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Total Revenue (billion USD) of major Entertainment Industries in 2020
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Game Designers
Architects of the 

Game World & its Challenges & Emotions

Game Producers
Make sure the game ship out 

(and the money flow in)

Game Artists
Bring clarity, focus, and Emotions

Quality Assurance (QA)
Make sure the game is good

Game Programmers
Bring the magic of Interactability

PEOPLE WHO MAKE GAMES
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Hyper Casual
Team Size: 1-5

Time Unit: Hours/Days

Casual
Team Size: 5-50

Time Unit: Days/Weeks

Mid-Core
Team Size: 10-100
Time Unit: Weeks

AA - AAA
Team Size: 100+

Time Unit: Months
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▪ Game Loop
▪ Aesthetic
▪ Story / Theme
▪ Characters

▪ Premium
▪ DLC / Expansion
▪ In-game Items (IAP)
▪ Battle Pass (IAP)
▪ In-game Ads
▪ Monthly Subscriptions
▪ Licensing
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❷ VALIDATE {2-8}

WILL USERS ACTUALLY LIKE IT? WILL USERS STAY? 
CAN THE TEAM MAKE IT?

First Playable Prototype 
⊡ Rough
⊡ Critical gameplay

Innovative
Gameplay?

Appeal Test
⊡ Video, Ads, Teaser
⊡ Mock Store

YES NO

First Publishable Prototype (FPP)
⊡ Polished Art 
⊡ Esential gameplay and features
⊡ Enough content for 3-4 days
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❸ PRODUCTION {6-36}

ALPHA

BETA ADAPT
• Platform
• Market
• Deals

• Fixing Bugs
• Content Rush

• Building Features
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{1-6}❹ LAUNCHING

SOFT LAUNCH

WW LAUNCH

☑Technically Stable?
☑ KPI: RET, ARPU, CSR, CPI
☑ Feedback, Virality
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❺ EVOLUTION {0-∞}

UPDATES LIVE-OPS

• Product Vision
• Tracking Data

• Performance KPI
• Holidays & Trends

• Community 
Feedback

• 1-3 months
• New Content
• New Features

• Every day / week
• Quests, Promos 
• Time-Limited Events
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LIKE?
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First Publishable Proto:
⊡ Polished
⊡ 3-4 day of content

ALPHA

BETA ADAPT

SOFT LAUNCH

WW LAUNCH

☑Technically Stable?
☑ KPI: RET, ARPU, CSR, CPI
☑ Feedback, Virality

• Product Vision
• Tracking Data
• Performance KPI
• Holidays & Trends
• Community Feedback

⊡ Prototype
⊡ Appeal Test

☑ Platform
☑Market
☑ Deals
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