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PART 1 
POINTS OF CLASHING 
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BOTH ROLES BELIEVE THEY ARE THE 
ULTIMATE RESPONSIBLE FROM TAILORING 

THE GAME FOR THEIR PLAYERS   



1. WHAT to ADD/remove/CHANGE in the game 
2. WHEN is the best moment to do it 

3. HOW to exactly execute it 
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1. WHAT to ADD/remove/CHANGE in the game 
2. WHEN is the best moment to do it 

3. HOW to exactly execute it 

POINTS OF CLASHING 





THE GD just want to make a game 
for himself  

our PM just want to make 
money 





PART 2 
REDUCING FRICTION 



THE GAME DESIGNER 



What A GD can learn from his PM  
in order to do his job best? 



1. Benchmarking 
2. Estimating changes in the metrics 

3. validating results 

What A GD can LEARN from his PM 



RECOMMENDATION #1 
Get familiar with the most important KPIs 
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1. Benchmarking  
2. Estimating changes in the metrics 

3. Validate results 

What A GD can LEARN from his PM 



RECOMMENDATION #2 
GET PRACTICE. Make your own estimations and 

check them after 
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RECOMMENDATION #3 
Learn SOME statistics. BE ACCURATE 



1. Get familiar with the most important KPIS 
2. Practice estimation 

3. Learn SOME statistics. Be ACCURATE 

What A GD can LEARN from his PM 



THE PRODUCT MANAGER 



What a PM can learn from his GD  
in order to do his job best? 



1. Innovating in gameplay 
2. UNDERSTANDING Game mechanics 
3. EMPAThIZE WITH YOUR players 

What A PM can LEARN from his GD 



RECOMMENDATION #1 
FORGET frankestein approach 
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1. Innovating in gameplay 
2. Understading Game mechanics 
3. EmpatHize with your players 

What A PM can LEARN from his GD 



RECOMMENDATION #2 
GET Practice: Design a simple part of the game 



1. Innovating in gameplay 
2. UNDERSTADING Game mechanics 
3. EMPATHIZE WITH your players 

What A PM can LEARN from his GD 



RECOMMENDATION #3 
RESPECT YOUR players 

PM 
GD 

LTV  
($ / Days) 



1. Forget frankestein approach 
2. Practice design 

3. RESPECT YOUR players 

What A PM can LEARN from his GD 



PART 3 
WORKING TOGETHER 



1. WHAT to ADD/remove/CHANGE in the game 

Work TOGETHER on THE ROADMAP 



PM 
benchmarks for KPIs  
& standard features 

GD 
innovative features 

Work TOGETHER on THE ROADMAP 



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



PM 
CHOOSE what WILL BRING 

MORE CHANGES 

GD & PM 
UPDATE ROADMAP 

ACCORDINGLY 

USE METRICS TO DEFINE PRIORITIES 



AGREE ON FEATURE STATEMENTS 
3. HOW EXACTLY EXECUTE IT 



PM & GD 
DEFINE STATEMENTS 

GD 
DESIGN AND IMPLEMENT 

LOW LEVEL 

AGREE ON FEATURE STATEMENTS 



1. Work together on the roadmap 
2. Use metrics to define priorities 
3. Agree on feature statements 

WORKING TOGETHER 





1. There must be A TIE BREAKER system 

2. Ensure that both GD & PM have a voice 

HOW TO SUPPORT THIS Collaboration 



ONLY PM / NO GM 
A late clone of a top grossing game 

ONLY GD / NO PM  
Author game with loosy monetization 



FINAL THOUGHTS 
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SIMPLY  OUR GAME 
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