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Our approach:

Make an amazing game in order to 
maximize potential of discovery & 
keep player engaged with your game 
to bring more organic downloads.



1. DISCOVERABILITY

2. LONG TERM ENGAGEMENT



DISCOVERABILITY



QUALITY ALLOWS 
FEATURING

FEATURING 
GENERATES APP 

STORE PAGE 
VIEWS



APP STORE PAGE VIEWS
(WEEKLY)





60 to 69 % of players
won’t pay for a 
game.*

*internal survey conducted
in UK & US



3 to 10% 
conversion rate 

depending on price
point (US and UK)



DISCOVERABILITY





Despite the lower price point, do not expect
all of your console fans to go mobile.



DISCOVERABILITY





App Store / 
Google Play

51%Public 
Relations

24%

Word of 
Mouth
13%

Other
5%

Social 
Channels

7%



DISCOVERABILITY



Your business model allows for easier
translation to other mediums.





DISCOVERABILITY





DISCOVERABILITY





iOS : 16% vs 6,5% of revenue
Android: 8,4% vs 5,5% of revenue (w/o China)

Not localizedLocalized



(App Store Top Paid ranking since localization)



1. DISCOVERABILITY

2. LONG TERM ENGAGEMENT



LONG TERM ENGAGEMENT



3x average
retention for 

players that have 
bought iaps



Find ways to convert your players to iaps without
going « evil » (timers, paywalls, etc)!



LONG TERM ENGAGEMENT



US PAID RANKING
(iPhone daily)

Update PromoPromoPromo



CHINA - REVENUE 
(iPhone/iPad daily)

TIER 2TIER 1 TIER A



CHINA - REVENUE 
(iPhone/iPad daily)

TIER 2TIER 1 TIER A
Tier CANADA MEXICO AUSTRALIA NEW ZELAND CHINA INDONESIA INDIA RUSSIA

Tier 1 $1.39 $17.00 $1.49 $1.49 ¥6.00 Rp 15ribu Rs 60 75 p.

Alternate Tier A $0.99 $5.00 $0.99 $0.99 ¥1.00 Rp 3ribu Rs 10 15 p.



US - REVENUE 
(iPhone/iPad daily)

TIER 2TIER 1 TIER A

Don’t drop price to early or 
you’ll burn key paying
territories



LONG TERM ENGAGEMENT



●15% new players in the week of the 
update.

●65% reactivated users.

Shard of Light update
(Nov 2015)



●Reactivated close to a millions churned 
players including 50,000 payers*

●In-app purchase revenue following the update:

●New players = 50% (ARPPU 7$)

●Continuing user = 25% (ARPPU 18$)

●Churned users = 25% (ARPPU 16$)

POST UPDATE
(reactivation)

*Payers = iaps



POST UPDATE
(retention)

Keep your players in game with
regular updates.



Don’t hesitate to test and 
update/optimize your app store 
page to enhance conversion.





LONG TERM ENGAGEMENT





LONG TERM ENGAGEMENT



3x average
retention for 

players that are 
playing with

friends



CONCLUSION

Make an amazing game in order to 
maximize potential of discovery & 
keep player engaged with your game 
to bring more organic downloads.



DISCOVERABILITY

●Quality

●IPs

●Press

●Other platforms

●Bundle

●Localization

ENGAGEMENT

●In-app purchases

●Price Promotion

●Updates

●Push notifications

●Social networks



How can we keep improving the 
success of the GO games?



The GO series aced discoverability

1. Regular and prime 
featuring

2. Important press 
coverage

3. GO’s growing 
recognition



CHALLENGES with our GO treatment

1. Limited lifespan (no replayability)

2. High development cost (and production 
time) of content updates

3. Limited “virality” because of the Single 
Player focus 



SOLUTION: Make a puzzle editor



1. LIMITED LIFESPAN

Daily puzzles
External

Collaborators to 
craft new puzzles

Infinite content 
crafted by the 

players community



2. HIGH DEVELOPMENT COSTS

Making a perfect puzzle 
editor take time.



3. LIMITED VIRALITY

Core players MainstreamInfluencers

We can’t plan for the game to go viral but the potential is now higher.



FINAL WORDS
It’s not a recipe.
Make great games!

THANK YOU!

@DrNaud


