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My motivation
help devs tackle monetization from day one
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takeaways
•multiple case forecasting 

•pre-production deliverables 

•prototyping your business model 

• in-context gdd 

• templates at famousaspect.com/gdc-new-approaches
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Multiple case 
forecasting

what will it take for your game to succeed?
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the case for forecasting
•no model is perfect or even close 

•a model can be a useful tool for planning 

•give a rough idea of key metrics to hit for a financially 
successful game 

•think about your investment needs over time 

• force you to confront all the costs 

• force you to confront market reality

http://www.FamousAspect.com


FamousAspect.com

issues with single forecast
•“this game is going to be a hit, here are its metrics” 

•most games are not hits 

•exercise in massaging numbers, not thinking through 
scenarios 

•does not account for the role of different levels of 
investment in the outcome
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form a hypothesis, fill out dev costs

multi forecast features
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forecast LiveOps costs and user growth over 24 months

multi forecast features
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forecast revenue from multiple sources

multi forecast features
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visualize your data to sanity check it

multi forecast features
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visualize your data to sanity check it

multi forecast features
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forecast multiple outcomes and assign probabilities

multi forecast features
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For each model, justify your choices. Tell the story behind the forecast.

tell a story
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prototype your 
business model

a tool for designing for F2P early in the dev process
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boxed development model
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boxed development model
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boxed development model
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fun = sales 
therefore 

prove run first
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f2p development model
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f2p development model

http://www.FamousAspect.com


FamousAspect.com

f2p development model
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f2p development model
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f2p development model
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fun + ui = sales 
therefore 

prove ui first
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early stage f2p design
•game treatment 

•monetization strategy 

•ui prototype
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game treatment
• business justification 

• guiding tweet 

• key features 

• player journey 

• acquisition and monetization 

• live development plans 

• aesthetics 

• project risks
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Why are you making this game? What is your guiding vision?

business case
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What are your game’s key features for launch?

key features

http://www.FamousAspect.com


FamousAspect.com

How will the player’s experience change over time?

player journey
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How will you attract players? How will you monetize?

acquisition and monetization
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What are your plans for operating the game as a live service?

live development
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What is your game’s aesthetic identity?

aesthetics
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Pre-mortem your game. If it is a failure, why will it fail?

project risks
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monetization strategy
• monetization emotions 

• engagement loops 

• product catalog
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What emotions will motivate your players to spend?

monetization emotions
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How will your game’s core features feed off each other?

engagement loops

http://www.FamousAspect.com


FamousAspect.com

What types of offers will you sell? Will you use advertising?

product catalog
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prototype your 
business model

a tool for designing for F2P early in the dev process
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home screen
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choose match
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accept match
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choose your hero
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gameplay
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victory screen
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currency payout
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begin again
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going beyond mock ups
• time tracking 

• game economy 

• debug panel
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home screen
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choose hero
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accept match
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choose hero
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gameplay
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scoreboard
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currency payouts
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debug panel
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key findings
•no monetization in the core loop 

•can’t buy heroes, no explanation of rotation 

•can play over a week of core without seeing an offer 

• login gate before purchase
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In Context Game 
Design Document

would a better tool lead to better design
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Everyone hates the GDD

our tool is holding us back
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well known issues
•Big, cumbersome 

•Go out of date quickly 

•No one takes the time to 
read them 

•Imperfectly communicate 
ideas 

•Poor tool for visual 
communicators
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For F2P, the critical monetization details are lost

glossing over the visuals
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Left side of page was definitions, right side was text

annotated text
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press a button to open info toggles

view the GDD in context
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the appropriate GDD wiki page is attached to every object

view the GDD in context  
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annotated GDD goals
•all design elements are presented in context 

•communicates visually first, textually second 

• focus on flows, not static screens 

•experience monetization design months ahead of full 
implementation 

•spot critical flaws in monetization design
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continue the conversation
•Email: ethan@FamousAspect.com 

•Twitter: @FamousAspect 

•Articles, tools and templates: FamousAspect.com
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