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* N X: virtual currency charged with credit card/ prepaid cards and etc.
* GP: game points, which can be obtained by playing games
* NX Standard Weapon: weapons which can be directly purchased from the shop(NX)

* GP Standard Weapon: weapons which can be directly purchased from the shop(GP)

* NX Rare/Epic Weapon: weapons which can be obtained only from NX random cases

* GP Rare/Epic Weapon: weapons which can be obtained only from GP random cases

* Duration: most of the weapons and items have expire dates (I, 7, 30, 90, Permanent)
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Combat Arms Postmortem

_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/ISLJa| Etc.
- *Trial & Error: Pricing, Duration, “Sales Methodology” How it Functions

 Weekly ARPU
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“ARPU started to increase” — ,»
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Combat Arms Postmortem

_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions
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Combat Arms Postmortem

_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Weapon Specific Cases
Random weapon under designated type
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Weapon Specific Cases
Random weapon under designated type
Random duration
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-Segments “Advantage. Convemence”,\/|sua|, Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Weapon Specific Cases
Random weapon under designated type
Random duration
Chances of Rare
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Weapon Specific Cases
Random weapon under designated type
Random duration
Chances of Rare
“New Sales Methodology” C‘ C
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence”,\/|sua|, Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Standard Weapons(M416 CQB)
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Standard Weapons(M416 CQB)
Slightly higher performance
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Standard Weapons(M416 CQB)
Slightly higher performance
Still top seller in the shop
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Standard Weapons(M416 CQB)
Slightly higher performance
Still top seller in the shop
“More Advantage”
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*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Supply Mysti-N
Random Rare Weapons
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Combat Arms Postmortem

_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

Supply Mysti-N
Random Rare Weapons
Random duration
“New Sales Methodology”
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions
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-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions
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_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/|sua| Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

ngh Varlabllnv

Supply Case GP-Hazard
Random amount of GP
“New Item: Convenience/Advantage”
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Identify - Stage2: Feb 2009 - July 2009

*Segments: “Advantage, Convenience” Visual, Etc.
- *Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions
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Combat Arms Postmortem

Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” Vlsual Etc.
*Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

_Rank | _______ltemName ____| % of Total

Weapon Specific Cases 9.95%
M416 COB 7.48%

Supply Case GP-Hazrad 4.81%
Supply Crate Myst|-N 4.44%
Bonus EXP Pass(25%) 2.88%
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Combat Arms Postmortem

_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/ISLJa| Etc.
~ *Trial & Error: Pricing, Duration, “Sales Methodology”’, How it Functions

_Rank | _______ltemName ____| % of Total

Weapon Specific Cases 9.95%
M416 COB 7.48%
Supply Case GP-Hazrad 4.81%
Supply Crate Myst|-N 4.44%
Bonus EXP Pass(25%) 2.88%

* M416 CQB released on 2/25/2009
*Weapon Specific Cases & Myst-N released on 3/25/2009
* Bonus EXP Pass released on 4/29/2009

* Supply Case GP-Hazard released on 6/25/2009 GC
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Combat Arms Postmortem

Identify - Stage2: Feb 2009 - July 2009

*Segments: “Advantage, Convenience” Visual, Etc.
- *Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions
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Combat Arms Postmortem

_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” Vlsual Etc.
~ *Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

ARPU/Minute (monthly)
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Combat Arms Postmortem

_Identify - Stage2: Feb 2009 - July 2009

-Segments “Advantage. Convemence” \/ISLJa| Etc.
- *Trial & Error: Pricing, Duration, “Sales Methodology”, How it Functions

ARPU/Minute (monthly)

MapleStory vs. Combat Arms
| 2 months after commercial
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions
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Combat Arms Postmortem

Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Visual

Clan Emblem * Specialists

?Lajgr/(,m“ Mercenaries

Name Change |&ears WQQFQMS

Elite Moderator &P Random Case
Convenience & Rohnus Passes \Advantage
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Identify - Stage3:Aug 2009 - Feb 2010

*Segments: Advantage, Convenience,Visual, Etc.
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Visual

Clan Emblem * Specialists

?Lajgr/(:i_&h Mercehnaries

Name Change |&ears WE_QFC}V\S

Elite Moderator &P Random Case
Convenience & Rohnus Passes \Advantage

“Let’s try new durations GWC |
and new sales methods” OnllnE
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°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions
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Combat Arms Postmortem

Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
- *Trial & Error: Pricing, “Duration, Sales Methodology”, How it Functions

Weekly ARPU
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
- *Trial & Error: Pricing, “Duration, Sales Methodology”, How it Functions

Weekiy ARPU
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Combat Arms Postmortem

Identify - Stage3:Aug 2009 -

°Segments Advantage Convenience,Visual, Etc

Feb 20IO

~ *Trial & Error: Pricing, “Duration, Sales Methodology”, How it Functions
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“ARPU kept increasing”
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions
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Combat Arms Postmortem

Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

cPermanenlt Duratkion
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

cPermaient Durakion
eDireck Sales

e GWC
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_Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

cPermanent Durakion
eDirect Sales
Random Case + Cownbkenks
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions
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Combat Arms Postmortem

Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Permanent Duration
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Permanent Duration
| or 2 weapons only

GWC
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Permanent Duration
| or 2 weapons only
Limited time
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°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions
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Combat Arms Postmortem

Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Direct Sales
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Direct Sales
Sold rare weapons directly
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Direct Sales
Sold rare weapons directly
Limited time

e GWC

 ARMS SNEXON On me |




Game Developers Conference® Online 2011 | www.GDCOnline.com

Combat Arms Postmortem
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°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions
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Combat Arms Postmortem

Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Random Case + Contents
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Random Case + Contents
=-Black HiSec Case
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Combat Arms Postmortem

_Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Random Case + Contents

-Black HiSec Case
Case can be obtained in-game
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Random Case + Contents
-Black HiSec Case
Case can be obtained in-game
Case contains various types of GP/NX items
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions

Random Case + Contents
-Black HiSec Case
Case can be obtained in-game
Case contains various types of GP/NX items
Need to buy keys from the shop with NX l
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°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology” How it Functions
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Identify - Stage3:Aug 2009 - Feb 2010

°Segments Advantage Convenience,Visual, Etc
*Trial & Error: Pricing, “Duration, Sales Methodology”, How it Functions

I All Perm Options | 7%

2 Black HiSec Keys 7.8%
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___Identify - What did we learn?

° Permanent Duration Option |
for all of the weapons |

GWC

nme'




w Game Developers Conference® Online 2011 | www.GDCOnline.com

Combat Arms Postmortem

ARMS nexon




Game Developers Conference® Online 2011 | www.GDCOnline.com

S 50C VIRTUAL TTEMS

Combat Arms Postmortem

Optimize

fﬁi‘i‘ﬁs& ’ NEXON




Game Developers Conference® Online 2011 | www.GDCOnline.com

N 0T VIRTUAL TiEnS

Combat Arms Postmortem




Game Developers Conference® Online 2011 | www.GDCOnline.com

KW SDC VIRTUAL ITEMS
o e

Combat Arms Postmortem

A grevon e




Game Developers Conference® Online 2011 | www.GDCOnline.com

“ GDC VI

Combat Arms Postmortem

Contents




Game Developers Conference® Online 2011 | www.GDCOnline.com
ﬁ GDC VIRTUAL ITEMS

Combat Arms Postmortem

Number of New Items




Game Developers Conference® Online 2011 | www.GDCOnline.com

w GDC VIRTUAL ITEMS

Combat Arms Postmortem

_Optimize - Basics




Game Developers Conference® Online 2011 | www.GDCOnline.com

SO - OC VIRTUAL TTEMS
\p 2L VIR

Combat Arms Postmortem

~ Optimize - Basics.
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