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Motivation:  
The advent of free-to-play (F2P) games has revolutionized the video gaming industry, offering 
players access to games at no initial cost while providing developers with new opportunities for 
monetization. This thesis aims to identify and explore the most effective strategies for 
monetizing F2P games. By examining various monetization techniques such as in-game 
purchases, ad-based models, and subscription services, this research will analyze their impact 
on key metrics such as player engagement, retention, spending and overall profitability. 
 
Goal: 
The goal of this thesis is to conduct a thorough literature review to provide insights on the trade-
offs involved in different monetization strategies for free-to-play games and the effects thereof 
on player behavior. Students are expected to synthesize the main findings from academic 
sources, drawing conclusions and recommendations for game developers and publishers on 
developing sustainable monetization models that support both the financial viability of games 
and a positive player experience. 
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