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DATA & INSIGHTS

Hypothesis driven culture — better decisions and player experience
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BETTER DECISIONS

* Make better decisions — deeper understanding & insights

* Make faster decisions — or even automatic decisions

* Work out hypotheses and goals
* Asking "why?”



QUESTIONS

Are the battles balanced?
How did the campaign do? What did we learn?
Should we launch the game?

Who are playing our games?

Which creative element appeals the most?
How do these two features compare, can | experiment?

How do we prevent churn?



DATA COLLECTION

CeIDatas STaveriteTieig = WOLL

CoveritetrospRicsing = {"SessionCount™: 117 ,"PCBalance™: 7243, “accountId™:2932375, "townhallLevel™:: "2% , " TotalMinut
Cor (401 4 = 11 4 € m_pleploreshueriOnite-2oLse ) sok) esPlayed”:"94.075737%, "explevel”: "6", “facebookId™: " 1409914290, “score™: 38", “gamecenterld”
T IReitieaaent Charess 2eeteChezettert Cwde :"G:215099984%, "hour™: "094243%, "type™: "Tutorial™, “days_since_start™:%0","ip~:"99.23.89.10

, product”:null, "amountShardAccount Id™: “17182801559", "accountShardid™:

,"subType"™: “IAPMesS
1360057363174, “day™

ageAccepted”, “productDetails”:null, “device™:"iPhones, 2", “creationTime
:"2013.02.05", "FreePCBalance™:"243")
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Marketing campaign

MENTIONS

New game

Standard

Familiar game

M-‘ Pl SR WW

=T AN AN T Y Y

!

[
, Unexplained

w




1023 fbl (6.24 - 1021 eV)
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M Chat -> Viral phenomena

M Chat -> Familiar game*
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AND A LOT MORE...
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