<0
Q&Y .
Monetization Lessons G@C

from Asian F2P Games NEXT

NOVEMBER 5-7, 2013
EXPO DATES: NOV 5-6

LOS ANGELES, CA

GDCNext.com

Tom Nichols
VP PC Games, North America
Aeria Games & Entertainment

. ‘ UBM
Tech
N




&

y CDNFERENCE NE‘ NOVEMBER 5-7, ZEIIBmDATES: NOV 5-6 LOS AQELES, CA GDCNB)’)DK

Agenda

e Aeria Games? Who?

e What ARPU can I expect from a F2P game?

e What can I do to drive higher ARPU?

« How can I drive more spenders in my game?

e How do I improve monetization while
maintaining game balance?
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Aeria Games is a Leading Free to Play MMO
Game Publisher in the Western Markets

e 40M+ players /

e 40+ games

. PC, iOS, . /
RS0 aerig, |
. 2M+ MAU

-
. 9 languages cA (5
e 30+ countries
e 12 currencies
° Unlfled
publishing
platform

e Leader in F2P
monetization

Localized games offered by Aeria Games




GWDNFERENCE NE"“ ' !DVEMBERS-7,2IZ]13&JATES:NDV5—8 LCMELES, CA GDCNB)’:DI’K‘
Free-to-Play Game Daily ARPU Comparisons

Sample Game Daily ARPU

Casual Facebook PC Game $.02 - $.05
Mid-Core Facebook PC Game $.40 - $.50
Core Browser MMO RTS PC Game $.80 - $1.00
Core MMO FPS PC Game $.25 - $.35
Mid-Core MMO RPG PC Game $.45 - $.80
Core MMO RPG PC Game $.80 - $1.10

Daily ARPU: Daily Revenue / DAU; averaged over a period of 30 - 90 days
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o Aeria Games? Who?

e What ARPU can I expect from a F2P game?

e What can I do to drive higher ARPU?

« How can I drive more spenders in my game?

e How do I improve monetization while
maintaining game balance?
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Game Systems That Drive High ARPU

e Gear & enhancements
e Mounts

o Costumes/vanity it

e Time speed-ups

e« Resources o
=
o Buffs .
[ ) S eCO n d a ry C U rre n Ci iding, R o Gre E:Ciggg,gﬁ%ryd;:rho%e:tbragm

You have: 0

e Gambling systems for
all of the above
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Gear Enhancement: Systems That Drive

Monetization “Ire

Chance-based systems  “**i ..
Ability to increase odds for success
Enhancement failure and insurance

Socketing systems +5 ATK

Enchanting systems

Random stats
+61 HP
+17 DEF
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Scarlet Blade’s Gear Enhancement System

o« Each piece of gear has 1 - 10
levels

« Chance system used to gain

Enhance . Enhancement
item
(consumable)

one level (e.g. +6 to +7) :
. nsurance
e At +7 and above, gear will itern ($$%)
drop a level if upgrade is
unsuccessful (unless you use
insurance item) Gear
Increase
success %
($)
ReSUIt: $300-$500+ for What is Enhancement?
fully enhanced piece of el e S

max-level gear

Enhancement Method:
Place the item to be enhanced in the

Item slot and Red or Green Stardust v

*@* Enhance %  Close



Wartune’s Gear Socketlng & Stat
Randomization

ender Jewel R [Legend] +21

(Can be enchanted to +21) ‘ Blacksmith ') IAYY A T 'l\
e e e o —— e 1 R v ¥ i ‘..j \M

RENERY Socket | Synthesize Refine Rnc:‘ cle /|| Convert

Required Class: Mage 4

Required Level: 40 1

[T 5 R
MATK 165 +451 &Remove Gem o | B gl | B

€ MATK+176 4
& MDEF+176

& PDEF+176

€& HP+880

IATK vi. 8) p* SR - y Auto Buy
MDEF Lvl. 5) AN S o ¥ 3 $ N
Endurance +22 (Lvl. 6) :

821118 | || Use bound ’ .
first.

Lilash's Dynasty(0/2)

Original Stats New Stats

g  HP+121(Lu.2
2d Gems for Mage

Endurance +22 (Lui. 6)

[Equipment Rating: 941 (+979)]

Armor +25 (L. 10)
Item Price: 936575 Gold

8

Intellect +25 (Lvi. 10)

Swap Mew

Refinement Reflnlng Cost %0 ® Stats

Lock

? More Info Ref ne

v, .
forjet Scrc'r-?n._'crigl
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Monetization Potential for Gear
Enhancement Systems

Sample | Cost per piece of Cost per
game top gear/weapon character

Game 1 $300-$500 $2,000-$3,500
Game 2 $3,000-%$4,000 $8,000-%$10,000
Game 3 $150-$200 $900-%$1,200
Game 4 $3,000+

Game 5 $700-$800 $5,000-%$7,000

Game 6 $10,000-$30,000 $80,000-%$200,000

Actual metrics from F2P games in Aeria’s portfolio from Asian developers
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Systems & Tools Can Drive Higher ARPU

e Gambling systems for chase items
o Bonus items for additional spending
e Game economy management

e Spender conversion

Uere&! SEIEI'IIElEI'

B0 (ﬂ)

Stone and Crystal Tracking — 7 day avg

1500AP  T7OODAP 14000AP 21000AF 35000AP 49000AF 70000AP 100000AP

90000 50000
TIER1 TERZ TERI TER4 TERS TERG TER7  TERS 80000 45000
Round 1 70000 A A 40000
P TierRedeemed MM TierUniocked [ Rewards Progress (@i 60000 A N /\ AN /\ [ 35000
50000 30000
25000
40000 20000
: : 20000 10000

Step 2 Step 3 10000 5000

Qua“fy For ° Y 2 Vv Vv Vv Y Vv > > > °
FREE Rewards PR AR MM L AP S S 0
IO M S 2 SN I A
N vy v A ™ > ¥ A

=7 per. Mov. Avg. (Crystal)
=7 per. Mov. Avg. (Stone)
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Econ 101 Works for V|rtual Items Too

Price

Maximum
Potential
Revenue

Quantity
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Optimizing Revenue from Chase Items

Mystery Boxes, Gambling Systems
Tier Promotions

Limited Time Offers

Limited Quantity Sales
Direct Sales
Discounted Sales

Price

~ 2 -3
Months*

Quantity * Your mileage may vary
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o Aeria Games? Who?

e What ARPU can I expect from a F2P game?

e What can I do to drive higher ARPU?

e How can I drive more spenders in my game?

e How do I improve monetization while
maintaining game balance?
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Spender Conversion Best Practices

o Understand buyer motivations BSEIEAE R
« First time buyer package Convenience
e LOw entry price shops

Skip

Skip forward in time and shorten Jump forward in time and shorten
Building, Research or Great Dragon Building, Research or Great Dragon
recovery time by 15 minutes. recovery time by 1 hour.

You have: 0 You have: 0

/A

Bounce forward in time and shorten Bore forward in time and shorten
Building, Research or Great Dragon Building, Research or Great Dragon

recovery time by 8 hours. recovery time by 15 hours.
You have: 0 You have: 0

NN N N N N N

Cost:

Cost: £
ot s







Get all this for FREE!

Spend any amout of AP
Kap”;?jﬁ;?e\r/\/s;?ku(z ZS)Et for-the first time and get
Fetch'Pet Datachip 61000 AP WO rth
SkilllResetCode ) A Of gOOdS!
EXP. Boost (x5) i K
o a0a r\\ —
D

$60 worth of stuff
the first time you
spend money in

the game!
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Low Entry Point Price Shop

9-AP Shop

@:8

Need to recharge your @ ? Click here

Earnfree Q
 Hot |

.

-Cotton Candy Alpaca- -Iris Jewel (1-day)-

Q )

Limit: 3 Per Uss Limit: 1 Per User
[-1]o |[+] Timed Item \

Small Bag

[-1lo |[+] [-1lo |[+] o
ADD TO CART lelte.d
ADDTO CART ADDTO CART Quantity
per Account
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More Virtual Item Sales Best Practices

e Communicate
e Presentation matters
e Bulk discounts work

e Customers can be
trained when to spend

e Scarcity marketing
works
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Agenda
o Aeria Games? Who?
e What ARPU can I expect from a F2P game?
e What can I do to drive higher ARPU?
e How can I drive more spenders in my game?

e How do I improve monetization while
maintaining game balance?
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Balancing "Pay to Win” vs. "Play to Win"”

Power Vs.

o« Make top gear very expensive but provides small
gameplay advantage
e Secondary currency:

o Available for cash and in-game (may require a lot of gameplay)
o Separate item shop for this currency

o Design goal: Competitive game balance for very
active players and top spenders
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¢ ARPU benchmarks _
Sample Game D ET]Y
e Game systems that _

. . . C | Facebook PC G .02 - $.05
drive monetization, s W

Mid-Core Facebook PC $.40 - $.50

especially gear Game
_ Core Browser MMO RTS $.80 - $1.00
e Chase items: PC Game
maX|m|Z|ng revenue Core MMO FPS PC Game $.25 - $.35

Mid-Core MMO RPG PC $.45 - $.80

e Spender conversion Game
] Core MMO RPG PC Game $.80 - $1.10
e Sales best practices

e 'Pay to win” vs. “pla
to win”
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Thanks!

Tom Nichols

VP PC Games, North America
Aeria Games & Entertainment
tom.nichols@aeriagames.com
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Bonus Time: F2P in Amusement Parks

Pay when entering

the park (~$60)

F ,ags® Rides are “free”

GREAT AMERICA

Six

Entry is free
Purchase tickets for
individual rides

Santa Cruz -] Beach (~$3-5 per ride)
Oardwalk |l - orpuretese i

access ticket

Which park has higher ARPU?



