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WHAT WE WANT TO
DELIVER TO OUR PLAYERS



Problems encountered & Learnings

Data: what, how and when?

A
SC I Our mindset

Results and Outcomes
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Source: rtve



https://www.rtve.es/alacarta/videos/cuentame-como-paso/mira-ya-resumen-t20-cuentame-como-paso/5762078/

DIAMOND DIARIES SAGA



https://www.rtve.es/alacarta/videos/cuentame-como-paso/cuentame-como-paso-antonio-teme-hacer-riciculo-dos-tres/3447320/
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We were reactive,
only using
quantitative data.




We started to talk to

our players.




We added another data point




We added another data point
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We built empathy




We built empathy




We launched
the game, a

Was
starting!
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CANDY CRUSH SODA SAGA
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https://www.rtve.es/alacarta/videos/cuentame-como-paso/mira-ya-resumen-t20-cuentame-como-paso/5762078/

We talked to our

players to validate
our ideas.




We started talking to

our players sooner




We added new research methods
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We added new research methods




STEP 1:
USER RESEARCH IS
CONDUCTED

STEP 2:
SOME MAGIC HAPPENS

STEP 3.

A PERFECTLY USABLE
DESIGN APPEARS







We introduced User Centered design tools

TRIGGER

Are we calling players to use this feature?

- If not, players will just close the pop up because they just want to play. -

When are the best moments to show players this feature? Is it salient enough?

- When player start a new Chocolate Box they will know
there’s no limit in quests and they can complete the
Box in one day.

- When the Chocolate Box is completed, they need to
know they have to wait 24h to start a new box.

TRIGGER

DISCOVERY Convince and Teach
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We started doing incremental innovations
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CANDY CRUSH SAGA



https://www.rtve.es/television/cuentame-como-paso/

How do we keep

active players play for
?




Fall in love with the
problem, before

jumping Iinto




. PROBLEM:
Outward Looking

: Understand Define the -
. the area opportunltles .




We think big but start small
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We prioritize outcome over output

SOLUTION:
Inward Looking

Explore the Designa -
hypotheses Solution




[ We iterate quickly and learn in every step

“A crucial fromework for the modern world of business.” ~Eric Ries

SENSE &
RESPOND
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. | Incremental innovation
We are user-centric.
) matters!
] . ) [
. P 4
We are scientific. ) We fall in love with the
[ § problem, not the solution.
.
We build empathy. l
J (
] . We prioritize outcome over
We always ask why. . output.
: \ )
We build on top. [ We think big but start small.
J




Players

features they

In the first place.
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