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Business Development
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A/2H : Homerun Clash
£A|¥ : 2018.10 (Soft Launch)

2019.01 (Global Launch)
X2 : Sports & Casual

ol : Free (In-App, AD)
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DE, FR, ES

Z21ZE 1 j0S / Android
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fun-oi

FUN-GI

Learn how FUN-GI Games saw 25%
upliftin ARPDAU after launching bidding.

HAEGIN

Learn how HAEGIN generated 24% of its
total revenue through in-app ads.

www.facebook.com/audiencenetwork/success-stories/haegin

Amazia

Amazia

Hear how Japanese app developer
Amazia saw strong performance with in-
app ads on Audience Network.

HAEGIN generates 24% of its
total revenue through in-app ads

Founded in September 2017, HAEGIN creates unique and entertaining games that
can be enjoyed by users from all around the world. Homerun Clash, a casual sports
game featuring real-time multiplayer home run derby matches, is its first title which
debuted in January 2019. HAEGIN also develops games that span across various
genres including battle-royale, additional sports titles, social networking games, and
others.

Challenge

Homerun Clash was designed with in-app ads already embedded in the monetization strategy. HAEGIN
wanted to maximize its revenue by increasing player engagement and enticing them to get to further
levels. However, they would need to do this in a way that did not disrupt the playing experience.


https://www.facebook.com/audiencenetwork/success-stories/haegin
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A : OVERDOX
EA|Y : 2019.08 (Soft Launch)
2019.11 (Global Launch)
2 : Battle Royale & Action
223 : Free (In-App, AD)
X|&AH0] : KR, EN, JP, CNS, CNT,
FR, ES, ID, TH, VN

Z81E :i0S / Android
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Metaverse Ecosystem Diagram
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e The metaverse creates spend
opportunities via avatars and events

Expression of identity, social experiences, and virtual events can \J
encourage players to engage more deeply.

)

The restrictions introduced during the COVID-19 pandemic is accelerating the @

Unlike character-based PC
and console games, mobile
games historically featured
limited avatar customization

or even just a simple profile
picture rather than an avatar at
all. With limited visibility, players
have little incentive to spend

on customization. However,

the metaverse trend means
avatars are becoming clear and
controliable extensions of the
player, which they may also use

to engage in pure social contexts.

Pets, houses, cars, and other
avatar-owned assets further
open the door to customization
potential. With higher social
visibility and importance, players
have greater motivation to invest
in their avatars’ appearance.

Play Together is a social

The game was released in

game by
Haegin. The game launched in Q1
2021and has been ranked among
the top 10 games by downloads
in Taiwan H12021*, Play Together
features mini-games, an open
world, and rich

2020 in Japan,
offering a “Virtual Live” mode
as an extra to its main music/
adventure gameplay. Players can
attend regular in-game music
live concerts of their favourite

or ize their

and social features. Players

can customize their avatar and
several other assets, including a
house in the open world.

In another example, Project
SEKAI: COLORFUL STAGE!
feat. Hatsune Miku is a mobile
music and adventure game

avatars with skin accessories,
emotes, stamps, and more. These
real-time events give players a
place and reason to socialize
while enhancing the moment
through event-based items.
remember the moment through
event-based items.

For more insights on the

by
Colorful Palette, Craft Egg,
and Sega.

metaverse, read the Newzoo
Metaverse Report here.
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()2 How did you optimize or establish

hybrid monetization within your games?

X
HAEGIN
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In the open world, the player is given a piece
of land in their neighborhood upon which to

customize a house and yard.

Within the house, a full set of furniture
and decorations with many themes are at

the players’ disposal, in a manner similar

P 1Row %PDIW"" fort ® BIDSTACH ké%’a Boewuinis to Animal Crossing.
PrrE v 2 @ Sanzu [ adetty G IR cioustiane

Source: Newzew's 2021 Globel Games Markel Reporl | Inlo Lhe Meloverse Lrend reporl
newzoo.com/globalgamesrepart

Google for Games 0 Source: *Apptopia

https://newzoo.com/insights/infographics/metaverse-ecosystem-infographic/

https://services.google.com/fh/files/misc/google_for _games_hybrid monetisation_guide 2021.pdf

—

PROGRESS

Google for Games

4 4 AVIAAIn Play Together (a social metaverse game) are related to
game rewards and are completely optional. We've designed the IAA so

By using selective behavior and by limiting the ad viewing rewards,
we made it so that the IAA would not interfere with gameplay and the

effect to IAP would be minimized.

Unlike RPGs, the purchase rate in hypercasual or metaverse games is
low and the players do not have much in-game wealth accumulated in
the early stages, making them tend to feel less attached to the game.
We focus on providing the spending experience by giving the players
a certain amount of free in-game currency up to the point when they

start feeling attached to the game.

We use IAA to generate additional revenue from non-paying users and
use IAP to provide exclusive benefits to the paying users. IAA tends to
be lower in countries that have a high paying user ratio compared to
those that have a low ratio. This difference can clearly be seen from
the eCPM gap between both cases. Using a hybrid model has the
advantage of generating revenue from areas that have extremely low
purchase conversion rates.

[ ]
PROGRESS


https://newzoo.com/insights/infographics/metaverse-ecosystem-infographic/
https://services.google.com/fh/files/misc/google_for_games_hybrid_monetisation_guide_2021.pdf
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