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Balance of Power:
F2P Game Design Vs Product Management

Lucas Gonzalez Torres
Game Designer & Product Manager
Independent

MARCH 18-22, 2019 | #GDC19



()

o
//f/ '

et KINDRED SPIRITS

-Jmt MwESISLANm'smu






MARCH 18-22, 2019 | #GDC19



Q\‘\ \KEY FEATURES, - - - Q
- METRIcS ‘

MONETIZATION
MARKETING

‘f;lg‘) -~ GAMEPLAY

PLAYTESTS



NS Moy MM TELE e
ANDERSON PIFFER (=)
; ANIL DAS GUPTA CAMELOFT
& 4 F0RN 2R CIRSTIPHER FY
FUGENE YAILENKD - \&:8) ©

N i, ek 21




PART |
POINTS OF CLASHING
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MARKETING ~ PRICE
MIX
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PRODUCT __ CUSTOMER'S
MANAGER ~—  NEEDS




BOTH ROLES BELIEVE THEY ARE THE
ULTIMATE RESPONSIBLE FROM TAILORING

THE GAME FOR THEIR PLAYERS




POINTS OF CLASHING

| WHAT TO ADD/REMOVE/CHANGE IN THE GAME
2. WHEN 1S THE BEST MOMENT T0 DO IT
3. HOW TO EXACTLY EXECUTE IT




POINTS OF CLASHING
| WHAT TO ADD/REMOVE/CHANGE IN THE GAME




Well done!|Now!it's/timetolcompete!with other:
players: The more|firecrackersiyou/make; the
betteriyour chancesiof winning|are:

Tip: Firecrackers enly count when you beat thr
level!
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POINTS OF CLASHING

2. WHEN 1S THE BEST MOMENT T0 DO IT




UPDATE 1

E »' INTERFACE!

UPDATE 2

E 2! INTERFAC.EI

UPDATE 2




POINTS OF CLASHING

3. HOW TO EXACTLY EXEGUTE IT
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THE GD JUST WANT TO MAKE A GAME
FOR HIMSELF
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PART

REDUGING FRICTION




[HE GAME DESIGNER




WHAT A GD CAN LEARN FROM HIS PM
N ORDER 10 DO RIS JOB BESI?
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WHAT A GD CAN LEARN FROM HIS PM

|. BENCHMARKING




RECOMMENDATION # 1
GET FAMILIAR WITH THE MOST IMPORTANT KPIS

LTV CONVERSION CVR  ARPPU

ARPDAU
DAV
ARPU- CTR OP|  K-FACTOR
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WHAT A GD CAN LEARN FROM HIS PM

2. ESTIMATING CHANGES IN THE METRICS




RECOMMENDATION #2
GET PRACTICE. MAKE YOUR OWN ESTIMATIONS AND
CHECK THEM AFTER
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WHAT A GD CAN LEARN FROM HIS PM

3. VALIDATING RESULTS




RECOMMENDATION #3
LEARN SOME STATISTICS. BE ACCURAIE

MEAN

3 STANDARD N R 3 STANDARD
DEVIATIONS ;,ﬁ’ e DEVIATIONS
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2 STANDARD 3 STANDARD 1 STANDARD 2 STANDARD
DEVIATIONS  DEVIATION  DEVIATION  DEVIATIONS
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WHAT A GD CAN LEARN FROM HIS PM

|. GET FAMILIAR WITH THE MOST IMPORTANT KPIS
2. PRACTICE ESTIMATION

3. LEARN SOME STATISTICS. BE ACCURATE




THE PRODUCT MANAGER




Sl

&S

WHAT A PM CAN LEARN FROM HIS GD
~IN ORDER T0 DO HIS JOB BEST?




WHAT A PM CAN LEARN FROM HIS GD

|. INNOVATING IN GAMEPLAY




RECOMMENDATION # 1
FORGET FRANKESTEIN APPROACH

OUR PROTOTYPE

SLASHROYALE CORE GAMEPLAY
LOOT BOXES
ﬁ MATCH 3
BATTLE PASS SOCIAL MAP
MY FAVORITE
CLANS OF ot
CLASH OF CLANS

GOC



WHAT A PM CAN LEARN FROM HIS GD

Z. UNDERSTADING GAME MECHANICS




RECOMMENDATION #2
GET PRAGTICE: DESIGN A SIMPLE PART OF THE GAME

£
) :\x
s"




WHAT A PM CAN LEARN FROM HIS GD

3. EMPATHIZE WITH YOUR PLAYERS




RECOMMENDATION #3
RESPECT YOUR PLAYERS




WHAT A PM CAN LEARN FROM HIS GD

|. FORGET FRANKESTEIN APPROACH
2. PRACTICE DESIGN
3. RESPECT YOUR PLAYERS




PART 3

NORKING TOGETHER




V1.0 (Mar 11th)

V 1.1 (Mar 31st)

RETENTIDN
= Tutorial
- Minimap

Y

arpu~S1

Monetization
1d > 40 %
7d > 10 %
arpu > S$.15
V13 (Jun 16th) V 1.4 (Ago 5th)

ARPU 10S.
- Disassembling opponent’s
machine in quick fights. SHORT TERM RETENTION
Parts spinner. - Missions.
-~ Toolboxes with instant
upgrades. LONG TERM RETENTION

- “Magic” items.

- Autofight (Quick sessions)

ARPU & RETENTION

- Babte 1% dels oanadansas)

1. WHAT TO ADD/REMOVE/CHANGE IN THE GAME
WORK TOGETHER ON THE ROADMAP

Global
Monetization —> e
V 16 (Dec) V 2.0 (Apr 6th)
RETENTIDN & ARPU
- New parts
- Skills

V 17 (Feb)
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JORK' TOGETHER ON THE ROADMAP

il
INNOVATIVE FEATURES

BENCHMARKS FOR KPIS
& STANDARD FEATURES




2. WHEN 1 THE BEST MOMENT 10 DO IT
USE METRICS TO DEFINE PRIORITIES




USE METRICS T0 DEFINE PRIORITIES

6D & PM
UPDATE ROADMAP
CHOOSE WHAT WILL BRING AGCORDINGLY -
MORE CHANGES ‘




3. HOW EXACTLY EXECUTE I7
AGREE ON FEATURE STATEMENTS




JOREE ON FEATURE STATEMENTS

Jin ‘) 6D

P & GD LOW LEVEL
DEFINE STATEMENTS




WORKING TOGETHER

. WORK TOGETHER ON THE ROADMAP
2. USE METRIGS TO DEFINE PRIORITIES
3. AGREE ON FEATURE STATEMENTS




gifs-planet.com
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HOW T0 SUPPORT THIS COLLABORATION

|. THERE MUST BE A TIE BREAKER SYSTEM

2. ENSURE THAT BOTH GD & PM HAVE A VOICE




ONLY PM / NO GM
A LATE CLONE OF A TOP GROSSING GAME

,, ONLY 6D / NO PM
) ATHOR GAME WITH LOOSY MONETIZATION

B




FINAL THOUGHTS
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KEY FEATURES

NERCS
MONETIZATION
ROADMAP

MARKETING

CAMEPLAY PLAYTESTS
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LUCAS GONZALEZ TORRES
LUCGTORRES@GMAIL.COM

@KINGKURANES
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