CV Lenets Pavlo
Mail: lenets.pavel@gmail.com
Skype: duedgar1
https://www.facebook.com/poll.lenec
Date of birth: 03/25/1989

Projects in game development: 2008 – present:
09.2016 – current time – Arrible
Title: Studio Manager and Lead Producer

Projects: Castle Wars VR 
http://store.steampowered.com/app/638020/Castle_Wars_VR/
And 2 additional not announced titles.

Functions:

- Creation of the team, hiring and motivation of the people;
- Planning and following up on the different production cycles: pitch, concept, design documentation, mock-up, alpha, beta, (update or product) release;
- Assign tasks and manage projects for designers, programmers, artists and QA;
- Approval and implementation of marketing strategies for entering the Steam.
Results: Released VR title after 8 months of development, great team of the 15 people and 2 new titles in development.
06.2016 – current time – Odessa HTC VIVE Games Club
Title: owner
Odessa Virtual Reality Game Club – is the first HTC VIVE club in Ukraine.

I’ve opened it in order not only to earn money, but also to get experience how people feel and behave in virtual reality. 

So for now I saw how more than thousands of people playing different VR games.
Results: successful business, which is working right now and currently operated by hired manager, while I am concentrating on the game development
05.2015 – 01.2016 - Gameloft
Title: Producer/ Business Performance Manager
The projects – World at Arms and Spider Man Unlimited
https://play.google.com/store/apps/details?id=com.gameloft.android.ANMP.GloftMTHM&hl=en
https://play.google.com/store/apps/details?id=com.gameloft.android.ANMP.GloftSIHM&hl=en
Producer’s functions: 
- Planning and following up on the different production cycles: pitch, concept, design documentation, mock-up, alpha, beta, (update or product) release;
- Assign tasks and manage projects for teams of designers, programmers, artists and quality assurance testers; 
- Ensure communication with Gameloft HQ producers and other studios for project follow-up.
Business performance Manager function’s: 

- Monitor the performance (income) of the game on a daily basis; 
- Provide reports and data analysis; 
- Propose new ways to improve the game’s performances; 
- Create CRM monetization offers and in-game events; 
- Analyze of competitors strategies.

Results: 4 updates (1 for WAA and 3 for SMU), as average – 1 update in 1,5-2 months (as planned).
11.2014 – 02.2015 – Aratog Games
Title: Monetization and marketing consulting
The project – http://astrolords.ru – cosmic MMO manager (browser based);
Functions:
- Detailed game monetization analyze;
- Proposals of changes for game goods prices and promo activities;
- Detailed analyze of marketing strategy (including promo materials, traffic and landing page);
- Proposals of changes for marketing strategy;

Results: increasing of monetization (ARPU) more than in 2 times, optimization of the users acquisition price more than at 20%.
09.2012- 02.2015 - Atlantis LTD (remote work)
Title: Lead Game designer / Producer
The project – http://x-grad.com/ – urban-fantasy MMORPG (browser based);
Functions: 
- Creation of game design documents – gameplay and its balancing;
- Approving GD plan with developers team
- Managing GD, QA and Community managers teams
Results: successful project during its lifetime period.
09.2012- 01.2014 - Starnigames LTD
Title: Lead Game designer / Producer 

The project – http://starghosts.com/ – cosmic MMORPG (browser based);
Functions: 
- Creation of game design documents – gameplay and its balancing;
- Approving GD plan with developers team;
- Managing GD, QA and marketing team;
- Game creation from “zero” to release;
Results: successful project, one of the best cosmic browser based games at RU segment
03.2011 - 06.2012 - Frogwares LTD

Title: Game designer/ Marketer/ Business developer
The project - www.worldofbattles.com - fantasy MMORTS (client-based);
Functions: 
- Creation of game design documents – monetization and its balancing;
- Creation and leading marketing and players acquisition strategy for RU segment
- Research and negotiations with publishers
Results: rising of game monetization, successful marketing campaign and two signed deals with publishers
08.2010 - 03.2011 – Insollo LCC
Position: Game designer

The project - www.2056.ru - post-apocalyptic MMORPG (browser-based);
Functions: 
- Creation of game design documents – quests and monetization;
- Approving GD plan with lead game designer
- QA functions
Results: released project.

2008 - 08.2010 - mail.ru games (remote work)
Outsourcing: quests, testing
Projects - www.dwar.ru www.3k.mail.ru www.jugger.ru
Experience and achievements
Over 9 years game development experience;

Experience in development at each step, from “0” to launched project;

Successful management of a team up to 42 persons;
Efficient negotiations and cooperation with publishers and other business partners;
Profitable advertising campaigns for MMOG’s at Russian market;
Possibility to create any game design element of a game;
Strong knowledge of modern monetization systems;

Upper Intermediate  English, (Russian is native);
Education:

First: Kiev University of market relations, Management, Magister
Second: Kiev University of market relations, Law, Bachelor 
