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Resumo 

Este trabalho consiste na análise de sistemas de monetização aplicados em videojogos, 

nomeadamente microtransações, bem como no estudo dos seus diferentes tipos de sistemas. 

O sistema de microtransação tem sido um dos aspetos mais comentados nos videojogos que 

foram lançados recentemente, nos quais trouxeram uma polêmica diversa entre a sua monetização 

para os seus consumidores. 

Os principais problemas em torno do sistema de microtransação ou da monetização nos 

videojogos é que, em certos casos, o jogo pode se transformar em um cenário pay-to-win ou pode 

arruinar o fator geral de diversão do jogo, tornando o ponto de jogar sem sentido. 

Com esta dissertação foi possível criar um esquema de microtransações que pode rentabilizar 

um jogo de forma equilibrada e justa para diferentes tipos de consumidores, mas ao mesmo tempo 

trazer benefícios para as empresas que o praticam. 

A primeira coisa é garantir que o novo sistema não introduza um esquema pay-to-win, nem 

torne o jogo menos agradável. É mais fácil ver o problema do que resolvê-lo, então esse novo 

sistema precisa de deixar o jogador escolher seu caminho de forma que ele decida como quer 

jogar o jogo e gastar dinheiro com isso, sem a necessidade de ser necessário pagar para se divertir 

em um jogo free-to-play. 

Outro problema inicial foi que em muitos jogos free-to-play os preços de alguns conteúdos 

adicionais podem ser considerados superfaturados mesmo quando o jogador tem acesso gratuito 

para jogar o jogo, por isso é importante entender o verdadeiro valor do con teúdo que o jogo 

fornece em sua loja no jogo. 

O resultado foi um sistema chamado MCP (Micro-choice-play) que recompensa cada 

jogador por seu tempo e suporte para jogar o jogo, e isso pode ser a solução para a falta de números 

de jogadores nos recentes jogos free-to-play que levam à falta de receita que a empresa precisa 

para ter mais conteúdo em seu jogo free-to-play. 

 

Palavras-Chaves: Produtos Digitais, Compra Online, Jogar de Graça, Pagar para Ganhar 

 

 





Abstract 

This work consists of the analysis of monetization systems applied in video games, namely 

microtransactions, as well as the study of their different types. 

The microtransaction system has been one of the most talked about aspects of video games 

that have been recently released, in which they have brought a diverse controversy between their 

monetization towards their consumers. 

The key issues around the microtransaction system or the monetization in video games is in 

certain cases the game could turn into a pay-to-win scenario, or it could ruin the overall fun factor 

of the game, making the point in playing the game felling meaningless. 

With this dissertation it was possible to create a microtransaction scheme that can monetize 

a game in a way that it is balanced and fair for diverse types of consumers, but at the same time 

bring benefits to the companies that practice it. 

First thing is making sure the new system does not introduce a pay-to-win scheme nor 

doesn’t make the game less enjoyable. It’s easy to see the problem than to solve it, so this new 

system needs to let the player choose their path in a way for them to decide how do they want to 

play the game and to spend money on it, without the need to be necessary to pay to have fun in a 

free-to-play game. 

Other initial problem was that in many free-to-play games the prices in some additional 

content can be considered overpriced even when the player has free access to play the game, so it 

is important to understand the true value of the content that the game provides in their in-game 

store. 

The result was a system called MCP (Micro-choice-play) that reward each player for their 

time and support into playing the game, and this could be the solution for the lack of player 

numbers in recent free-to-play games that leads to the lack of income that the company would 

need in order to add more content into their free-to-play game. 

  

Keywords: Digital Products, Buy Online, Play for Free, Pay to Win 
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1. Introduction 

1.1 Context and Motivation 

 The definition of video games is followed by a means of entertainment that no other media 

offers, being considered a source of relaxation for the consumer in which one can enjoy a virtual 

world, most of the time different from ours, that shows several possibilities for the player to be 

able to interact (Phil Owen, 2016). 

It's no surprise that video games became one of the most profitable products in the world, 

with the help of big companies like Microsoft, Sony and Nintendo that put the gaming PC and 

consoles on the market. Not only that, but they had other companies as publishers like EA 

(Electronic Arts) or Activision/Blizzard as a means of competition. 

Every game must be made by companies that are willing to spend money for developing 

these types of products with the help of game developers, in which can range from being a small 

group of people (mostly “Indie Companies1”) or a massive team on the helm (example “Riot 

Games” creators of League of Legends who is owned by Tencent) to get these games ready for 

launch. 

Videogame industry is considered as big as the TV and Movie industry, and the reason is, 

by having a big impact on selling these products in an economic view, that shows, that it is not 

slowing down, in fact, in terms of popularity and big sales it’s only getting higher results, that can 

sustain this industry and having tons of new companies willing to bet their next projects into the 

hands of consumers. 

Unfortunately, has a result, not every game that came out for the public could be consider 

consumer friendly, and the reason being that some of these games are an exploitation to their 

customer, by having them spend more money than they should in one game, whether the game is 

free or has the need to be paid upfront, some tactics that companies use are not for the benefit of 

the player but only to provide a great portion of income for the company. 

 
1 Indie Companies or Indie Studios is considered a group that develops projects as an independent developer, meaning 

they don’t work with big companies like EA or Activision, and their projects are mostly funded through donations 

or from themselves. 
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There are examples that can be translated as gambling, and a portion of the player base in 

these games are related to minors that have access into spending their money into a digital product. 

Other example being that some free-to-play games charge a lot of money in order for the player 

to be considered good at the game and with this being out there in the public , it resulted with 

negative views of videogames and gaming companies as a whole. 

That is why, there are a lot of investigations being made for research purpose or to provide 

evidence for a lawsuit against the company for using shady tactics around this type of product 

and with that showed a lot of public perception against the gaming industry and their marketing 

strategies. 

Nowadays, there are games that can be bought between 60 to 70 US Dollars or Euros or even 

less than that, or it can be free-to-play, which means that consumers can play a game “free-to-

play” without needing to spend money to obtain it. In these free-to-play games, developers needed 

a way to receive some sort of income to compensate workers for their contribution into the 

development of that game. The solution that most game companies adopted was to have the 

monetization system called “Microtransactions”. 

In order to obtain additional content from a free-to-play game, the player can proceed with 

the purchase in different types of microtransactions that are distributed in the in-game store such 

as loot box, virtual goods, battle-pass/premium-pass, in-game currency or gacha system. 

          

Loot box 

 

Loot boxes are considered as random chance purchases, which means when a person buys 

one of these, he has no control of what additional content will receive, it's all based around 

probabilities and as said before random chances. 

Outlining what you receive in these loot boxes comes in most cases as follows, there are 

always products that are classified as being legendary and difficult to obtain, that is, there is a 

small chance that the consumer can have the piece he wants. Therefore, most of the time it is 

necessary to buy a large portion of these loot boxes in order to have more chances of obtaining 

the rarest product in the game (Prateek Agarwal, 2017). 

Since the additional content is locked behind random chance, this type of microtransaction 

is mostly cheap in terms of payment costing not more than 3 US dollars or euros (Makena Kelly, 

2019). 

  

Virtual Goods 

 

Virtual Goods can be named as game items that in some cases can be obtained through hours 

that the player spends in the game, in other cases, these items can only be used when making a 

purchase in the store, or through real money (Prateek Agarwal, 2017). 
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All this means that in certain cases the store does not implement the purchase of in -game 

currencies or loot boxes, meaning that if the consumer needs a certain item, he can get it without 

any scheme inserted in the store, he just pays and receives it immediately. 

  

In Game Currency 

 

In-game currencies are considered counterfeit coins in that they only have value within that 

specific game in which the consumer uses real money to obtain these coins and then can use them 

to make purchases on the in-game store for additional content (Prateek Agarwal, 2017). 

  

Gacha System 

 

Unlike loot boxes, Gacha System stands for a system that randomize the additional content 

that the player would receive, but this time having a guarantee that, at a certain point, the player 

as a 100% chance of receiving a legendary item (the ones that are supposed to have a low 

probability to get). 

This process is made by the following rule of one existing free-to-play Gacha game called 

“Genshin Impact” created by Hoyoverse, in this case if the player as summon a specific number 

of times between 70 to 89 times (this summons only contains one character or weapon, unlike 

loot box that can contain more than one item), the next summon that the player makes will contain 

a guarantee legendary character or weapon. 

A system like this helps the player to know exactly when he will receive the so-called 

legendary item and, like the loot boxes, these summons from the Gacha System can be bought 

through in-game currency or real-world money, each having a low-price attach to it. 

  

Battle Pass/ Premium Pass 

 

Battle Pass is one of the recent additions to the microtransaction model and is considered the 

most consumer friendly simply because this one give players free additional content through 

gameplay. The way it works is simple, the battle pass contains levels (between level 1 to level 50, 

in example of a game called “Genshin Impact'') that the player can reach by playing the game; 

some levels contain additional content that the player receives the moment he reaches that specific 

level (some levels will give players additional content, other levels won't) and at the beginning of 

the next month the Battle Pass resets the player to level 0 to start the process all over again and 

give player more additional content to obtain. Sometimes, companies will give players the option 

to pass some levels by spending in-game currency or real-world money, making it a fast way to 

progress on the Battle Pass. 

In addition to the Battle Pass, players can also buy the Premium Pass in order to obtain 

exclusive content (in this case every level has an additional content). Most of the time this 
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Premium Pass can only be bought with real world money and can also give players some 

advantage by jumping several levels (for example instead of starting at level 0 the player will start 

at level 10) but when the next month arrives the player loses is Premium Pass and returns to the 

free Battle Pass, unless the player purchase again is Premium Pass through the in-game store. This 

Pass will mostly cost around 10 to 20 US dollars or euros depending on the game. 

  

DLC 

 

DLC or downloadable content is not considered by many as microtransaction, but more as a 

monetization scheme, since microtransactions are based around a small purchase set inside the 

game (in-game store) and some DLC’s can have a price almost as equal as the game itself. This 

type of monetization gives players more content to enjoy, this can contain new missions, 

characters, or items to unlock. DLC can only be bought through real world money, costing around 

5 to 50 US dollars or euros depending on the type of game set in the market.  

  

Season Pass 

 

Season Pass is also a type of monetization scheme that can only be bought with real money 

and can bring more DLC’s and more additional content to the player. The  reason that this type of 

purchase exists is because some games feature more than one DLC, and instead of making the 

player having to buy every single DLC in various purchases, in case that he wants all the 

downloadable content, the player can buy a Season Pass that contains all the DLC at a much lower 

price. 

 

1.2 Problems and Research Objectives 

 In recent years, most companies started to implement microtransactions in so many titles, 

even when their games were already charging people for 60 to 70 US dollars or euros and in some 

cases, games could also cost more than the normal value, with the so called deluxe and premium 

edition that adds additional content and could be bought between 80 to 120 US dollars or euros. 

Now the problem of these types of microtransactions is that some of them can give players 

a huge advantage to other players, mostly depending on the items that the players have that can 

decide the results of a match. This implementation can make free-to-play games into a pay-to-

win system, which can result in a massive outrage by the players and the gaming community. And 

if people realize how damaging this microtransaction system is to that specific free-to-play game 
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it will likely make most players abandon the game in search for another free-to-play game that 

have a microtransaction system that doesn’t affect the overall game. 

In a free-to-play model there are ways to make the game fun and at same time having people 

willing to buy something in the store with real money that doesn’t affect the gameplay nor give 

anyone some sort of advantage, all it takes is one bad move by the developers to ruin not only the 

game but the company image, in the eyes of their consumers and the public perception. Some 

companies also suffer from allegations of this exploitations to their consumers in which even 

some governments are now making sure that these types of schemes are forbidden in their 

countries making it impossible for game companies to sell physical copies into their stores (people 

can still buy digital copies online). 

Unfortunately, because of so many attempts by the developers on trying to exploit their 

audience with microtransactions, now most players are more observant on the in-game store, and 

everyone can make a decent assumption on what type of microtransaction is acceptable in a free-

to-play game and ones that can ruin the experience of the game, refusing to buy that specific 

product. 

So the general objective of this investigation is to create a solution or in this case a new 

monetization model that can be considered, by a great portion of people, an upgrade compared to 

the ones that exist in the current gaming market, and making sure that it attempts to fix some of 

the issues that customers have when playing a f ree-to-play game, but at the same time, not 

forgetting that the main purpose of having a monetization system implemented in a free-to-play 

game is to bring some income for the company. 

 

1.3 Research questions 

 

The main objective of this work is essentially to respond to three key points on which the 

study is based, namely: 

  

a) what are the types of microtransactions that the consumer considers most acceptable for 

a “free-to-play” game (loot box, skin models, battle-pass)? 

b) what are the different methods of consumption in a video game? 

c) will it be possible to develop a microtransaction model that allows consumers to have 

control of their costs, while still supporting the company’s income? 

  

In this work we concluded that it is possible to develop a better microtransaction model 

comparing to all other types of microtransaction that exist today, it was developed through a 

survey question that can lead to a new model and making an implementation of that model into a 
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new in-game store (not making the game itself but rather only the store), making also questions 

based around whether if it’s necessary the existence of limiting the player of what they can spend 

in the game. 

1.4 Research methodology 

All of the concept and the research that was made about this marketing strategy know as 

monetization and the purchase of microtransactions as a whole, was led by investigating all 

aspects of the core idea of monetizing something for the sole purpose of gaining profit over their 

consumers and it was all using web articles about certain events that lead to the displeasure of 

some gaming companies and mostly using Google Academic for research of other thesis and 

paper analysis that were necessary to advance in this investigation. 

1.5 Structure of the Thesis 

This thesis contains the following steps: 

1. Literature Review – In the first chapter, it shows the articles that were critical to 

point out the major concerns in companies and in their marketing strategies, as well 

as some examples based around existing free-to-play games and their in-game store 

and each one of them have criticism that points out some of the issues of their 

monetization models. 

2. Concept of monetization in videogames – In this chapter, it has the basic 

understanding of monetization in videogames, and it shows the approach that most 

gaming companies use to monetize their games. 

3. Implementation – For this chapter, it shows the methods and the results used to 

create a basic scheme on how this new monetization model would be in terms of use 

and in terms of quality for the player. 

4. Evaluation of the prototype – In this chapter, it shows the results of the evaluation 

of the prototype that was send to participants for testing and to understand if their 

replies of the new monetization model were considered positive or negative for this 

investigation. 

5. Conclusion and future work -  For the final chapter, it shows the final results 

around this investigation and the main components of what can still be done in the 

future for this project to be used in the current gaming industry. 
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2. Literature Review 

2.1 Introduction 

 Video games are considered an expensive product by putting it into two types of tendencies 

the first “was the growth of total budgets needed for the production (development and marketing) 

of top-notch video games and the second was the fall in the minimal required budget for creation 

average video games, which led to the rise of an indie scene” (Tomić, N. Z., 2018) (Theodore, S., 

2016). 

Every now and then, a new microtransaction system is created by companies and game 

developers to satisfy their investors and shareholders, but the question remains on where exactly 

originated these types of monetization so called microtransactions. 

Based on an article “Economic Model of Microtransactions in Video Games”, it is believed 

that the concept of microtransactions was firstly “adopted by indie studios, fighting thus against 

the more potent competition of publishers. It was mostly common in mobile games but later those 

trends from mobile applications and mobile games market have slowly transferred to PC games 

and console video games” (Tomić, N. Z., 2018). 

Some microtransactions can bring a positive reception from consumers and most of the 

gaming community accepts only cosmetic microtransactions (in this case skin models that change 

the appearance of the player), because it is considered that all other forms create an imbalance 

among players (Tomić, N. Z., 2018). 

 

2.2 Change of perspective 

According to Prateek Agarwal (2017), video games have followed a path considered 

worrying and controversial in the case of the loot box system, mentioning the launch of the game 

“Star Wars Battlefront 2”, from the creators of Battlefield (a first-person shooter), DICE and EA 

(Electronic Arts) received a huge reception of criticism in which every review showed their 

displeasure with the microtransactions applied in the game. 
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It all started when consumers became aware of a report made by “u/MBMMaverick”2 a user 

of “Reddit”, a social media news network where it is allowed to post online content that other 

people can vote on in order to determine the argument as being trustworthy or false, in which it 

informs players that in order to get just one character like “Darth Vader” it was necessary to spend 

around 80 US dollars in the purchase of loot boxes in the chance of being able to obtain the most 

iconic character from Star Wars (Prateek Agarwal, 2017). 

After consumers became aware of the seriousness of the system the company had 

implemented, EA immediately responded to the complaints from its fans in which they 

themselves announced that this type of system was designed to "provide players with a sense of 

pride and accomplishment for unlocking different heroes" (Prateek Agarwal, 2017). 

Therefore, many did not find EA's response convincing and protested at one point that the 

company was forced to remove the loot box system or other forms of payment that would affect 

the gameplay itself, meaning that players could only obtain characters and game items for as long 

as they played the game (Prateek Agarwal, 2017). 

This doesn't mean that every game that has loot boxes or some sort of randomize purchase 

is considered bad in the eyes of the gaming community, the problem with “Star Wars Battlefront 

2” was that it was already a paid product that in order to get the game itself it is necessary to 

initially pay around 60 to 70 US dollars or euros (depending on the place of purchase), in which 

after the purchase the customer wants to enjoy the game in the best way possible and many 

believed that applying this type of scheme in which the consumer will have to pay even more just 

to be able to play the game appropriately, brings a great conflict not only to the online experience 

but to every player that bought the game, that to this day gave EA (Electronic Arts) and DICE a 

bad reputation for the stunt that they were trying to pull for their customers (Prateek Agarwal, 

2017). 

2.2.1 “League of Legends” 

 

Now looking at examples of free-to-play games that each have 3 types of microtransactions, 

starting with “League of Legends” that has in-game currencies (RP or riot points), game items 

(skin models, emotes, icon pictures) and loot boxes that can give players skin models, emotes or 

icon pictures all based around randomize chances [figure 1]. 

 
2 Link of the post: 

https://www.reddit.com/r/StarWarsBattlefront/comments/7cff0b/seriously_i_paid_80_to_have_vader_locked/ 

https://www.reddit.com/r/StarWarsBattlefront/comments/7cff0b/seriously_i_paid_80_to_have_vader_locked/
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The reason this model works, even with the implementation of loot boxes, is because players 

have a guaranteed chance of at least receiving some additional content just by playing the game 

with no additional charges and none of the game items affect the balance of the game, meaning 

there is no pay-to-win system in this game. But the only issue that makes this model not perfect 

is because if someone wants, for example, a specific skin model for a character that the player 

enjoys playing, then the only way of getting it is through the in-game store that can only be bought 

with RP or riot points in which this in-game currency can only be obtain with real money or he 

can be lucky to obtain the skin with the loot box system. 

 

 

Figure 1: League of legends, in-game store;  

2.2.2 “Hearthstone” 

 

The other title is called “Hearthstone” develop by Blizzard Entertainment and it is a virtual 

card game that has loot boxes (that in each pack offers players 5 cards with one card been at least 

rare or better), a battle-pass (that offers players coins, more packs, 2 random legendary cards, 2 

specific epic cards and one skin model) and skin models that are placed in the in-game store that 

can only be bought with real money [figure 2]. 

This time, the reason this model is consider by many a pay-to-win system is because those 

loot boxes or packs can be bought with real world money or with coins that can only be obtained 

through gameplay, which means that players that are willing to spend money into this free -to-

play game will have a bigger advantage to players that didn’t spend money on packs of cards and 
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were willing to spend days or weeks just to have a decent deck. Many people believe that if this 

type of loot box (packs) could only be bought with coins and not with real money, the game would 

be more balanced and not a pay-to-win scenario, only skin models could have had a price tag on 

it because they don’t affect the game itself. 

 

 

Figure 2: Hearthstone, in-game store;  

 

2.2.3 “Halo Infinite” 

 

Now for the last example, “Halo Infinite” develop by 343 Industry, it is a sci-fi first-person 

shooter in which most of their titles before this one was a paid product (having a cost around 60 

US dollars or euros), but now developers made the decision to make Halo Infinite Multiplayer 

(online game) free-to-play for PC and Xbox One. This game has the following content: a Battle 

Pass (with some skin models, new paint colors for armor and some boost experience, that can 

give players the ability to pass some levels of the battle pass), skin models and an in -game 

currency that can only be obtain through real world money and this type of currencies can buy 

those skin models inside the game store [figure 3]. 
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Unfortunately, this game was launched with several criticisms by the consumers saying that 

most of the good additional content is behind a paywall system, meaning that most of the 

additional content that was free when the other titles were launched with a 60$ deal, now every 

single one of them can only be obtained with real money (SZPYTEK, P. H., 2021). 

In other words, the game was lacking content and the only additional content people could 

obtain for free was inside the battle pass, but they also point out that most of that content was 

mediocre at best, because they felt it was a cheap attempt to force people to buy the good content 

in the in-game store with some money that they were willing to spend. Thankfully the company 

is now trying to add more content (both free and paid content) into the game to bring more players 

and more potential buyers for the in-game store. 

 

Figure 3: Halo Infinite, in-game store;  
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2.3 Concept of monetization in videogames 

2.3.1 Strategic value over monetization 

Understanding the concept of monetizing a game means that we must acknowledge how do 

companies plan their income when it comes of developing a free-to-play game. 

Developing a game takes a well-trained team of creators that range from the software 

department were people make sure the game is playable and has a lot of content for the player to 

enjoy right from the start and then the marketing team that’s in charge of all the publicity the 

game needs to have, to attract as many consumers as possible.  

In the gaming market there are a lot of variety of products for people to choose from, it can 

be from their favorite franchises like Star Wars, DC comics and Marvel or to new IP’s3 that are 

mostly being made by unknow studios. 

As for the free-to-play model, since the game will not have any cost into its purchase 

whatsoever, the way companies manage their income is from the in-game store in which they 

choose what content can be given to players for free by simply playing the game and what content 

will have a price tag that can only be bought with real money using our own real world currency 

such as dollars or euros directly into the store or we first have to buy in-game currency in order 

to buy the specific content that we want. As stated before, the in-game currency is linked to a 

specific game and cannot be used in other games in terms of buying their content.  

In terms of purchasing an additional content from a free-to-play game, players will decide 

on whether it is worth it to buy that specific item. Technically this process goes as follow: 

The item (or additional content): 

 

a) Gives the player the advantage that he needs to win a match against an AI (artificial 

intelligence) or against another player. This item can be called a digital good and has an example 

it can be a new weapon that deals more damage than its predecessors. 

 

b) Gives the player a sense of happiness by simply having that item in is inventory for 

example cosmetics that can change the appearance of the character in the game. 

 

c) Gives the player more content to play with, usually it is called DLC (downloadable 

content) that adds more missions, more characters with different abilities, more maps to play in 

multiplayer. 

 
3 IP is known as “intelectual property”, that when a company considers making a new IP it means that the game will 

not be a spin-off or a sequel to an already existing game. 
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2.3.2 Example over monetizing a game4 

 

Table 1: System and method for conducting microtransactions in multiplayer videogames; An overview 

of patents for video game monetization systems. 

  

ID registration Assignee Patent title Patent 

summary 
Player 

perspective 
Sales 

methods 

US2016005270A1 Activision System and 

method for 

conducting 

microtransactions 

in multiplayer 

video games. 

The system 

combines an 

experienced 

player with a 

novice player 

to encourage 

the novice 

player to 

purchase items 

used by the 

experienced 

player. A 

novice player 

may wish to 

emulate the 

experienced 

player by 

obtaining 

weapons or 

other items 

used by the 

experienced 

player.  

A player 

acquires an 

item of 

superior 

perceived 

utility due to 

it being 

selectively 

made in 

situations 

against a 

superior 

player with 

that item. 

Exploitation 

of player 

data. 

Limited 

product 

disclosure.  

 

 

Based around the overview of patents for video game monetization systems, its 

understanding that gaming companies do not expose their marketing strategies before the game 

is even out, and the reason for this is to maintain customers excitement to their new product. But 

as soon as the game comes out and people tested it for the first time, they can analyze every detail 

and create their own conclusions on how the in-game store operates, both to players that are 

willing to spend real money on the in-game store and for those that won’t spend anything at all. 

 
4 King, D. L (2019) / https://www.sciencedirect.com/science/article/pii/S0747563219302602  

https://www.sciencedirect.com/science/article/pii/S0747563219302602
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It is demonstrated in [Table 1], when a game has a system that conducts microtransactions 

in the multiplayer component, usually stands for a system that encourage a novice player being at 

the same level of an experienced player by having an item that can be purchased in the store and 

that it can emulate the experience of being better at the game without the need to spend much 

effort into it. This can be considered an exploitation for people that have the resources to buy 

those items with real money. 

 

 

Table 2: System and method for providing in-game pricing relative to player statistics; An overview of 

patents for video game monetization systems. 

  

ID registration Assignee Patent title Patent summary Player 

perspective 
Sales 

methods 

US9138639B1 Kabam System and 

method for 

providing 

in-game 

pricing 

relative to 

player 

statistics. 

The system 

involves 

manipulating the 

availability and 

prices of in-game 

virtual items for 

different players 

depending on their 

experience and 

their progress in the 

game, including 

past spending 

activity.  

A player may 

have to pay 

more/less for 

items based on 

their behavioral 

data, 

irrespective of 

the contextual 

value of the 

item. 

Exploitation 

of player 

data. 

Price 

manipulation 

 

 

 Some companies may manipulate the price of virtual items depending on the player 

experience, as for the case of [Table 2], it shows a patent of a system that provides in-game pricing 

that has a relative connection to player statistics by manipulating the availability and prices of 

those virtual items that can differentiate from their past experience or their progress in the game. 

 Many games tend to have a virtual coin that can be received through gameplay, or they 

can be bought with real money; with that said the price of an item can change whether the player 

has sufficient coins to purchase it, for example an item cost 2000 virtual coins (that’s equal to 20 

euros) and two players have different amounts of virtual coin; one player has 500 virtual coins 

and the other has 1500 virtual coins (both players have achieved this coins only through 

gameplay). In order for them to purchase that specific item, they need to buy more virtual coins 
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with real money but the amount that they need to spend is different, and so, by the end of it, one 

player needs to spend more money than the other, since initially one player had more virtual coins. 

 

 

Table 3: System and method for providing in-game timed offers; An overview of patents for video game 

monetization systems. 

  

ID registration Assignee Patent 

title 
Patent summary Player 

perspective 
Sales 

methods 

US8920243B1 Kabam System 

and 

method 

for 

providing 

in-game 

timed 

offers. 

This system involves 

an in-game offer to 

players that have 

newly joined the game 

and/or to players that 

have not yet made a 

purchase. In some 

implementations, the 

offer may incentivize 

purchase upon entry 

into the game and may 

only be made available 

briefly to a qualifying 

player.  

A new player 

purchases in-

game items 

presented in a 

time-sensitive 

offer with 

limited 

information 

about its 

contents. 

Exploitation 

of player 

data; Limited 

disclosure of 

the product. 

 

 

 In terms of bringing inexperienced players to an online game, companies tend to give 

those players a boost in items and other offers that can have a time limit associated with them. In 

[Table 3] shows a patent called system or method that provides in-game timed offers that involves 

players that have newly joined the game or players that did not spend anything from the store. 

Some of this offers have two different purposes, one is to incentivize players into trying out the 

game itself, and the other is to provide enough resources for the player to buy virtual items from 

the in-game store, usually by giving the player some in-game currency. 
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Table 4: Event-based currency; An overview of patents for video game monetization systems. 

  

ID registration Assignee Patent 

title 
Patent summary Player 

perspective 
Sales 

methods 

US9626475B1 Kabam Event-

based 

currency 

The system facilitates 

a time-limited event-

based currency. 

During such an event, 

players may acquire a 

second type of virtual 

currency in addition 

to other forms of 

virtual currency. The 

event-based currency 

may be purchasable 

with real-world 

money. After the 

event, the event 

virtual currency may 

become unusable by 

or unavailable to the 

users. 

A player 

receives offers 

for items with 

prices 

configured to 

encourage 

purchase of a 

time-limited 

currency that 

becomes 

unusable after a 

period of time 

Exploitation 

of player data; 

Price 

manipulation. 

Limited 

possession 

 

 

 Games like “League of Legends” tend to create new events for players to gather more 

content from the game, one of them being a specific currency that is different from their usual 

currency witch is riot points, in many cases this new currency can only be used to buy specific 

items that has a connection within the story of that event, but as soon as the event ends, the new 

currency also disappears from the game and players can no longer use it until the next event comes 

up. 

 This new currency is called Event-based currency, where in [Table 4] the patent is 

associated with this system that facilitates a time-limit event that has an event-based currency, 

that can give players some items that will remain in their possession if they buy it with that specific 

currency and it does give a sense of urgency for the player, knowing that this is a time-limited 

currency that becomes unusable after a period of time. 

 Once again, this can be considered an exploitation to the player since they have a time-

limit into completing new missions, getting all the additional content that comes with the event 

and a way for companies to manipulate the prices of virtual items by now having two types of 

currencies with different value attach to them. 
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Table 5: Mystery boxes that adjust due to past spending behavior; An overview of patents for video game 

monetization systems. 

  

ID registration Assignee Patent 

title 
Patent summary Player 

perspective 
Sales 

methods 

WO2015179450A1 Kabam Mystery 

boxes 

that 

adjust 

due to 

past 

spending 

behavior 

The system 

enables game 

providers to 

enhance revenue 

opportunities by 

periodically 

rotating drop 

rates associated 

with mystery 

boxes containing 

virtual items. 

Drop rates are 

adjusted 

according to a 

user's purchase 

history including 

amount of real 

currency 

exchanged for 

virtual goods. 

The player 

may be 

unaware that 

the likelihood 

of receiving 

an item from 

a mystery 

draw is 

determined 

by past 

spending 

Exploitation 

of player 

data; 

Limited 

disclosure of 

the product; 

Item value 

manipulation  

 

 

 For the final example, [Table 5] represents the system of mystery boxes that adjust due 

past spending behavior or the so called “Loot boxes”. As stated before, this system pushes the 

term gambling in the hopes for the player to get the item that he so desires, with that item being 

associated with the mystery boxes (or loot boxes) that adds drop rates which are adjusted 

according to the user purchase history or by just pure luck. 

 This system is by far the most exploitable and most dangerous for consumers to interact 

with, since the majority of the players are unaware of the likelihood of receiving that specific item 

but still if there is a 1% chance of getting it, some people will spend a tremendous amount of real 

money in order to get it. 
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2.4 Conclusion 

It was concluded that there is a solid reason on why some monetization schemes can be 

damaging for the costumer, showing the game that launched with tons of microtransactions 

implemented in a pay-to-win game that was already being sold at a full priced game.  

This resulted in negative responds against the company and in their business practices that 

damaged not only their sales but destroyed their image, as a gaming company, in the eyes of the 

public view. 

Then, by pointing out some examples of already existing free-to-play games like “League 

of Legends,” “Hearthstone” and “Halo Infinite”, it was determined that some of these games have 

already a well-structured in-game store and some having yet room for improvement. 

Having now a general idea of how to monetize a game and what can be said about the flaws 

of the microtransaction system, it is necessary to implement a system that focuses on the player 

interest first, making sure that there is no advantage over paid items and prioritize the gameplay 

mechanics and by then making sure that there are components that lets the player choose what 

they want to spend without forcing them. 

By point out an overview of a patent that some companies use in their games and how do 

they monetize it, it can lead to more possibilities for improvement and learning the mistakes that  

other companies have made in the past, by having a different focus on progression in a free-to-

play game. 
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3. Implementation of a form  

By expanding the research about the monetization system and how does a company 

implemented microtransactions inside of their free-to-play games it is important to understand the 

major complains about monetizing a game in the eyes of the player. Their experience could bring 

a benefit to this investigation, and it could be a way to create a new monetization system that 

carries all the aspects of the microtransaction system and puts the consumers wishes first and the 

company interest second. 

The way this was approached, was with a form that was shared across a specific audience 

that has the basic knowledge of monetization and plays videogames in his free time. This form 

and future ones were posted on “Reddit5”, that has a lot of communities related to videogames 

across the platform and once these forms reach them, it was necessary to ask them specific 

questions that would help this investigation going forward, including the creation of the new 

monetization system. 

By making a new system revolving around microtransactions it was essential to create a new 

in-game store for people to try the new model using a software program such as “Figma” that can 

establish the UI (user interface) and UX (user experience) or “Unity 3D” who is known for the 

making of video games based by levels and menus (with some choices as play the game, going to 

the in-game store and options). 

 
5 https://www.reddit.com/ 
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The reason for these choices is because these programs were already used in the making of 

other projects inside this degree. Having some basic knowledge will help improve this pro ject and 

make the process a little bit faster. 

The difference between UI (user interface) and UX (user experience) is that user interface 

stands for customize the app or in this case the in-game store (what colors will be shown to the 

player, what type of calligraphy the letters will have and how to organize every part of the store). 

The user experience stands for creating a new and an easy way for the individual to experience 

the app or once again the in-game store by making it easier to access every content that has in it.  

But what exactly there is a need to make a User Interface for a microtransaction model, as 

stated before by making an in-game store without a game in it, people can imagine that model 

inside of any game that they can think of. Meaning that, the model itself will be compatible with 

any type of free-to-play game no matter the type of genre that game has, it could be a first-person 

shooter, an RPG (role-playing game) or even a virtual card game. 

3.1 First Form 

The first form has questions about, what exactly are the type of monetization systems that 

they can consider the best for a free-to-play model in which every person has the right to pick 3 

choices of monetization systems that currently exist in free-to-play games. Then some questions 

would take a turn for being more personal, in this case, everyone was asked about how much 

money they spend on free-to-play games, and it was put to test on whether or not they think that 

their spendings are much higher than they anticipated. 

Other aspects about the preference of the player were considered, by having questions such 

as, what company the player believes as made a tremendous effort into their free-to-play games 

and an effort to support their customers. Not only that but also the fact of what free-to-play game 

they believe have the best in-game store, meaning who has the best monetization system 

implemented in their free-to-play games. 

At last, the focus of this form was to gather people who were willing to test the prototype 

once it was completed, in which consisted of an in-game store with the new monetization system. 

This resulted in people pointing out the main issues of the new monetization model that was 

created based on the data that was gathered from the first survey, knowing that this form have 

questions that target for qualitive results, exploring every opinion possible from the consumer 

perspective, and other questions that have quantitative results in case it was needed to calculate 

the percentage of people who agree or disagree with some aspects of monetizing a free-to-play 

game. 

And finally, it was expected to know who was on board for the testing of the new 

monetization system by having people willing to share their emails and when the prototype was 

ready, they would test and evaluate the new monetization model. 
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3.2 Data analysis 

Gathering the results from the first form it was declared a total of 157 replies in which only 

7 of them were considered invalid for this research by having people who didn’t answer all the 

questions, or they implemented arguments that weren’t related to the question itself, so in the end 

we counted 150 as valid replies. 

Figure 4: Results of what are the types of monetization that they would consider acceptable for a “free-to-

play” game. 

Starting off with the first question [figure 4] the 3 monetization’s that were chosen by most 

of the players were: Virtual Goods, DLC (Downloadable Content) and Battle-Pass/Premium Pass. 

The reason behind letting players choose more than one system was to copy the same 

formula that most games have, which is the use of more than one monetization system inside the 

in-game store. 
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Figure 5: Results of how much they spend monthly in free-to-play games. 

For how much people spend in free-to-play games [figure 5], half of them say that they 

don’t spend money in any microtransaction inside of a free-to-play game, the other half of players 

spend as little as 1$ to more than 100$. 

The results show that some people do not engage in the purchase of content that it is placed 

in the in-game store, because they don’t believe it is worth the price, based around the feedback 

from other questions. 

 

Figure 6: Results of their choice if progression in a free-to-play game should be linked to the in-

game store. 
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In terms of progression in a free-to-play game [figure 6], it is certain that a great portion of 

the players don’t want the progression being linked or connected at all with the in-game store, 

meaning that when people want to play the game, they don’t want the in -game store to interrupt 

the overall gameplay. 

Its understanding of why people don’t want the progression to be linked with the in-game 

store; its because, sometimes, people just want to enjoy the game and not worry about what 

progression system the game has or what the in-game store has to offer. 

 

Figure 7: Results of their opinion about if they are spending more than they would want to in free-

to-play games. 

Surprisingly, when it comes to over the spending on a free-to-play game [figure 7], most 

of the players have concluded that they don’t spend more then what they would want initially 

when buying microtransactions from a free-to-play game. It’s possible that, nowadays, most 

people are more careful over their spendings, and they try to spend as little as possible in order to 

have a good time playing the game. 
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Figure 8: Results of the question about if free-to-play games are giving less for the same amount 

than before. 

 

But in terms of the content that free-to-play games provide to players, it is shown that a 

great percentage of players believe that companies are giving less content for basically the same 

amount of money (pay the same portion receive less content). 

This doesn’t necessarily mean that developers are being lazy in terms of producing more 

content for the game, it’s more about the price they implement in their new content that comparing 

to older content produced in the past, it was considered less expensive. 

 

Figure 9: Results of the question about if they prefer to receive an in-game item or an in-game 

currency. 
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Keeping in mind that by developing an in-game store, it was necessary to receive the 

information that people prefer receiving in-game currency when playing the game than receiving 

an item through gameplay. This idea is from the concept of letting the player choose what they 

want to receive in exchange for their time playing a free-to-play game. 

 

 

 

Figure 10: Results of what company they think as made the best progress for satisfying their 

players in their free-to-play games. 

 

Now for the choice of the company that players believe have contributed more into 

satisfying the consumer in their free-to-play games; there where 2 companies who got the same 

results, 55 people believed that “Riot Games” and “Valve Corporation” have made big progress 

in the satisfaction factor. 

Knowing that “Riot Games” developed “League of Legends”, a free-to-play game that 

continues to add more content without the need of forcing people into buying skins or other digital 

goods with real money, and “Valve Corporation” is known for their successful titles like 

“Counter-Strike”, “Half-Life” and “Team Fortress 2”. 
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Figure 11: Results of the question about if it is possible to create a monetization system that can 

satisfied players and the companies themselves. 

 

This question was to see if players feel the need for an alternative to the current 

monetization systems that can satisfied players and the company themselves, the answer was that 

it is possible, simply because there are currently free-to-play games who are successful both in 

terms of income and players satisfaction. 

In short, even by creating a successful game, sometimes there is still room for 

improvement, wetter is in the gameplay department or inside the in-game store. 

 

Figure 12: Results of the possibility that they were willing to spend money in a free-to-play game if 

they knew that a fraction of that income would go to charity . 
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The reason behind this question was to know if people were willing to spend money in a 

free-to-play game knowing that at least a portion of income goes to charity (education, health 

systems, food, etc.…). Based around the results, we can say that between yes and no there are 

more who would spend money in a game if a portion of that money would go to a worthy cause. 

A good portion of people also voted for maybe, and there could be a reason behind it; it 

can be because of the way people simply do not trust game companies into fulfilling those 

promises with the charity company or they don’t believe in their cause. 

 

 

 

 

Figure 13: Results of the availability that they have, to evaluate the new in-game store for research 

purposes. 

 As a result, for the availability of people that were willing to test the prototype, it receives 

a total of 38 emails (some of them may not be valid emails) in which people would choose to 

present the email in the form or they would personally send it by email. In total, only 20 people 

were able to evaluate the prototype in the second form. 
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3.3 Conclusion 

 

Thanks to the enormous feedback that was gathered through the first form, it was possible 

to analyze the issues that most people had with the current monetization system and other 

questions that were answered with the help of all the quantitative results that was displayed in 

some figures. 

Some results were not shown in this document due to the fact that, other questions were 

based around the opinions of every individual, and in terms of research its more likely that those 

answers would be more subjective than a straight fact. 
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4. Development of the new 

monetization system 

4.1 Creation engine and inspirations 

For the components of the in-game store it was ideal to use existing assets of games that 

already exist in the current market. The choice went to the sci-fi first-person shooter “Halo” 

created by Bungie and is now being developed by 343 Industry, and it would be used as an 

example of this prototype by acquiring their Logo and skins models to distribute content inside 

this in-game store. 

Figma was the software that was chosen for the creation of the UI (user interface) and all their 

layers (what the player sees in their screen when testing) that would be implemented for Desktop 

and smartphones with their respective screen sizes. 

 

4.2 Schematic of the new monetization model 

 

The major challenge is now to create a model from scratch, even with the answer that the 

first form provided, a great portion of the qualitive replies were more connected to the overall 

solutions with the current problem of the monetization’s schemes that companies have 

implemented in their free-to-play games over the years. 

For results, there were a lot of complains about the prices of some of the content be seen as 

a bit misleading and does not represent the true value of that item, meaning that even the best 

items in the game were being called overpriced and not worth the purchases. 
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The main idea was to bring more people into buying content from the store no matter how 

much they spend, because as it is showed in [figure 5], approximately 50% of people do not 

spend money in free-to-play games.  

So, what can be done in terms of attracting a customer into buying something (doesn’t have 

to be related to videogames), there is the so-called “Black Friday”, an event that puts the 

majority of products with a reduced price in it or in other words with a discount (it can range, 

more or less, from 50% discount) that can bring a great interest for the customer, seeing that 

they are buying products with a reduced price attach to it. But there are still components of 

misleading of the discounts that “Black Friday” and other events bring to their products, 

knowing that there are laws in some areas that forbids the use of discounts on a product but still 

maintaining its original price (for example a hat that cost around 10 dollars and a store puts it on 

sale, saying that with the discount, instead of costing 20 dollars it now cost 10 dollars), without 

the customer knowing about the original price and creating a false sense of urgency to that 

person. 

 

4.3 Micro-Choice-Play (MCP) 

 

Returning to the topic of creating a new monetization model, players could be compensated 

for their support, that they made by simply playing the game and using that as a reward. This 

already exists as form of Battle-pass that gives players free content by completing daily 

missions, or only regular missions that the developer wants the player to complete. 

So instead of rewarding the player with some items that he could receive through the Battle-

pass, the player would want a certain item in the store, but can only be bought with real money 

and that person didn’t have enough money to spend on that specific item, so this could be a 

implementation of a new system that at least reward the player for the time spend and give it a 

discount for a better deal in his purchase.  

Comes the idea of “Micro-Choice-Play” or MCP, a new system that calculates the time a 

player spend on playing the game (this only counts by actually playing matches against other 

players and not the time they spend on the menu screen, loading the game, launch process and 

so on) and adds the same number of hours spend into a discount (1 hour = 1% discount) that can 

be used in his next purchase, but considering it as a single deal, meaning that when the player 

makes the purchase with the MCP discount, then the discount would reset back to 0% in order 

to give the player a next step into increasing their discount the next time they play the game.  
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4.4 Implementation of MCP into the prototype (in-game store) 

 

So as followed, it is necessary to create an in-game store for people to test the new 

monetization model, Micro-Choice-Play (MCP), and by answering the second form that would 

ask, if the new model is an improvement over the current monetization models that exist today. 

 

Figure 14: Prototype, in-game store, bundles. 

 

By entering the store, it would be ideal to show every option of purchase the player can make 

and realizing what types of monetization there are in this store. So based around the replies from 

the first form its was implemented virtual goods as only cosmetics (changing appearance of the 

player both in character and icons and weapons, knowing that none of this brings any advantage 

whatsoever) and a battle-pass. 

The first option we see is Bundles that stand for a sort of package or a set that includes several 

items from the store by a means of simplifying the purchase, for example a player that wants more 

than one item, instead of buying the items separately, he could buy a bundle with those respective 

items. 
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Figure 15: Prototype, in-game store, skin models. 

 

For the next option, it would be skin models that are organized through rarity that makes each 

cosmetic having a certain value, in this case gold is considered a legendary skin and cost around 

10$, purple is considered an epic skin and cost around 6$ and blue is considered a rare skin that 

cost around 2$.  

To buy these cosmetics, the player has to use A-points a made-up currency for this specific 

prototype. The transaction between dollars an A-points results as follow: 

 

• 1$ = 100 A-points. 
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Figure 16: Prototype, in-game store, battle-pass. 

 

Now for the battle-pass, it was determined what items would be ideal for the free battle-pass 

that would make the player receive those for free simply by playing the game, and what content 

was preferably better for the premium-pass that would cost around 20$ (2000 A-points = 20$). 

Figure 17: Prototype, in-game store, MCP. 

 



Implementation 

  55 

And for the MCP option, the main goal was to show the player how much time did he spend 

to receive is current discount (1 hour = 1% discount). In this example the player cannot reach 

more than 75% discount meaning that, after that, the player wouldn’t be able to increase is 

discount no matter how many hours he would invest, the only way to increase it again is to first 

make the purchase using the MCP discount and then after the reset the player could continue is 

playtime investment into the MCP discount. 

 

Figure 18: Prototype, in-game store, skin model-MCP discount. 

 

At last, the system will then show the player the application of the MCP discount into a 

legendary skin that instead of costing 1000 A-points (=10$), it would cost around 250 A-points 

(2,5$). And as stated before, after the purchase the 75% discount will reset the MCP discount 

back to 0%. 
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5. Evaluation of the new 

monetization model 

5.1 Second form (evaluation form) 

Looking back at the implementations and ideas that came around for this new monetization 

model, it was with great ambition that it was even possible to create a new system for free-to-play 

games. Without the knowledge of the results of the second form, the mystery of knowing whether 

this system would be accepted by the players, and in a way, if the reception of this new system 

would receive a bad reputation, then gaming companies and game developers wouldn’t even look 

at the idea at all. 

After sending the respective links of the prototype made in “Figma” and the second form 

made in “Google Forms,” it was possible to gather 20 people, to test the new in-game store and 

answer some questions about the new model, and the results are as follows. 
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Figure 19: Results of the percentage of people that believe 

whether, MCP is an upgrade compared to other 

monetization system. 

Figure 20: Results of the percentage of people that believe 

whether MCP should be put in new free-to-play games. 

Figure 21: Results of the percentage of people that believe 

whether MCP should be put in already existing free-to-

play games. 

 

Figure 22: Results of the percentage of people that think whether 

there should be a limit for the MCP discount. 

 

Figure 23: Results of the percentage of people that believe 

whether MCP works for all genres of free-to-play games like 

RPG or first-person shooter. 

Figure 24: Results of the percentage of ratings about the 

overall idea of MCP. 



Implementation 

  59 

 

 

5.2 Data Analysis 

 

For the most important question [figure 19], it was told that 80% of people believe that 

Micro-Choice-Play is considered an upgrade compared to other monetization system, while 20% 

believe it is not an improvement over the monetization models that exist today.  

 

Then the general question on whether this new model should be put in new free-to-play 

games [figure 20], 85% believe that MCP should be put into new projects, while 15% believe it’s 

not worth to try. 

 

In figure 21, the question was based on the fact that if this new system should be put in 

already existing free-to-play games like “League of Legends”, “Hearthstone” or “Halo Infinite”, 

and as a result 80% agreed to this idea, meaning that MCP could have a chance at being 

implemented in games that are popular in the mainstream view, while 20% disagree on the 

application of MCP in already existing games. 

 

In terms of limiting the MCP discount [figure 22], in the prototype there was the limit of 

75% discount, which equals 75 hours of gameplay, in this case 70% agreed on putting a limit in 

the MCP discount, but the other 30% disagree on the idea of limiting the player discount, meaning 

that the discount could range from 0% to 100%, making the next purchase cost 0$ (= 0 A-points) 

with the MCP discount. 

 

This new system was initially developed to make part of every genre of videogames (ex: 

RPG, first person shooter, MOBA’s, etc.…) and the results from figure 23 could be considering 

a bit mixed, having a total of 60% that agreed on the use of MCP in other types of genres and 

having a 40% of players that disagree on the idea. 

 

And for the final results [figure 24] that is expected to show the ratings of the overall concept 

of the Micro-Choice-Play (MCP), it is revealed that 20% of people gave the idea a 6 (Very Good), 

20% gave the idea a 5 (Good), 35% gave the idea a 4 (Kind of good), 10% gave the idea a 3 (Kind 

of bad), 5% gave the idea a 2 (Bad) and for the last 10% of people gave the idea a 1 (Very bad). 

Despite some percentage of people that gave a negative result (between 1 to 3), which is a 

total of 25% of negative rating, the majority selected a more positive result (between 4 to 6) with 

a total of 75% of positive rating. 
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5.3 General opinion about the results 

 

It can be said that the results for the second form, also known as the evaluation form, for 

the final prototype is considered positive but it still has some criticism to put into perspective that 

MCP (micro-choice-play) is a competent system, but it does lack on the idea of resolving every 

problem that video games in general have nowadays. 

One of the main complains about this system (based on qualitive feedback of the 

evaluators) is that some people may abuse the MCP system by just farming hours for the discount 

without caring for the success of other players, in other words, some games are based on team 

cooperation and if one player does not care about the results of a match and only cares about the 

amount of time that he spends on playing the game, then it can ruin the experience for everyone 

involved. 

The solution for this issue is a bit simple; by having a report system, it can be determined 

which player is ruining other players experience by looking at their match history and seen a 

common pattern on the player that is just losing on purpose. This report system is not 100% 

accurate and it can lead to other issues, but the main idea is that, if someone is truly abusing the 

MCP system, then the punishment for that player would be setting back the MCP discount by 0%, 

even if he has several hours into the game. That way the player could acknowledge that he needs 

to at least try to play the game the way it was meant to and support their teammates in every 

opportunity without sacrificing the fun factor of playing videogames. 
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6. Conclusion and Future work 

6.1 Satisfaction of the objectives  

Showing off the issues that microtransactions and the monetization in videogames had in 

recent years have put to terms that companies can learn from their mistakes when it comes to bad 

marketing strategies and for them to be out of touch with their consumers, or they can still repeat 

the same mistakes by not having a basic understanding over the complaints that they receive like 

for the example of “Star Wars Battlefront 2” that had “EA” and  “Dice” having to rebuild their 

image and reputation, by following every feedback that the players provided towards their 

progression system and making sure that the game should never be a pay-to-win system, even if 

the game was a free-to-play game. 

By learning the mistakes of the past projects, it was still a challenge to create a system that 

can create a positive view from the players and the company themselves, even though the forms 

weren’t target for the developers and was only send for people tha t play videogames and have a 

basic knowledge of the monetization system and all of their components.  

Considering now the results of the evaluation form, it is to be believed that Micro-choice-

play (MCP) could be a new monetization system that a great portion of players would be on board 

with it being implemented, both in new and in already existing free-to-play games. 

The general opinion of creating another way of purchasing an additional content inside a 

videogame is already a big step in game development and in the marketing department and in a 

way, it helps improve and resolve the main issues that have being bothering the gaming industry 

for years in terms of the overpriced content, pay-to-win scenarios and lack of transparency and 

communication with their own customers. 

 

6.2 Future Work 

Now after all this work into this investigation and for the creation of a prototype that 

implemented a new monetization system, the idea of what the future has in store, it would seem 

that the first thing to do is to assess the financial impact on current games with this new system, 

and learning how many more players would they have to have to maintain current revenues in 

order to build more content into their games and stabilize the player numbers (player base) using 

the new model and by the end of it, to prove this new model to game developers and gaming 

companies, both big and small in terms of  their position in the gaming market, that MCP is and 
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upgraded version of their target sales and had the general marketing team agreed on this 

application into their projects. 

This is a more ambitious idea, since having a new model implemented in their games would 

still need the approval of every player that was active by the time MCP was launched with the 

game, and if people would turn down the idea, then the company would simply have 2 options, 

one being to improve the new model (MCP) by having some updates that would receive better 

reviews form the players, or the other option being to delete permanently MCP from the game. 
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8. Attachments 

8.1 Feedback from the first form 

This feedback was taken from the replies of the first form, where there were questions that 

let the participants speak their mind about certain issues of the current monetization system, that 

it was necessary to check from their perspective about: 

• Based on each pick you made in the previous question [figure 4], do you find them 

a perfect system, or does it have some flaws? (First 50 answers) 

 

vantagens absurdas 

I don't know that there is a 'perfect' system, but I don't see much wrong with these.  
 

If there is a method of paying for an advantage to the game, then communities and players 

will consider the game pay to play, or pay to win. 

No better system that I am aware of 

Certain games may include Gameplay affecting items or boosts.  

Gambling is terrible and exploitativr 

It has the flaws of the items being offered. Which can be felt as "obligatory" 

Must work really hard to sell product 

Everything has flaws  

Lots of flaws : DLC = let's not finish our game, we will milk ppl with later add on, In -

game currency = Devs can gives you very little currency to push you to buy them with real 
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money, Loot box = too much RNG, % very low to have a special thing (skin, weapon blablba) 

The others methods are even worse for me... 

Perfect 

It's generally pretty solid 

virtual goods should not have exclusive items I believe every item should be available by 

farming of in game trading 

the price is often the main flaw, but to elaborate on in-game currency. i am only fine with 

it because i would rather it be done over the table than be done by sketchy sites. 

Yes 

This 3 pick mainly focuses on not ruining the free2play player experience with random 

rng and locked away game features, it can be improved via giving some goodies for free or 

making them cheaper 

Flaws 

everything will always have some flaws 

Most DLCs are not worth the cost, but fans of the base game will buy them anyways. 

Virtual Goods should not be p2w. 

passes have the problem of needed time investment and price to value ratio 

They're fine. Having paid skins/items is fine so long as it doesn't give an unfair advantage 

to the people spending money. Buying in game currency would just be paying a premium to 

avoid spending time on the game, assuming it's a currency that can be gained through normal 

gameplay. Paid DLC makes the most sense, as more available content would probably be worth 

the money. 

Season Pass is for the players who can spend money, but doesn't have so much time for 

grind. DLC is for the players who are interested in solo-play content, like an expanded story 

and so on, kinda like how MMORPGs approach it with expansions. Cosmetic itens are good 

when the gameplay have different classes/characters with varying gameplay and players have 

a favourite one between them, so they're willing to buy a Skin to show how they love that 

character/class. 

Season pass can be either misleading or disappointing as you're paying for something you 

might not get  

cosmetics as monetisation, given you are able to earn them ingame, are not that bad but it 

severely devalues achievements and player motivation. dlc seems perfectly fine to me if its not 

clearly cut content from the base game. 
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Many, many flaws. 

Provided they have no influence on player ability, they are good. 

Flawed 

Would probably have an issue with the system if there’s no way to get an item through 

playing for longer (like in Call of Duty where you can buy the battle pass to get it immediately 

or eventually be able to do so but obviously it takes longer). 

There are definitely flaws with the loot  system combined with premium items in store. 

Drop rates of rare items can be manipulated to make it a (pay-to-win) situation.  At least with 

battlepass you know what u get for free and u know what u are missing out on. In my opinion 

lootboxes are really similar to a gacha system. But could be implemented correctly to keep 

players playing longer and more often.  

Virtual goods is really flawed when there is no way to get the item other then buying it 

with real money, when it comes to free to play 

They can still be easily abused by greedier companies either via making 'events' that are 

very plentiful and give FOMO or making everything worthwhile only as paid, throttling 

anything people get for free 

DLC are always iffy because they can quickly become P2W, Loot Boxes are great only 

cosmetically, and the Season Passes are always great if the content is substantial.  

Flawed 

In-game currency must be obtainable at a reasonable pace for free-to-play players, 

otherwise they will quickly fall behind pay-to-play players. 

Season pass can be a FOMO situation, and DLC can be badly made and expensive 

I think methods that aren't pay to win are fair 

DLC has flaws 

The only flaw is that you have no way to unlock the paid things without spending money 

in most games (Warframe is a great example of actually being able to unlock everything 

without microtransactions, though). 

The issue with battle pass is that it's often focused on player retention. DLC split the player 

base, Virtual good can put social pressure on playerbase. 

They all are dependent on the value you will get out for the price you pay 

Virtual goods tend to leave customisation options pretty limited, especially in games 

where your appearance is tied to your gear. 
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Very flawed 

Yes, its basically gambling and you shouldnt be able to get anythint that actually effects 

the gameolay 

To me, exclusive (and restricted) content, donation and cosmetics are the 3 perfect 

answers. 

If thers no content without a Dlc then it isn't free to play anymore 

The virtual goods, skins etc, should be obtainable through gameplay 

Anything other than just selling cosmetics is a dealbreaker. I think every single cosmetic 

should be monetized, free users should like like absolute shit, and if they want to look good at 

all then they must pay. But all the other options suck, I'd rather pay for a game outright, $60.  

I believe all have flaws, but things like skin models & battle passes are by far the least 

invasive and customer conscious options available at this time  

I'd prefer a non-F2P and no microtransactions. Let me buy a game and play it. You got 

some of my money, you don't need all of it. 

 

• Which free-to-play game has the best in-game store and why? (First 50 answers) 

 

lol 

No idea 

I think league of legends has pretty good in-game store because you can get everything 

from the store only by playing and not spend a cent 

League of legends has the best in game store, as it gives players the option to purchase in 

game currency, and the company benefits as it provides a vast range of purchasable items. 

I cannot answer that as I am only playing Hearthstone at the moment. And it's in -game 

store is terrible. 

Since getting rid of runes, and making them interchangeable in champ select, the league 

of legends store feels less intrusive. All pass loot etc. is known beforehand as well.  

League is decent 

I think league of legends makes a good store, specially the monetization of TFT 

Runeterra, consitency 

Yalla habibi  

Don't know 

League of Legends. 

They dont Seen to bei greedy and have Special Events where you can get the stuff you want 

die about half the price. Plus they offen have big Events around the skins they sell. 
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League of Legends, because of the amount of free stuff you get 

lol because real money dont automatically make you win the game it just make you look 

good while doing it 

Don't know tbh 

Riot Games 

League of Legends: No pay to win, the crafting system and the hextech chests for gatting 

s grades in games provide an healthy amount of loot to free2play players, some skins have 

reaaly bad designs though and it seems like they were just made to get quicj money, they dont 

show the effort 

Overwatch, only cosmetic boxes doesn't impact the game 

csgo market is really good, next after that probably league 

League, because i think visually there is nothing that wants to manipulate me into 

purchasing or at least not to an outrageous degree compared to ingame shops of some other 

games. Also the items in the shop are not p2w (for example riot somewhat cares about skins 

not having an unfair advantage) 

League of Legends 

I find that Fortnite has a good system, as it avoids the predatory randomness of loot boxes 

and gacha systems. You buy as much in-game currency as you need for the item you want, and 

then just buy it. The daily rotating stock of items keeps everybody from buying the exact same 

stuff, which would make gameplay more boring, and it also adds FOMO (fear of missing out) 

which encourages the player to buy what they want when they see it. 

League of Legends. It provides cosmetics items that can be bought or gained by luck and 

doesn't affects the competitive nature of the game.  

Splitgate - purely cosmetic, not required for progression  

Warframe, unfortunately it timegates crafting which you can rush with buyable currency 

but u can also earn it by simply playing the game. you do not have to spend a single dime to 

fully enjoy the game. there are also player made cosmetics which can only be bought with real 

money to support the artists. 

CSGO. All cosmetic, but that doesn't mean it's perfect. 

None 

No opinion  

Warzone - you don’t go without providing you play it enough. 

League of legends at least let’s you purchase hero’s with in game currency. It would be 

better if they let u also buy premium skins with it (even if it was more). No f2p game has a 

store that feels like they aren’t trying to scalp you currently  

In my opinion I would say that it’s tf2. You can get all the items for free and you will 

most likely get a fair amount of good items, but to get some skins it’s very unlikely that you 
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will get them trough luck alone. So it’s easier to buy them, but it’s not impossible to get them 

for free  

Couldn't pick Hi Rez studios above but that was my choice, so went with the other Moba. 

 

Smite for sure, just for value in the items. I'm getting irritated at the frequency of events and 

the like recently but the skins even if I dislike them are almost always high quality. 

Currently? Fortnite just due to the fact that the skins are worth it and are only cosmetic 

Warframe. It is clean and doesn't feel coerced. 

Any game whose store only features things that don't impact gameplay, such as optional 

cosmetics. 

Not sure, there are good and bad examples 

League of Legends, because it's mostly skin style customizations. Unlocking champions 

isn't too bad, and progression in character levels doesn't really bother me enough to pay money 

for it. 

None 

Warframe. Everything that can be bought for real money can also be acquired without 

paying. Purely cosmetic items are an exception to this rule, as most of them can only be bought, 

but they do not impact gameplay in any way. 

Legends of runeterra 

Warframe for their whole trading economy and the fact that everything can be obtainable 

through the gameplay 

Path of Exile, because it's customisation and quality of life options only. 

Warframe (it has a store where people can purchase most things but other players still 

have to produce said product.  This allows an extra level of trading) 

CSGO 

On top of my mind, Path of Exile. Just because from what I remember, they only sell 

cosmetics. 

idk 

Smite i think. The game gives out the premium currency relativly often through events 

and login bonus. The skins that can be bought often comes in bundles which are pretty good 

deals. Sadly the game also has lootboxes and battlepass 

League of Legends cause it's just cosmetics. CSGO too. The rest are absolute trash. 

league of legends, it's easy to navigate and the items are never necessities  

I don't know 
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•  If you were in charge of developing the in-game store in a free-to-play game what 

would you do, or if you have anything you want to say regarding this subject, it can 

contribute a lot for this project by suggestion or arguments based on your 

experience in videogames or the monetization system? (First 50 answers) 

 

 

Content 

Biggest thing for me would be to ensure that all paid-for content is cosmetic (no pay to 

win) and that appropriate controls are in place for parents to restrict spending. It may also be 

helpful to allow a player to set their own spending limits, so as to avoid becoming a whale.  

I would do something like Riot in league, enough grinding in game can get you everything 

you want  

The first thing I would do is pray, then consult the community of a game with similar 

features about the best and worst features of  their in game store, then ask a community of a 

completely different game what features they would want to see in an in game store.  

I can't add anything constructive 

1. No Gameplay advantages from store items. 

2. Some earnable content (similar to level up boxes or free event loot in League of Legends but 

perhaps more targetable)  

Remove gambling entirely, be more transparent about workload  

Stray away from creating boring needed gameplay "grind" that can be circumvented by 

paying for commodities. Cosmetics and in-game items should be felt as cool and wanted or 

desired upon. They should give you sense of identity. If you release bad cosmetics or generic 

that do not sell, it is because of their bad design and because they do not appeal to your 

audience, not because the system itself is bad. 

Display things with certain price. Can he paid by in game currency 

No 

Satisfaying both Devs with money and players with loots is not possible. Both parts is too 

greedy (players wants more contents for less dollars and Devs wants to create less contents for 

more dollars).. The best option is to create a full game with a price, sell it, take the income to 

create another full price game. F2P games are shitty for both part. 

. 

It's depending on game style, but I would.love to see a mix of earning things in game but 

also being able to purchase them directly.  
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make the stuff with reasonable price + some luxury/collector/limited edition stuff that 

only the rich would  buy 

Nothing to add, sorry. 

free to play should have the same advantage as paying players 

I would recommend contacting some free2play players on your friend cycle, hear their 

needs and desires. And then look at the existing in game stores and think wheter you can 

combine different aspects to achieve what you want :) 

Goal is that transactions should never impact the game, only cosmetics. Adding many 

options to modify how you look, your profile etc probably the best way to look at it. Buying 

cosmetics directly is important, but lootboxes need to be cheap enough to justify spending for 

something random. Because when the price of a lootbox is so high (like in lol) why not just 

buy the skin I want?  

for the love of god dont let money buy performance 

idk 

- 

I would avoid the more predatory business practices, particularly monetization of 

randomness. Loot boxes and gacha systems might make money, but players are always 

unhappy with them. 

I want to be enganged  

Progression should not be tied to a real world  currency (or bought for a real world 

currency). In game purchases should not have a gambling or gatcha element  

No pay to get advantages, let players earn shop currency by playing, if you make a good 

game and listen to the community there will be plenty of people willing to spend money on it 

to support the game long term. 

Players should buy from the in-game store because they see that the game is a labor of 

love, not because of FOMO or other bullshit like that. 

Make all items unlockable in a game mode.   

Honestly a battle pass system works just get rid of the fomo by making them not time 

exclusive  

Highlight that it’s possible to make money while keeping the player-base happy. 

One of the biggest things from a player perspective if feeling like the game has enough 

solid enjoyable content on its own and the im game purchases can “enhance” your experience. 

If the base game feels stripped of everything and the only way to get it is through purchases or 

even worse just waiting then it starts to feel hollow. And there needs to be new free content in 

addition to new paid content.  

. 

I would work on making the game fun as an outset, with items fairly priced for the amount 

of work that goes in to them. My hope would be that people would enjoy the game so much 
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and respect the lack of predatory practices that they decide to support the game due to the fun 

factor and wanting to support the company. 

In game stores are only frustrating when they lock heavy content behind it. Cosmetics are 

always fine, and new content is fine in the form of DLCs that are substantial. Weekly or 

monthly nickle and diming for new content is what gets people frustrated, especially when it 

releases in a broken state to promote its purchasing. 

Ensure that there will always be a free alternative to premium items. 

I would use in-game currency that could be obtained at a reasonable pace for free, or 

purchased via money. Items in the store should be priced at a rate that makes it possible for 

free-to-play gamers to frequently obtain desirable items of their choosing. There should be no 

randomization factor ala loot boxes / card packs. The store should be like a grocery store: you 

pick only what you want. 

I would make customization available for free, with specific skins and specialty skins for 

a cost 

When it comes to f2p multi-player games, I prefer that the ingame shop is customizable 

skin type things mostly/only. I don't even mind the Overwatch model of lootboxes that unlock 

skins. I don't like pay to win models in most cases, and especially ones tha t lock game 

mechanics behind pay gates - though Moba games and card games are different. 

 

In general, there's a right way and a wrong way to do it- and I find it hard to explain.  

 

I think the best way to say it is that if a whale can gain an unfair edge against nonpaying players, 

that can't be countered with skill or time played - the shop has a bad model 

Anything cosmetic is worthless, and I don’t know why people buy them.  

I'd basically copy warframe. It really has a perfect, flawless F2P monetisation scheme (at 

least in my opinion). 

Don't frustrate players 

Everything should be available all the time, time-limited content is bad 

  

I would make a system that allows the purchase of items as small shortcuts or have it like 

Warframe where you can use it for cosmetics but for progression you have to trade with other 

players in premium currency 

Make unique looking cosmetics expensive for whales and make the rest no more 

expensive than a dollar. Also everything that can be bought with in game currency. 

In game store would be cosmetics only and ''nice to haves'' like box storage etc. 

 

I'd incorporate donations as well for events, charity, etc., the would grant special cosmetics like 

emotes and pets. 
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Solutions like Runescape where the whole base game is free and in no way constricting to f2p 

users, but also has gives the option to pay for new areas, new challenges, stories etc., that in no 

way distrupts the original base game- that is perfect to me. From how I remember it at least.. 

no 

FOMO (fear of missing out) must be avoided for moral reasons 

I'd make 99% of all cosmetics store exclusive, and only a handful for free to play players. 

The few that are available for f2p should be rewards for big challenges. Those who don't pay 

should look like shit, if you want to look good at all then you must pay. But I wouldn't monetize 

anything that makes the game less grindy. Wouldn't sell content either. Just cosmetics.  

you shouldn't have to pay for the game to function properly in a free to play game. there's 

a lot in f2p models that get labeled as "convenience tax" but in reality they add a lot of intuitive 

functionality to the game, and it's easy to see that the general user experience is based around 

purchasing the "convenience tax" which invariably makes the game hostile for f2p players 

To put it as simple as I can: I vehemently disagree with all practices of F2P and 

microtransactions. It's exploitative and manipulative, in the sense that they're all 

psychologically engineered to hit addiction triggers. It's down right immoral. 

 

 

8.2 Feedback from the evaluation form (second form) 

This feedback was taken from the replies of the evaluation form (second form), where there 

were questions that let the participants speak their mind about the new system, MCP (micro-

choice-play), and pointing out issues that it was necessary for the improvement of this new 

system, having questions about: 

•  Depending on the answer you gave before [figure 22], give me a brief explanation 

on why is that? (20 answers) 

 

I think the new MCP has an issue where there is no "reset" for discounts. No company would 

take it seriously because it would reduce profits too much. I think if implemented it would 

either make companies increase prices or ignore the system entirely. 

a limit would incentivize people to spend money so they dont 'cap out' their discount, and would 

benefit both players & companies  

People could stall in games for hours. Like AFK players in PUBG. Or just sit in the menu. 

Don't want to inspire people to just get in a game to sit there and press a key every once in a 

while.  



 

  77 

I think this is a terrible monetization concept and capping discounts just makes it even worse.  

I think the discount should only help people buy items instead of giving them away for free, 

since there are already systems that allow players to earn premium items for free. 

Because allowing 100% is not feasible. 

I would link an extreme amount of playtime with a 100% discount on certain classes of items. 

This would give people extremely devoted to a game or who have no money to spend the ability 

to technically buy any in-game item if they put in enough work. Paying for the item would just 

be an incentive to grind less. 

You should be able to work towards 100% discount (free) on anything. 

Having a limit is beneficial to the developers, and also reduces possibilities of abuse for the 

MCP system. 

I think after 75 hrs the player should be able to choose to receive in game currency (perhaps 

equal to 75% of the price of a gold or purple level item) and reset their discount counter which 

would allow them to accumulate more. This is because perhaps the player doesn't want to spend 

their discount on any currently available item and it would be a waste to let it sit there. 

Profit 

If the game has other ways that reward the player (free battle pass, missions, whatever), then I 

would be very much ok with a max amount of discount. Also by having a limit, corporations 

are less pressured into making it take forever to increase, since too high of an accumulation 

rate on uncapped discounts would pretty much give players infinite premium currency 

I think having it being capped at 50%-75% would be ideal. Having no cap could be better based 

on the type of game it is but with a limit on how much you can generate it incentives companies 

to use this system because they won’t be missing out on potential money. 

 

(Someone plays for 100 hours and spends $0 but someone plays for 75 hours and spends $5) 

If the discount amount didn't stop increasing, you'd make alot less money from people who 

have no lives or whales who play the game all day. 

In my opinion MCP is a little bit better than the free chests and keys you get for playing in the 

game, so it could be an alternative for that. However, I don t think companies would preffer 

that, because that would make them lose money. Chests and keys could be addictive because 

those give random rewards, and it could be like a small gamble for some. For example if I want 

a specific skin under MCP I will get it at a discounted price, which will make the company lose 

money. But if I open chests then I will have to open several in order to get the skin (if ever). 

On the other hand MCP may encourage people that never spend money on free games to 

actually spend  something, because once they reach the discounting cap (75%) they will not 

want to lose the opportunity that they worked for.  

The limit? I think if you spend 100 hours in a game, you should get something for free. Maybe 

specific items can be exempted from the MCP discount to avoid people getting the best stuff 

for free 
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I see no reason for why there should be a limit. If the "anti-afk-system" is working right, why 

not? Encourages players to spend more time in-game. 

Having a 100% would have people buy the most expensive content in the game for free. 

I believe that MCP can be a really good strategy for the company but only if you have a limit 

to the discount. It might not be the case for some games but in-game stores is a way for the 

company that runs the game to earn money, and if you make it so that people can grind until 

they have things for free they will play until is free and the purpose of MCP could be to make 

people spend more money.  

 

• Do you think this system can be exploit for bad reasons? If so, why? (20 answers) 

 

 

I think that people would create bot accounts to basically rack up play hours to abuse the 

discount. 

i think if wins/losses have an impact on the game, in competitive games explicitly, there 

would be a lot of win trading & toxicity especially when new items/skins get released. 

Like my answer in regards to stalling,akf. 

Everything can be exploited.  

It will exploit players by getting them to overspend for content and put in large numbers 

of hours doing the bare minimum to maximize their discount. 

Probably not, if proper anti-AFK measures are implemented. 

Bots might exploit this to get max discount without playing. 

Playtime giving you a discount would likely lead to bots and afk exploits, as well as hooks 

a user base to play something in an addictive manner rather than for enjoyment. 

Any system can be exploited 

Developers can define the value of the item as the price after MCP, meaning the player is 

required to input money and time, not one or the other. 

Matchmaking based games are a good place for mcp (multiplayer games like shooters or 

mobas), but games where you could just log in and afk to accumulate discount would make it 

harder to implement mcp unless the game has a system that tracks activity levels of players to 

determine who is afk and stop their accumulation. 

Soft inting 

If you can trade premium items, then that's an obvious no no. Warframe has a similar 

problem in that new players get showered with 75% discount coupons, but the premium 

currency can be traded between players, so even if this is against ToS, a lot of people just create 

new accounts for the discount 

People could make scripts to run bots that generate these points while they’re away, 

ruining games for people on both teams. 
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From a profit standpoint, if it were too generous with discounts, you'd make no money 

tbh. 

The only way is by having bots playing the game, which should be bannable. 

Will it track time in menu for the MCP? if so then it could be AFK farmed easily without 

anyone knowing to report 

Probably some people will invest more precious time instead with more important things 

in life 

People would play games only to be AFK or not even trying to play the game, and 

eventually it would ruin the experience for other players. 

I think it might (not sure tho) increase the toxicity of some players if they have another 

reason to be mad about their loses. So I would also implement a system that resets the discount 

based on bad behavior as well.  

 

 

• What could be improved if MCP would be a system in the future? (20 answers) 

 

 

I think it would be best to have a weekly/monthly play timer that resets on the first of every 

month and has a smaller maximum discount. Perhaps a maximum daily hour count as well. 

the mcp should only count for in game time, not just time spent in the launcher or on main 

menus - and queueing should be considered in game time, but should be forefit if the player 

leaves queue before the match begins.  

Perhaps apart from discounts. Maybe reaching certain achievements in the game could unlock 

things. Not coupons though.  

Don’t do it 

An improvement would be for it to not exist. 

I was going to propose the discount be increased exponentially instead of linearly, but as I was 

writing an explanation, I got the idea that it may be a bit too unfair to players who don't have 

enough time. Overall, I now think the MCP system as you proposed is pretty much perfect. I 

think time-based discount would only work in games like MMORPGs, where time online is 

the only good measure of how much the game is played, while discount based on amount of 

matches played would be a better fit for games like MOBAs, battle royales, etc. 

Mix discounts with providing free in game items with gameplay. 

User engagement would increase in free to play games. A discount associated with your 

playtime would be a nice reward mechanism. 

The only solution is to remove in-game purchases altogether.  Charge a price for your game 

and let people play it. 
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This system is great if used with restrain, like on a promotion or marketing move, but can get 

weird and abusable if baked in to all decisions made during the game development.  

I'm still torn between discount vs currency as a reward for mcp, currency would be less of a 

hassle but if its too low of a reward it will not motivate players to play for mcp, whereas 

discounts seem unfair for businesses as a 75% discount on an expensive item is more money 

than the same discount on an affordable item, it would mean players would only use their 

discounts on the top of the line items, forcing businesses to make them even more expensive, 

which in turn fuels the biggest problem with paid in game content which is them not being 

affordable. 

Keep the discount small 

Can't think of any improvements atm, but one think I would be really upset about is if the MCP 

would be scrubbed on your face every second, with pop-ups, flashes and obnoxious stuff that 

already happens in a lot of mobile games 

Seems exploitable but at the end of the day it encourages people to play the game and I really 

like the idea of being rewarded for the hours I put into a game without the deadline of a battle 

pass ticking away 

afk tracking  

Find the hour played x discount balance, so it will encourage people to play but also not lose 

the company money.  

It might encourage people to not spend anything at all as they grind up to 100 hours to get a 

100% discount 

idk 

Making sure it only targets itens that doens't give any advantage for the palyers (not being pay-

to-win). 

Like I said in the answer above I would implement a reset system for bad behavior as well as 

AFKs. I would also put a limit to the discount items you could get for season/year/month/etc 

to make sure you can't play your way to all the items in the shop. 
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8.3 Assets used on the final prototype 

This shows the assets used for the creation of the final prototype that was made using 

“Figma” program: 

• Halo skin/icons, images with no background: https://www.subpng.com/free-

png/halo-5-guardians.html 

• Coins, image with no background: https://www.subpng.com/png-qnd91r/ 

• Halo logo,  image with no background:  https://www.gratispng.com/png-gravik/ 

• Halo background for menu screen, image: https://imgur.com/t/gaming/itoxd 

• Halo news image: 

https://steamcommunity.com/sharedfiles/filedetails/?l=portuguese&id=191739880

5 

• Payment methods icon set, figma file: 

https://www.figma.com/file/uapLAS7FggkRGivyCUm6Cp/Payment-Methods-

Icon-Set-(Community)?node-id=4%3A56 

• Battlefield 4 UI example, figma file: 

https://www.figma.com/file/o5tCiKTVNgmAjK20doqrTl/Battlefield-4---Main-

Menu-UI-Design-(Community)?node-id=202%3A3277 
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