the playbook. Views become subscribers; subscribers become emalil
signups; email becomes paying customers across your other four products. This is the whole flywheel.

The three-pillar framework.

Don't try to be everything. Lock three content pillars and run them on rotation. Each pillar has a different job:
discovery, retention, monetization.

Pillar 1 — Search-optimized utility (the long game).
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Money method tutorials, mission walkthroughs, build guides, settings optimization. These rank on YouTube
search and Google. They compound for years and convert at high rates because intent is high. This pillar
overlaps heavily with Strategy 05; many of the same videos work for both.

 Output cadence: 1 longform video per week
« Target watch time: 8+ minutes

» Format: voiceover + screen recording + B-roll

Pillar 2 — Cinematic / entertainment (the algorithm play).

Story moments, cinematic edits, character analysis, fan theories, easter eggs. These are made for TikTok
and Shorts. High volume, high virality, low intent. This is your discovery pillar — millions of impressions, low
conversion to paid, but builds the top of the funnel.

 Qutput cadence: 3—10 shorts per day
« Length: 15-45 seconds
» Format: gameplay footage + Al voiceover + dynamic captions

Pillar 3 — News / commentary (the timeliness play).

Patch notes breakdowns, leak analysis, meta shifts, drama. Whatever just happened. This pillar is about
velocity — first creator with a polished take wins the cycle. Claude's role: absorb the news, generate the
structured outline and hooks, you film and ship in under 90 minutes.

» Output cadence: as news breaks, 1-3 per week typical
« Length: short-form on socials, optional 5-10 min YT longform

» Format: face-to-camera + supporting graphics
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The production stack.

Recording OBS Studio (free) — 4K layered scene with screen +
face cam
Scripting Claude with custom prompts per format. Hook

generators, structured outlines, A/B title variants.

Editing — longform Descript or DaVinci Resolve. Auto-captions,
podcast-style edit-by-transcript.

Editing — shorts Remotion (programmatic) or CapCut. Build templates
once, reuse across hundreds of clips.

Voiceover ElevenLabs — clone your own voice. Use your real
voice for longform, the clone for high-volume shorts.

Thumbnails Midjourney + Photoshop. Build a thumbnail template
system; never design from scratch.

Distribution Buffer or Hypefury for cross-posting. Manual for
YouTube to preserve algorithmic boost.

Calendar / brief management Notion or Google Sheets. Brief - film - edit -
publish pipeline.

Channel architecture.

If you have an existing creator brand, decide carefully: fold GTA 6 content into the main channel or spin up a
dedicated one? Rule of thumb: if your existing audience overlaps with the gaming/Al/creator demographic,
fold. If you've built a non-gaming audience and don't want to confuse positioning, spin up a separate channel
and cross-promote at launch.

Either way, your distribution channels are: YouTube (primary), TikTok (volume), Instagram Reels
(cross-post), X (cuts of the best content + commentary), and your email list / Discord (the most important —
see below).

The capture layer (don't skip this).

Every viral creator who didn't capture their audience to email or Discord deeply regrets it. Algorithm
distribution is rented; owned audience is permanent. From day 1, every video, every short, every post should
drive to:
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 Discord server (free, low friction, social) — where you build community and post early access to

longform content.

* Email list (gated by a lead magnet — like, say, this PDF) — where you sell premium products at scale.
1 email subscriber is worth ~10 social followers in long-term LTV.

Monetization beyond ad revenue.

Ad revenue is the floor, not the ceiling. The real money is in the stack you build on top:

YouTube ad revenue

Brand sponsors

Affiliate

Premium content

Lead gen for your other plays

Realistic numbers.

Month 1 (build phase)

Month 3

Month 6

Month 12

Pitfalls.
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$2-8 per thousand views typical for gaming. At 1M
monthly views, ~$2K—-8K/mo.

Gaming hardware, VPNs, energy drinks,
betting/crypto. $5K—30K per integration at 100K+
subs.

Steam keys, peripherals, mod tools. 5-15%
commission on referrals.

Patreon ($5-25/mo tiers) or course/cohort drops.

The biggest line item. Server members, tool buyers,
NPC pack customers all come from your content. This
is the multiplier.

Output: 30 shorts + 4 longform. Views: 50—-200K total.
Direct revenue: ~$0.

Output: 200 shorts + 12 longform. Views: 1-3M/mo.
Ad rev + first sponsor: $3K—8K/mo. Email list: 1-5K.

Views: 3—10M/mo. Direct creator revenue:
$10K—25K/mo. Email list: 10-25K. Cross-funnelled
revenue from other plays starting to dominate.

Views: 10-30M/mo. Direct revenue: $25K—80K/mo.
Cross-funnelled: $100K+/mo.
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» Cadence collapse. The single most common failure. You start hot, ship 30 videos in a month, then drift
to 5 the next, and the algorithm punishes you permanently. Set a cadence you can sustain forever, not
just at launch.

» Generic hooks. If your first 3 seconds sound like every other GTA channel, you're invisible. Use Claude
to generate 20 hook variants and pick the sharpest. Iterate weekly.

* No capture layer. Ten million views with no emalil list is a zero. Always be funnelling.

» Over-investing in production value. A great hook with B-tier production always beats a B-tier hook
with great production. Speed > polish.

PLAYBOOK 02: 10x output of any competitor + capture layer in place

= NICHE OWNED
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03

Al NPCs THAT TALK BACK

Sell intelligent NPCs to every server owner.

The opportunity.

Vanilla NPCs in GTA games have 5-10 lines of dialogue, looped. Players know it. It breaks immersion. The
first products that combine ElevenLabs voice with Claude-generated personality produce NPCs that feel
genuinely alive — they remember conversations, they have preferences, they react contextually.

And here's the magic: every roleplay server (Strategy 01 type customer) desperately needs this. You're
already building NPCs for your own server — package them and license them, and you have a second
revenue line that scales without your time.

The window: GTA 6 PC release (likely late 2026 or 2027) is when modding tools drop and Al NPCs become
deployable. The first packs to market establish the category. Build now during the console-only period; ship
the day modding tools are public.

The tech stack.

The architecture, simplified: voice trigger — speech-to-text — Claude (with NPC personality + memory
injected as system prompt) - text response — ElevenLabs voice synthesis - in-game audio. Each NPC
has a stored memory (faction, recent player interactions, current mood) that Claude reads on each call.
Round-trip latency target: under 800ms for natural conversation feel.

Voice synthesis ElevenLabs — 10-20 distinct voices per pack

Personality engine Claude (system prompt + retrieval over NPC memory)
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STT (player speech)
Memory store

Game integration

Distribution

The product packs.

Whisper or Deepgram (Whisper free + local)
SQLite or Redis per server

Mod hook (FiveM-equivalent) — distributed as drop-in
pack

Direct via Whop / Lemon Squeezy + listings on FiveM
forums

Sell themed bundles. Each pack is 5-10 NPCs with cohesive lore, voice, and behaviour. Server owners drop
the pack into their server and instantly have a populated faction. Pack ideas:

» The Crime Family — Boss, consigliere, three capos, four soldiers, two associates. Each with distinct
accent, signature behaviour, and faction-aware memory.

» The Street — Drug dealers, fences, getaway drivers, lookouts. Tuned for realistic urban crime RP.

e Corporate — CEOs, secretaries, security teams, traders. For white-collar / corporate warfare servers.

» Government — Cops, FBI, mayor, councilmembers. Politically-aware behavior trees.

» Underground — Bartenders, fixers, arms dealers, hackers. The seedy ecosystem of any decent crime

city.

* Custom — Bespoke NPCs designed for a specific server's lore. Premium tier.

Pricing.
Single NPC
5-pack
10-pack themed bundle
Server-wide license (50 NPCs)
Custom commission

Voice/dialogue updates

Realistic numbers.

Month 1-2 (pre-launch)
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$30-50 — entry-level / sample
$150-250 — most common purchase
$300-500 — primary product

$1,500 — power servers

$500-2,000 — bespoke faction

$50/mo per server — recurring service tier

Building. Revenue: $0. Beta with your own Strategy
01 server.
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Month 3 (PC modding launches, you
ship first)
Month 6

Month 12

Top outcome

Pitfalls.

* Voice licensing. Don't clone real people without permission. Use ElevenLabs synthetic voices or your

20 servers buy first pack — $5K-10K

100 servers, mix of pack purchases + 30 on recurring
- $25K + $1.5K MRR

300+ servers buying packs + 150 on recurring —
$100K (one-time) + $7.5K MRR

Become the de facto NPC pack for the GTA 6 RP
scene. $500K+/yr from packs, $50K+/mo recurring.

own voice + tonal modulation. Anything else is legal exposure.

* Moderation. Al NPCs will, given the chance, say things you don't want associated with your brand. Build
robust system-prompt safeguards and a filter layer. Test adversarially before shipping.

 Latency. Above 1.2 seconds and the magic dies. Optimize the request chain ruthlessly.

» Shipping before modding tools are stable. Wait for the PC modding scene to settle on conventions.

Building too early means rebuilding.

PLAYBOOK 03: $500 packs x 200 servers = $100K + recurring $7.5K MRR

= $100K passive
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04

PICKS & SHOVELS

Don't play the game. Sell tools to the people who do.

The opportunity.

Every gold rush makes more shovel-sellers rich than miners. The GTA 6 economy will spawn tens of
thousands of small operators — server owners, content creators, mod developers, RP communities, asset
designers — and every one of them needs tools. Most won't build their own. They'll buy yours.

The trick is identifying the right pain points before they're commaoditized. The first 90 days post-launch is
when the demand is hottest and the competition is thinnest. After that, marketplaces fill and margins
compress.

What's changed: with Claude Code and modern dev tooling, you can ship a useful tool in 1-2 weeks of
focused work. Asset packs in days. Templates in hours. The build cost has collapsed; the sell side hasn't.

Two customer segments.

Segment A — Server owners (Strategy 01-type customers).

These customers are operating businesses; they spend money to save time. They'll buy SaaS, packs, and
admin tools without much friction if the product solves real pain.

Segment B — Creators (Strategy 02-type customers).

These customers are operating brands; they spend money to scale output. They'll buy editing tools,
templates, and automation that lets them ship more content with less effort.
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Pick one segment first. Don't try to serve both — different customers, different pricing models, different
distribution. Pick the one closer to your own daily reality (you've been a creator longer than a server owner?
Sell to creators).

Products for server owners.

Server admin dashboard ($30-80/mo SaasS).

Player management, mission scheduler, faction tools, economy balancing, moderator queue. Every RP
server eventually builds this internally; sell them a polished version. Highest LTV product in the playbook.

Asset packs (one-time $20-100).

Vehicle skin packs, weapon variants, clothing collections, building exteriors. Use Midjourney + Photoshop +
texture pipelines. Ship 5-10 packs in your first 30 days. Volume play.

Lore generators ($50-150).

Tool wraps Claude with structured prompts for: faction histories, NPC biographies, mission outlines,
neighbourhood lore. Server owners input theme + constraints, get production-ready text. Saves them 100+
hours.

Economy balancers ($100 one-time / $40 with updates).

Spreadsheet-based or web tool that simulates in-game economy: cash flow per mission, inflation control,
drug market dynamics, business profitability. Critical for any server that takes itself seriously.

Products for creators.

Al thumbnail generator ($30-80/mo).
GTA-styled thumbnails on demand. Input: video topic + style preset. Output: 5 thumbnail variants ready for

A/B test. The market is starved for niche-specific thumbnail tools — be the one for GTA.

Clip detection / highlight extractor ($50/mo).

Streamers record 4-hour sessions and need to find the 30-second clips that go viral. Tool ingests stream
VOD, runs detection on speech intensity, gameplay events, and chat reactions, returns ranked clip
candidates. Saves streamers hours per week.

Auto-edit pipeline ($80-150/mo).

Drop in raw gameplay - outputs publish-ready short with hook, captions, beat cuts, CTA. Built on Remotion
or similar. The dream tool for high-volume creators (which they all want to be).
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Hook + caption generator ($20/mo).

Lower-tier tool. Input: topic. Output: 20 hook variants + matching captions. Volume play; minimal complexity;
high conversion at low price.
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Build approach.

Use Claude Code (or Cursor) for everything. Ship MVPs in 1-2 weeks of focused work. Validate fast — don't
spend a month perfecting a tool nobody wants. The pattern:

» Day 1-2: Pick one specific pain. Validate via 5 calls / DMs.

» Day 3—7: Ship MVP. Ugly is fine. Functional is the bar.

» Day 8-10: Sell to first 10 customers at half price for feedback.

» Day 11-14: Iterate based on usage. Polish UI.

e Day 15+: Launch publicly. Run paid ads if unit economics work.

Pricing strategy.

Templates / asset packs $20-100 one-time. Volume play.

Pro tools $30-80/mo SaaS. Recurring is the prize.

Enterprise (server owners, big $200-500/mo for white-glove service. Higher LTV,

creators) lower volume.

Custom / commissioned tools $1,500-5,000 one-time, scoped projects.
Distribution.

* Direct: Gumroad / Lemon Squeezy / Whop landing pages. Highest margin.
» Marketplaces: FiveM forums, Tebex, mod hosting platforms. Lower margin, higher volume.

» Content-led: Use your Strategy 02 channel to demo every tool. "I built this in 4 hours" videos drive
disproportionate sales.

» Partnership: Let Strategy 01-type server owners white-label your tools for their members. Revenue
share.

Realistic numbers.

Month 1 1 product live, 20 customers - $500-2K

Month 3 3 products live, 200 customers, 50 on recurring —
$5K + $2K MRR

Month 6 5 products, 800 customers, 200 recurring —» $15K +
$10K MRR
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Month 12 8+ products, 2K+ customers, 800 recurring — $40K +
$40K MRR

Top outcome Recurring SaaS dominates. $100K+ MRR within 24
months.

Pitfalls.

« Solving five problems poorly. One product that solves one pain exceptionally well > five mediocre
ones. Sequence.

* No customer service. Your moat is response speed. 24-hour Discord support beats every competitor's
email forms.

« Pirated copies on GitHub. Inevitable. Don't fight it. Make Pro tier service-based (updates, support,
integrations) so the value is the relationship, not the binary.

e Underpricing. Server owners running mid-six-figure businesses will pay $80/mo without blinking. Don't
price like you're selling to broke college students.

PLAYBOOK 04: $50/mo SaaS x 1,000 servers, Month 12

= $50K MRR
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05

DATA > VIBES

Be the authority on the GTA 6 meta. Compound forever.

The opportunity.

Most GTA content is vibes-based. Reaction takes, gameplay clips, opinion pieces. There's a massive
vacuum for systematic, data-driven authority — the Wikipedia + ESPN + insider hybrid for GTA 6. Whoever
fills it captures search demand for years and becomes the default reference for the entire ecosystem.

Search demand for GTA 6 will be historic. Within 30 days of launch, there will be hundreds of millions of
searches per month for queries like "best money method GTA 6 week 1", "fastest mission speedrun”,
"weapon tier list", "property ROI ranking". Whoever ranks for those owns a permanent annuity.

Al changes this game completely. You can systematically analyse leaks, patches, community data,
gameplay statistics, and produce structured guides at a pace humans can't match. The compounding asset
isn't your videos or articles — it's the database you build over time, which becomes a moat.

Content types.

Money method rankings.

$/hour for every income stream in the game, ranked, updated weekly. Include: setup time, equipment cost,
risk profile, prerequisite missions, optimal player count. The single most-searched category in any GTA
game.

Mission speedrun guides.
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Optimal route, equipment loadout, frame-perfect timings. Use community data + your own playthroughs.
High intent traffic, sticky audience.

Build optimization.

Loadouts ranked by playstyle, character build progression paths, stat min-maxing. Useful well into year 2 of a
player's journey.

Patch impact analysis.

Within 24 hours of every patch: what changed, what got nerfed, what's now meta. Velocity matters here —
first to publish wins the cycle.

Tier lists.

Weapons, vehicles, properties, characters. Update monthly. Tier lists generate disproportionate engagement
because they're inherently shareable and inherently controversial.

Meta predictions.

Where the meta is heading, based on patch trends and community signal. The highest-status content type —
establishes you as the analyst, not just the reporter.

The workflow.

The pattern is: gather data — Claude analyses — you publish structured guide + video. The data layer is the
differentiator. While other creators share their gut take, you publish a ranked table with $/hour calculations
and methodology. That's what Google rewards.

Data sources Your own gameplay + community subreddits +
Discord servers + official Rockstar patch notes +
leaks

Analysis layer Claude with structured prompts: "Given these 5

mission $/hour rates, rank them, identify outliers,
predict patch vulnerability."

Publishing Site (long-form SEO) + YouTube (tutorial format) +
email (weekly digest) + X (snippets/threads)

Update cadence Site: weekly. YouTube: 1-2 per week. Email: weekly.
X: daily.

Distribution: own the SEOQO.
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Build a dedicated site (gtabmeta.com / gta6strategy.com / similar). Optimize ruthlessly for search. Every
guide is its own page with structured schema markup. Internal link aggressively. Build a reference database
that gets so deep, no one else can match it without 6+ months of catch-up work.

YouTube is the second pillar. Long-form data-driven content has 3—-4x the watch time of vibe content
because intent is high. Use the same data to produce the video — script writes itself.

Email is your defensive moat. Even if Google de-ranks you (algorithm changes), your email list compounds
independently. By month 6 you should have 25K+ engaged subscribers.
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Monetization.

Display ads (site)

YouTube ad rev

Premium guides ($10-30 PDF)

Affiliate

Sponsored content

Cross-sell into other plays

Realistic numbers.

Month 1

Month 3

Month 6

Month 12

Top outcome

Pitfalls.

» Slow updates. Meta changes weekly. If your money-method ranking is from a patch ago, you lose

100K monthly visitors - $5-15K/mo. 1M visitors —
$30—-80K/mo.

Data content has high CPM. $5-12 per thousand
views typical.

Deep-dive PDFs for niche topics. "The Complete GTA
6 Heist Guide" — sell 1K @ $20 = $20K.

Controllers, monitors, capture cards, accessories.
Higher AOV than streaming-content affiliate.

Game accessory brands love data-driven creators
because audiences trust the recommendation.

Data audience is the most qualified lead source for
tools (Strategy 04) and premium content (Strategy 02
longform).

Site live, 30 guides published. Traffic: 5-15K.
Revenue: ~$0.

100 guides, 50K monthly visitors. Ad rev: $1-3K.
Email: 5K.

Site authority established, 200K monthly visitors. Ad
rev: $8—15K. Email: 25K. Premium guides: $5K/mo.

1M+ monthly visitors. Ad rev: $30—60K/mo. Email:
100K+. Premium: $20K+/mo. YouTube channel:
100K+ subs, additional $10-20K/mo.

Become the canonical reference. $200K+/mo in
stable annuity revenue.

authority. Treat updates as your job, not a chore.
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e Lazy data. Don't let Claude make up numbers. Verify everything. One viral wrong number kills your
authority for 6 months.

» Bland voice. Data-driven doesn't mean voiceless. Have an opinion, take stances, call patches dumb
when they are. Authority needs personality.

* SEO-only thinking. Diversify distribution. SEO is brittle to algorithm changes; YouTube + email + X give
you durability.

PLAYBOOK 05: First-mover authority + 1M monthly site visitors + 100K YT subs

= 7-FIG CHANNEL
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THE COMPOUNDING LAYER

Why one play is fine. Why five is
generational.

If you stopped reading after one strategy and executed it well, you'd build a real business. But
the deeper move is to understand how the five strategies feed each other — and to design your
operation so that effort in one becomes leverage in all the others. Content (Strategy 02) is the
engine. Everything else is fuel or output.

The flywheel, in plain English.

You make content. Content builds an audience. The audience captures into your email list and Discord.
From that owned audience, you sell:

* Server access (Strategy 01)

* NPC packs (Strategy 03)

* Tools (Strategy 04)

* Premium guides + sponsorship inventory (Strategy 05)

Each thing you sell becomes more content material — case studies, build logs, tutorials, reveals. That
content brings in a bigger audience. The audience funds more product development. The flywheel turns.
Every revolution makes the next one cheaper.

The five connections that matter most.

01. Content - Server (S2 - S1)

Your audience is the warmest possible source of paying server members. Every video that demos your
server's lore, faction storylines, or behind-the-scenes build process converts at 5-20x what cold paid ads
would. Specific tactics:

e Build-in-public series. "Day 14 of building an Al roleplay server" — documents the journey, builds
anticipation, generates founders' tier signups.

« Server tour videos. Walkthrough of your most cinematic locations and factions, gated by a CTA to join
the server.
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*« Member highlight reels. Showcase the most dramatic player-driven moments. Doubles as content + as
a recruitment tool.

e Founders' announcement drop. Video explicitly designed to convert: limited slots, founder benefits,
lifetime value math.

02. Content — NPC packs (S2 - S3)

Al NPCs are inherently visual content. Every demo of an NPC in action is a viral candidate. The funnel:

* Demo videos. "This NPC actually argues with you" — these clips have 1M+ view potential each.
» Free demo NPC. Give one NPC away free. Players hook into your packs after experiencing the quality.

e Server-owner case studies. Document a server that adopted your packs, their player retention impact,
the dollar value to them. Evergreen sales material.

03. Content — Tools (S2 - S4)

Build-in-public is the entire marketing strategy for indie tools. Show the build, show the use, show the
customer testimonials.

» Weekend build logs. "I shipped this dashboard in 3 days using Claude Code" — performs in both
gaming and developer audiences.

e Tutorial content using your tools. Every guide that uses your own tool is an ad. Make them genuinely
useful and the ad doesn't feel like one.

» Comparison videos. Honest takes on your tool vs alternatives. Counterintuitively, even-handed
comparisons (where your tool isn't always best) build trust and convert better than puffery.

04. Content - Data guides (S2 - S5)

Data content is content. The split is mostly about distribution: data goes to search-optimized site + long-form
YT, while entertainment content goes to TikTok and Shorts. They share a creator (you), a stack, and an
audience. Treat them as one operation with two distribution channels.

05. Server / NPC packs / Tools - cross-pollination

Server members are your warmest audience for NPC pack upsells (their server needs more NPCs, you sell
them). NPC pack buyers are your warmest audience for server admin tools. Tool buyers are warmest for
community / data products. The lateral cross-sells inside the paid tier are 30-50% of LTV expansion. Design
email sequences explicitly to walk customers across these tiers.
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The audience funnel.

Map your audience to the funnel and the math becomes obvious.

Top of funnel — Discovery (millions of impressions, low intent).

* TikTok shorts (Pillar 2 entertainment content)
* Instagram Reels

* YouTube Shorts

» X video clips

Goal: maximum reach. Convert <0.1% to email or Discord, but at million-view scale that's still 1K+ new
subscribers per viral hit.

Mid funnel — Authority (high intent, longer attention).
* YouTube longform (tutorials, breakdowns)
 Data-driven site articles (SEO traffic, search intent)
» X threads
Goal: prove value, build trust, position as authority. Convert 1-3% to email.

Owned audience (capture).

e Email list (highest LTV)
« Discord (community + warm sales)
* Newsletter cadence: 2x/week minimum

Goal: durable relationship. This is the only audience that's permanent. Algorithm channels can disappear
overnight; email and Discord are yours.

Paid tier (conversion).

» $5-30 entry products (premium guides, asset packs, single NPCs)
» $15-50/mo subs (server access, tool SaaS)

» $300-500 packs (NPC bundles, lore generators)

» $500+ enterprise (custom NPCs, white-glove tool support)

The pricing ladder.

Customers don't go from $0 to $500 in one step. They climb a ladder. Design yours intentionally:

Free Content + Discord + lead-magnet PDF (this one)
$5-15 Premium PDF guides, single asset packs, single
NPCs
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$15-50/mo Server subscription, tool SaaS, premium content sub

$300-500 NPC bundles, lore generator + asset bundle,
advanced tools

$500-2,000 Custom commissions, white-glove tool service,
enterprise tier

$2,000+ Bespoke server consulting, custom development,
partnership deals

Most customers will land at $15-50/mo and stay there. That's fine — a thousand customers at $30/mo is
$360K/yr. The high-ticket tier exists to capture the 5% who'd pay 10-50x for white-glove service.

Documentation as marketing.

The most underrated principle in this entire playbook: document the build as you do it. Every step you take
in any of the five strategies has a second life as content. The build log of your server is YouTube content.
The screenshot of your dashboard mid-development is a Twitter post. The behind-the-scenes of producing
an NPC pack is a Reels carousel.

This isn't extra work. It's leverage. The work you're already doing becomes the marketing. The marketing
becomes the audience. The audience becomes the revenue. Loop.

THE META-RULE

If you can't think of how an action you're taking on one strategy could produce content for another, you're
missing the leverage. Re-design the action so it does. This is the discipline that separates operators who
build empires from operators who build single products.
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30-DAY EXECUTION ROADMAP

Print this. Stick 1t on the wall.

Theory is theory. Below is the literal sequence of actions for the first 30 days. If you do nothing
else, do this. Don't try to run all five strategies in parallel from day one — sequence them. Pick
your wedge based on your skills, build the engine, then layer.

Pick your wedge first.

The right starting strategy depends on what you're already good at:

You're a writer / world-builder Start with Strategy 01 (RP servers)

You're a creator / video native Start with Strategy 02 (Content) — and almost
everyone should run this in parallel regardless

You're a developer / engineer Start with Strategy 04 (Tools) and Strategy 03 (NPCs)
when modding tools drop
You're a researcher / SEO operator Start with Strategy 05 (Data content)

Run Strategy 02 alongside whatever wedge you pick. It's the engine. Skipping it means starving every other
strategy of audience.

Week 1 — Build the content engine.

Days 1-2: Setup.
* Lock your three content pillars (utility, entertainment, news)

« Set up the production stack (OBS, Claude prompts, Remotion or CapCut, ElevenLabs voice clone,
Midjourney for thumbnails)

* Create or refresh your YouTube channel + TikTok + IG Reels accounts

« Set up Discord with channels: announcements, content drops, community, support,
faction-or-product-specific

 Set up email list provider (ConvertKit, Beehiiv, or similar) with lead magnet on a simple landing page

Days 3-7: Ship.
* Publish 2 longform videos (Pillar 1)
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* Publish 20+ shorts (Pillar 2)
* Publish 1 news/commentary piece (Pillar 3)
 Every video CTA - Discord + emalil

« Daily X posts pulling from your video content

Week 2 — Launch your wedge product.

Pick the strategy that matches your skill set. Build the MVP this week. The bar is functional, not polished.
Examples:

« Strategy 01 — RP server: Lore bible draft (50+ pages), 20 NPCs, 30 missions, Discord server live,
founders' page + email list

« Strategy 04 — Tool: One product live, 5 paying beta customers at half price for feedback

« Strategy 05 — Data site: Site live, 20 guides published, basic SEO structure in place, weekly newsletter
started

Week 3 — Cross-promote.

« Every piece of content drives to your wedge product

» Email list gets weekly drops with product CTAs

» Document the build of your wedge (becomes more content for Strategy 02)
* First sponsorship outreach — gaming hardware, VPN, software brands

« [terate based on data: which content converts? double down. Which doesn't? cut.

Week 4 — Layer the second product.

Pick the strategy that synergises most with your wedge. Strategy 01 - Strategy 03 (your server is the
testbed for NPC packs). Strategy 04 - Strategy 05 (your tool's data feeds your guides). Strategy 02 - all of
them.

« Plan the second product (1 day)
* Build MVP (4-5 days)
* Pre-sell to your existing audience before launching publicly

* Use the launch as a content event — every step is shippable content
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After day 30: layer slowly.

You'll have an engine + 1-2 products. Most operators stop here. That's fine — this is already a six-figure
business. If you want to push:

» Days 30-60: Strengthen what's working. Don't add new things until current things are bulletproof.
» Days 60-90: Layer Strategy 03 (when modding tools support it) or 05 (if you started elsewhere).

» Days 90-180: Hire your first team member. Probably a moderator, editor, or VA. Free up your
top-of-funnel time.

» Days 180+: You're now the operator of a real media + product company. Optimization phase.

Common failure modes (memorize these).

» Trying all 5 at once. Catastrophic. You'll do five things badly instead of one thing well. Sequence.

» Slow content cadence. Two shorts per week is invisible to the algorithm. Either commit to high
cadence or don't bother. The middle is the worst place to be.

* No capture layer. Every viral creator who didn't build email + Discord regrets it. The algorithm taketh
away. Owned audience is permanent.

« Underpricing. The audience for these products has money. Don't self-sabotage with $5 price points
where $50 was correct.

* Quitting before month 3. The compound math is real. Months 1-2 feel slow because they are. Month 3
is when the curve starts to bend. Most operators quit in week 6. Don't be most operators.

* Not documenting the build. Every action you take has a content second life. The work is the content.
The content is the audience. The audience is the revenue. If you're not capturing the work in real time,
you're leaving 80% of the leverage on the table.

THE BOTTOM LINE

Pick one strategy. Run Strategy 02 (Content) in parallel because it's the engine. Sequence the others over
months 2, 3, 6. Document everything. Capture every audience touchpoint to email + Discord. Don't quit
before month 3. The math compounds. The window is 30 days from launch. Go.

GTA 6 PLAYBOOK - Miles Deutscher - Al Edge 35



THE WHOLE GAME, IN ONE LINE

Pick 1.

Stack 'em.
Print.

GTA 6 is a generational economic event. The 30-day window from launch is the

single most valuable real estate in entertainment for a decade. Everyone reading

this has the same access to the same tools. The difference between the people

who turn this into life-changing money and the people who just play the game is

execution velocity. Start now. Build something real. Document it as you go. See
you on the other side.

— Miles Deutscher - Al Edge
Daily Al tools, builds, and frameworks for the next era of creators and operators.
Find me on YouTube, X (@MilesDeutscher), and Instagram.
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