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Producer at GAMEVIL USA, Inc.

• Mobile freemium game publishing

• Trained in free-to-play PC online game service

Pre-launch production
Live service operation
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gamevil USA
• mobile game PUBLISHER
• Established in 2000
• Publishing and development
• Many top grossing games in The Charts
• $26.5 million USD Global earnings in 2014
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• Build games meant for constant updates
• Restructure production to support live operations
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A top premium app provider in mid 2000’s 

• Profit mainly came from launching a game.
• Limited additional content after the launch



The competitive edge started to disappear around 2008 with 
the launch of Apple Appstore and KakaoTalk.
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Getting the players to come back
• Online PC companies jump into the market with their 

specialty – started providing global online service.
• GAMEVIL Took ACTION, Too.
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Create an organization that can:

• Ensure stability first
• Execute planned updates like an artist
• Provide player centered support
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Strategy Organization

• Server stress testing
• Closed beta
• Soft launching phases

• Tech Support Team
• Platform Support Team
• Security Team

motto 1
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Strategy Organization

• Server stress testing
• Closed beta
• Soft launching phases
• Live update testing
• 24 hour service monitoring

• Tech Support Team
• Platform Support Team
• Security Team
• Live operation QA units
• Service Monitoring Team
• On-call system

motto 1
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Strategy Organization
• Plan impactful updates
• Execute on a daily basis
• Perform both at the same time

• Launching PM
• Business Strategy PM
• Live Service PM

motto 2

The art of live ops
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Strategy Organization
• Clear channels of communication
• - GAMEVIL Listens initiative
• Localized support
• Design promotional banners

• Community Team
• Design Team
• Global CS Team
• Localization Team

motto 3

Staring the conversation
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Organization Structure Changes
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The launching manual
1. Identify and fortify engagement loops.
2. Customize for each player.
3. Anticipate and build for expansion.
4. Verify results. 
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Create a retention and revenue loop with game mechanisms that:

• Self improvement
• World competition
• Wealth building

Addresses desires for

• Session
• Hour / Day / Week / Month
• And more

With goals achievable at each
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Design customized offering for
specific segments of players

• Build and track logs that define a player.
• Offer right incentive or deal at the right time.
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Create a sustainable update plan by the game
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Identify, fortify, test again
• Focus group testing
• Internal alpha testing in multiple regions
• Internal hurdle testing
• Multiple closed betas
• Soft launching phases
• Release by markets
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Sustainable service with growth over time
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Service knows no platform.
People build service.




