
Commercial Game Design
Usability, Retention and Monetization



Things we’ll cover today

Morning:

● Intro

● What is “Commercial Design”?

● Workshop #1
○ Presentation: 10 Free-to-Play Guidelines

○ Game Reviews

Afternoon:

● Workshop #2
○ Presentation: 10 Free-to-Play Guidelines

○ Game Reviews



Who are we?

Martine Spaans

● 10+ Years Online Game Industry 

experience

● Owner @ Tamalaki Publishing
○ Puzzle & Hidden Object 

○ More than 100 game releases

● Business Development @ FGL

Boris Heisserer

● 7+ Years Mobile Games Industry 

experience

● Worked on hybrid casual to hardcore
○ RPG

○ Shooter

○ Simulation

● Lead Game Designer @ Kolibri Games
○ Game Design Mentoring



What is “Commercial Design”?

Design your game with a business model in mind.

● Longevity? 
○ Finite or “infinite” amount of content? 

○ Non-spenders: How much will you earn from them per hour?

○ Is there a meta-game? (Player profiles: Explorers & Achievers)

● PvP?
○ For Player Profiles Killers & Socializers. 

○ Exclusive loot?

● Status?
○ Show off in PvP? Or in base building?

● Community?
○ Keep them in your game, or they will spread to Facebook/Reddit/Discord/etc...



Commercial Game Design - Workshop

10 F2P Rules



http://www.youtube.com/watch?v=IMW5RsUrwvg
http://www.youtube.com/watch?v=Ps43Ac7A4-k


1) D1 Expectations: Optimize your UI and Tutorial



2) Aim for a good D30 retention (and longer)



3) Don’t limit yourself to low IAP

$99.99

$14.99

$2.99



4) IAP for all: Vary your offers + Seasonal stuff sells



5) Build in an efficient way to update (You will never have enough content)



6) Update often, stay active

● Balancing changes

● Seasonal events

● Ingame events



7) Session length matters

Basic math: 

More minutes spent = more options to show ads and more time to convince for 

IAP



8) Ads don’t lower the quality of your game



9) Your art style creates Expectations



10) Allow Community growth: Build in options for sharing/social



Workshop Summary

Things we learned today:

● D1 Expectations: Optimize your UI and Tutorial

● Aim for a good D30 retention (and longer)

● Don’t limit yourself to low IAP

● IAP for all: Vary your offers + Seasonal stuff sells

● Build in an efficient way to update (You will never have enough content)

● Update often

● Session length matters (basic math: more minutes spent = more options to show ads and more time 

to convince for IAP)

● Ads don’t lower the quality of your game

● Your art style creates Expectations

● Allow Community growth: Build in options for sharing/social


