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MpoAyKTOBbIN CNELMANNCT, KOTOPbIA Y6eXAEH, 4TO UTPbl — 3TO B
nepByio oyepeb buU3Hec, a yxe BO BTOPYH — UCKYCCTBO.

[Lnpokas 3kcneptu3a: social casino, casual, puzzles, battlers, builders;
mobile, social, web; IP based games (Dreamworks), free-to-play, U.S. and
Europe audience.

10 neT onbIT paboTbl B UTPOBOI MHAYCTPUN: NPOAYKTOBbIE M ayTCOPC
KOMMNaHWUM YKPAUHCKNE M eBPOMNEIACKME, UTPOBOJ CTapTan.
MpoayKTOBbIA KOHCANTHHT.

bonee 35 ny6IMYHbIX BbICTYNAEHNI HAa MHAYCTPUANIbHbBIX
KoHdepeHuuax, dopymax, BebuHapax.

ABTop 6s10ra progamedev.net, ocHoBaHHoro B 2014 roay.
JlekTop Ha obpa3oBaTesibHON niowaake devtodev.
MeHTop B npoekTax Achievers hub.

Mpenoaasatens B Games Academy.



https://www.linkedin.com/in/alexander-shtachenko-b5980495/
https://progamedev.net/public-speakings/
http://progamedev.net/
https://www.devtodev.com/education
http://achievershub.biz/ru/
https://gamesacademy.com.ua/
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Reasons

why do you need a backlog

Stages

backlog in different stages

PLAN

Agenda

Prioritization

How to set Business Value

Business Value

Summary
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Backlog

a prioritized list of tasks designed to communicate with the
development team
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LONG RUN PLANNING
planning horizon

—7~\ CLEAR VALUES

o0od )/ tobeonasame page

COMMUNICATION @
service for communication with team
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VALUES

according to research

DELIVERY

according to road map

KPl Management

according to numbers




BENCHMARKING,
PROPRODUCTION

KPI

PreProduction Production

DEVELOPMENT, SCALING
ALPHA, BETA




MARKET RESEARCH DEVELOPMENT

Benchmarking PreProduction Production

PREPARATION TO WORK KPI TUNING




PAID CONVERSION, ARPU,
ACTIVATION, SESSION LENGTH, LONG TERM RETENTION

SHORT TERM RETENTION

[ _
Engagement Retention
®

LONG TERM RETENTION, K-FACTOR, VIRALITY
STIKNESS




TIME TO LAUNCH
KPI MANAGEMENT

® ®
Global
launch
@ O

NEW MARKETS FINAL DEAL




Ranking vs Fibonacci
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SOFT LAUNCH STAGES BUSINESS VALUE

Retention Monetization

21000 7 Critical 7 (ritical 7 (ritical

13000 7 Major Engagement 7 Major Retention Z Major Monetization

8000 7 Minor E. / Major Acquisition 7 Minor R. / Major Engagement Z Minor M. / Major Retention
5000 7 Minor A. / Major Retention 7 Minor E. / Major Monetization Z Minor R. / Major Acquisition
3000 7 Minor R. / Major Updates 7 Minor M. / Major Updates Z Minor A. / Engagement
2000 7 Minor U. / nice to have 7 Minor U. / nice to have 7 Any Updates

1000 2 hullshit 2 hullshit 2 bullshit

N



SCALING

z 21000 7 Critical
213000 2z Acquisition
7z 8000 7 Monetization
2 5000 7 Retention

7 3000 7 Engagement
7z 2000 7 nice to have
21000 7 bullshit



Difficulty

z 1 7 Super Easy

2 2 7z Easy

z 3 7 Normal

z 5 7 Hard (3Hato Kak genatb, HO CIOXHO)
28 7 Very Hard (oymato, 4TO 3Hato Kak genatb)
7z 13 7z Investigation

vz 21 7z Xz
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13000/5

Candidate to remove from sprint

15

21000/ 1

High priority issue

®

3000/ 3

Extra issue to sprint

13000/ 2

First goal of sprint
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1. 30HbI OTBETCTBEHHOCTM NMpofICepa.

2. (Tagmu npoeKTa OT uaeun Ao NpoaaXxm.
3. NccnepoBaHmns M KOHLENLMN NPOEKTOB.
4. [penpoaakLue.

5. Ponu B KomaHpe.

6. AERM.

1. UIHCTpyMeHTbI ynpasneHne NpoeKToMm.

8. Art, Ul/UX.

9. lNoHUMaHue xaHpa.

10. Kak urpatb B Urpbl.

11. KPI Management.

12. LiveOps.

13. Marketing.

14. BHyTpeHHNe KOMMYHUKaLUW.
15. BHewH1e KOMMYHUKaLMMW.

16. Utoru: yto Takoe npoAatoCUpoBaHue.

7’ producer.progamedev.net
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1. LiveOps - cucteMHbIn nogxon 9. Odepbl n MarasmHbl

2. MenemxmeHT B LiveOps 10. PeknaMHag moHeTu3aums
3. UHxKeHepHble 3aaaumn 11. Events - urposbie cobbiTus
4. KPI-Management 12. AS.0.
5. [ln3anH TectoB n A/B Tectbl 13. AHanu3 KOHKYpeHTOB
6. CermeHTauus u TapreTUPoBaHue 14. Stakeholder Management
/. Pabota c oTBanamm 15. Marketing
8. UIHCTpYMeHTbI yaepXKaHus Urpoka 16. Utorun: Oco3HaHHbI LiveOps

& liveops.progamedev.net
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Discuss?

Alexander Shtachenko

@/ progamedev.net o alexander.shtachenko <A @progamedev_net



