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Mobile Games Marketing

A team of busmess and technology experts
:I k

A team of 110+ mobile advertising experts Employees from 20+ countries, speaking
25+ languages

Headquartered in Berlin with offices in Backed by Prime Ventures and HitFox Group
San Francisco and Seoul with in 20m USD investment
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Monetizing your app with native advertising

@ There are only so many ways to monetize game/non-game apps

@ Don’t fool yourselves...analytics is key!

g Challenges of traditional mobile advertising

@ Native is hot right now but...

9 Here’s how it can be done

@ No SDK
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1. There are only so many ways you can monetize games

In-App Purchases

Monetizing through virtual goods is hard, only 1.5% of
players monetize (Swrve)

g Rage of Bahamut Fre
ﬁ Earn 345 Respect Points - . .
‘ o owame Rewarded video/actions
@ e Becoming very tricky with Apple’s latest crackdowns

Netflix - Free Trial
NETELIY - NSO &
Earn 29,591 Respect Points

v App Install Ads
_—
‘ Advertising

Branding Campaigns
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2. Don’t be fooled: analytics is key

IAP still gets the bigger part of the pie in terms of revenue, but...

Mobile revenue breakdown

App Store
Revenue 77 %

[R5 F%] (B 2
Advertising 23
Revenue
23%

IAP Revenue from
Paid Apps 18%

Paid Revenue 4%
Source: Flurry, Distimo
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2. Don’t be fooled: analytics is key

... reality hits: most of your users won’t monetize through

1.5% IAP monetization is hard

On average, 98.5% of users do not
monetize through IAP at all.

Free-to-play mechanics are hard to
master and are extremely data-driven.

Advertising helps you monetize the rest
of your user base.

You need a Player Relationship
Management tool to know which users
to show ads to, and when.

PRMs can help you with
® Paying Users  ® Non-paying Users non-monetizing users.

Source: Swrve
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3. Challenges of traditional mobile advertising

Banner Ad Interstitial Ad

X
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3. Challenges of traditional mobile advertising

App List Video Ad

- —
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3. Challenges of traditional mobile advertising

User value Intrusive High user value Rather Intrusive High user value
Necessary amount of High amountof  Verylowamount Lower amountof Verylow amount
impressions impressions of impressions impressions of impressions
Average eCPM level Low eCPMs High eCPMs Medium eCPMs High eCPMs
Main pricing model CPC CPA CPC, CPI CPV (Cost per

iew), CPI
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3. Challenges of traditional mobile advertising

Disrupted user experience

Lower click-through rates and eCPMs

Ad fatigue / ad blindess

User churn and low retention

Bad app store reviews and user mistrust

DOODD
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3. Challenges of traditional mobile advertising

Innovative
Traditional

Retention / monetization

Paradigm Retention AND monetization
TRADEOFF

User Impact Rather Intrusive Value-adding

Ad Format Standard Native

Average eCPM Low - Mid High
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4. Native is hot but...

... “native advertising” is nowadays mostly used to describe
specific and existing ad formats!

(mainly, in-feed or in-stream ads)

Suggested Apps
@g Candy Blast Mania
Try this delicious puzzie adventurs. Play |
REEY SFONSOR CONTENT
Every Day Should be

. the Super Bowl -
#5B365

Sponsorea by Sharethrough
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4. Native is hot but...

These “Facebook style” ad formats are served through templates which very
seldom fit the user experience of mobile games or other apps

EJ‘ The Simpsons: Tapped Out

Create our own living, breathing
Springfield for FREE with The Simpsons:
Tapped Out

The Simpsons: Tapped
Out

B




GAME DEVELOPERS CONFERENCE™ CHINA 2014  OCTOBER 19-21, 2014  GDCCHINA.COM

Lif#

Mobile Games Marketing

4. Native is hot but...

Native advertising is not just a different type of ad format, it is a framework.

O In-stream ads are rarely a good fit for games. (unless they have a feed)

For mobile games specifically, native advertising means adapting and
g‘ customizing the ad unit to the user experience and user interface of
each specific game, so as

8 Native advertising is a framework:

For instance, in-feed ads are per se an ad format. Whether they are
native or not depends on the context of their integration within the

app.
Conversely, a banner can be native if it has the right integration

(stay tuned...)
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5. How it can be done (Game)

v N\

Sweets Mania by Webelinx °

Great job! Keep
) playing and
Sesearn more points!
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5. How it can be done (Game)

Happy Mall by Happy Labs

2. Display Native Ad format

Sponsored Isabelle's Choice:
Farm Heroes Saga
Tes " Ein neues siichtig machendes Seiel von den Candy

‘_"‘ Crush Machern, dass du sofort ausprobieren solltest!

1. Click Image
banner
Result

: CTR 4 ~5% (vs. banner ad 0.6%)
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5. How it can be done (Game)

~

(" Write a review for *Hapey Mall Story,

Reward: .49 SHOWIIE

NV

[ Invest in *Story Books , Sroume )
Reward: 277777 R

2
SHGWHTIE

J

(" (nvest in *Tropical Fruits.
Reward: 7777777

(" Build a *Mini Garden s
Reward: |/

\[_Ruild 2 ¥ Short Palm Tree

SHOWHTIE

(g Sponsored [sabelle's Choice:
S¥ Candy Crush Saga

BIEEIELE

oy

Sponsored [sabelle's Choice: Q :
Candy Crush Saga E

A" Match 3 par excellence! Candy Crush saga combines
e, fluid fast-paced gameplay with the sweefest setting

Mobile Games Marketing
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5. How it can be done (Game)



https://www.youtube.com/watch?v=nBQEQ5qbbU8
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5. How it can be done (Messaging)

Tango Pinger

X
.81 il £ a0 v
. Gil Danziger just joined Tango, sa... v/
T [ :
Time to update Tango!
Feb 26, 2014
lonut b
You: What?

ZMS) Farm Heroes Saga
v

\ daniel nathan
That's super early..

[# New Message
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5. How it can be done (Others)

My Pink Keyboard Adobe Air

7=

@o Ao U= an

ic@hitfox.com
eka@applift.com
ubject

7 3 items (988.1KB / 10 MB) A

.,
o Ll o)

t
BBEnAbACD
+ BEEBARE <
EONENEEE
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5. How it can be done (Results)

Overall native performance Average performance
for the main countries for traditional formats
| cr | cr | ecpm | | cmrR | crR | ecPM |
I+l Canada 3.56 % 6.16 % $ 4.65 Banner 0.23 % 0.17 % $0.13
11 France 5.66 % 3.06 % $4.88 Interstitial 1.20% 2.34 % $ 0.90
B Germany  432%  496%  $373 VS Offer Wall 1.32% 1.98%  $0.88
R i 11.27 % 2.06 % 2.81
e ¥ Video 2.42%  3.79%  $2.98
sy UK 4.49 9% 10.21 % $8.12

=1 S5

Other Rich media 2.13%  3.14 % $ 2.25
BEE Us 3.67 % 8.47 % $ 5.60

R.O.W average 4.56 % 5.49 % $1.77
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6. No SDK

Native advertising does not require the integration of a third-party SDK...
...as a matter of fact, it goes against it!

Most “native” solutions usually offer a limited
amount of templates (e.g. interstitials or in-
stream ads to integrate within your app) through
an SDK.

Even though templates can be customized to the
app’s look and feel, they remain fixed templates.

Because each game is different, the only way to
offer truly native ad formats is to create them

yourself!
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6. No SDK

SDK API

VS
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6. No SDK

|
of i vz ) = =)
H P K -4
i 3oz, | B ! - wea0 Netz =
f=3 ?
<4 <\
A S

3. FANCY

Rating

" xy

X ) |
(R
Description
o B
J

PubNative [:.‘:; =

21+ Different Parameters
cJaJeJe)a]
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Questions?



