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Why do people buy?
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FutureState — PresentState



AState = (FutureState — PresentState)



Intrinsic Perceived Value

(IPV)



[PV o AState = (FutureState — PresentState)
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PV _F utureState— PresentState

Price- Risk






Buyer's Disposition

(BD)



BuyerPurchaseDisposition =f (ObjectiveFactors,SubjectiveF actors)



Subjective Obijective

Physical / mental state Available means of payment

Self-worth Recent purchase experiences
Beliefs & values Amount of friends
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Offer Added Value
(OAV)



OfferAddedValue =f (ObjectiveFactors,SubjectiveFactors)



Subjective Obijective

Uncertainty Visual presentation

Visual gratification Information




So...Why do people buy?

* ltem’s intrinsic purchase value (IPV)
* Buyer disposition (BD)
» Offer added value (OAD)
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Purchase Probability
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Intrinsic Purchase Value
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Buyer Disposition




Oftfer Added Value




Subijective

Timeliness

Uncertainty

Consistency

Visual gratification




Subijective

Timeliness

Uncertainty

Consistency

Visual gratification




Obijective

Time-limit

Visual presentation

Accessibility

Information




Obijective

Time-limit

Visual presentation

Accessibility

Information




Subjective Obijective

Visual gratification Visual presentation




Subjective Obijective

Timeliness Special conditions

Visual gratification Visual presentation
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Intrinsic Purchase Value
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Buyer Disposition




Oftfer Added Value

You are out of lives| Refill by asking your
fréends, or buy more Hves with Gold Bars,

Time to next life: 18:16
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Oftfer Added Value

You are out of lives| Refill by asking your
fréends, or buy more lves with Gold Bars,
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Oftfer Added Value

You are out of lives| Refill by asking your
fréends, or buy more lves with Gold Bars,

Time to next life: 18:16
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Offer Flows
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Offer Flows

v

Play No more +5 Lives
session lives Offer

End

session




There's a pattern!

Different
performance

[ Similar product ] op [ Different offer flow ] ‘

Similar

{ Different product J+[ Similar offer flow ] ‘

performance




There's a pattern!

Different
performance

Similar product == [ Different offer flow } ‘

Similar

performance

Different product '{IF[ Similar offer flow ] ‘




Think Flow Cash!




Now, you



















