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merge games have one of the best retention and
engagement rates at lower levels but both values drop
over time it takes a week with some games and a month
with the others the problem lies within the complex drawn
out orders that players face as they progress which
require merging high tier items those stall the game
because you must keep grinding for days to complete a
single quest and that affects the dynamics players realise
immediately that they won t make it far during the game
session which saps their motivation many people either
stop playing entirely at this point or stop making in game
purchases the album mechanic here is the same as in
many other games there are 12 albums with nine cards in
each one you get cards from card packs that drop either
during gameplay or with any purchase worth more than 5
so it encourages the player to spend more the rarest
packs make for a good incentive to spend money on
expensive bundles and event paywalls to generate
additional activity spikes travel town often launches
events that have more card packs among the rewards or
just some of the rare ones with the right balance and if
you control picture drop rates right these packs can be a
great reward from the in game economy standpoint on
the one hand the player gets their satisfaction but on the
other they don t actually receive any game breaking
currencies no roads cars or emissions it will run on 100
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renewable energy and 95 of land will be preserved for
nature people s health and wellbeing will be prioritized
over transportation and infrastructure unlike traditional
cities a uk trained engineer mansoor is an expert in
mobile and fiber networks having held senior roles at
several multinational telecom companies in his 30 year
career in the industry he was also cto at the uk telecom
regulator and is dedicated to building the world s first
cognitive city at the line


