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GUR: Why?
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Exciting stuff



What iIs Game Analytics?

Game Analytics is the process of discovering and communicating patterns in data
towards solving problems in business

Source of intelligence to support decision making around:
Games and players
Process of development
Running of the company and its environment
Purely frivolous or artistic reasons!

Game Analytics does not mean eliminating experience or common sense but
empowering these via empirical insights (just like GUR ...)



What is happening?

What has happened?
What is likely to happen?
What will happen if | do X?
How do | make X happen?
Why did X happen?

How do | optimize X?



What Is happening?

Are our character classes balanced in their gold income potential?

Financial Index Variance per Level - Financial Index
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What has happened?

SpaceSlam — hypothetical match-3 mobile game — retention analysis

SpaceSlam - Player Retention
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What has happened?
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242 new players joined the game into this cluster.
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265 of these players left the game in the following period.



What Is likely to happen?

Predicting player behavior and the causal factors

. .. . Normalized confusion matrix
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hat Is likely to happen?

DotA 2 — moba title — win prediction

Probability that the team having more Gold/XP
at time t wins the match

®m Winning team earned more XP ®m Winning team earned more Gold

X
I=
—
iy =
5
(8]
R o
o
. S
o
=

9 10 11 12 13 14 15 16 17 18 19 20
time in minutes




What will happen if | do X/how do | make X happen?

Determining which factors to manipulate to improve retention

Avg. Moves per Round-
Avg. Stars-

Avg. Session Duration-
Avg. Round Duration-
Max Level-

Total Rounds Played-
Avg. Time Between Session-
Total Playtime-
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Number of Purchases-
Total Days Played-
Degree-

Marketing-

Closeness-

Page Rank-
Betweenness-
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Current Absence Time-
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Variable Importance for Premium Classification
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How do | optimize X?

> Optimizing matchmaking using psychographic profiling

play profile
play profile play profile
A

play profile

play profile
play profile
. play profile

: \n Geography and
- | demographics

Values and
personality,
motivation for play

Behavioral
telemetry

Toxicity
potential/tolerance
(attitudes)



GA: the GUR value proposition

Precise behavioral recording
Triangulation

Extended reach

Large-scale analysis and investigation
New data sources

Incorporating business metrics

Numbers



