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DATA & INSIGHTS

Hypothesis driven culture – better decisions and player experience



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 I experiment?

• How do we prevent churn?



DATA COLLECTION

Track
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Standard background

MENTIONS
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Chat -> Viral phenomena
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AND A LOT MORE…
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