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C O N T E X T  A N D  O P P O R T U N I T Y
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A study by Newzoo on the revenues of the gaming 

market  worldwide estimates an increase (from 2019 to 

2024) of  8.7%, which will bring the total revenues to 

$218.8 billion in 2024.

Mobile games alone will generate a turnover of $116.4

 billion in user expenditure.

By now, it is an established fact that gaming 

is the most profitable sector of the digital 

entertainment market.

The growth rate of players in the two-year period 2020-

2021 was impressive: it is estimated at +5.4% and shows 

no signs of slowing.

Of all the sectors, mobile gaming is not only the most 

profitable, but also the one currently undergoing 

the biggest growth: 2.8 billion of the 3 billion players 

worldwide this year play on a mobile device.

 This compares with the 1.4 billion who play on using a pc 

and  the 0.9 billion who play on a console.

G A M I N G
A N  E X P O N E N T I A L LY  G R O W I N G  I N D U S T R Y
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FA S H I O N  X  G A M I N G
A  C O N S T A N T LY  G R O W I N G  T R E N D

Fashion and Gaming: the collaborations born recently 

are ever more reducing the gap between these two 

industries in a way that’s advantageous for both. On one 

side, Brands can strengthen their presence with existing 

consumers and reach a new avant-garde audience; on 

the other, games acquire authority by being associated 

with prestigious Brands. A symbiotic relationship that’s 

becoming ever stronger. 

Fashion and Gaming go hand-in-hand thanks to their 

shared objective of offering ambitious, out-of-the-

ordinary experiences.

The main theme in these collaborations is customization 

and the creation of an own «virtual identity». Hence, 

just like in the real world, the brands want to satisfy the 

players need to customize their own alter-egos, using 

virtual replicas of real products.
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C O N C E R T O  F O R T N I T E

Travis Scott

M V F W

The first virtual 

fashion week

A N I M A L  C R O S S I N G

Virtual runway shows with top 

Luxury Brands such as Bottega 

Veneta and Chanel, among 

others

V I R T U A L  E X P E R I E N C E S
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M O D 4 :  A N  I N N O VAT I V E  P L AT F O R M
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The virtual world has a direct link with the real world: in fact, 

each in-app item has a link that takes the user to the real item on 

LuisaViaRoma.com.

MOD4 players bring their avatars to life, collect virtual fashion 

items – exact replicas of the season collections by the most famous 

brands – compete in fashion challenges showing off outfits that 

reflect their style and try to climb the charts to become a Fashion 

Creator able to inspire the community.

MOD4 is an open system that any brand or retailer can use as a 

showcase to give its products visibility. Currently, the users have 

access to the items in the Luisaviaroma catalog and can choose 

from more than 600 luxury and up-and-coming brands

Each virtual item can be purchased within the game and can be used 

and exchanged between users in a market system where demand 

and supply generate price and value.

>

>

>

M O D 4  -  S T Y L E  &  P L AY

F A S H I O N  W H E E L  2 . 0

MOD4 is an amplified mobile fashion game combining shopping, creativity 

and the social aspect in a single app, so creating a three-dimensional 

ecosystem with enormous potential for both its users and our partners.
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MOD4 is not only a game, but an entire ecosystem where users 

can interact with other players, replicating the logic of some of the 

most famous social networks. Within MOD4 the avatars aren’t only 

anonymous mannequins, but rather they come alive, grow and evolve 

throughout the game together with the user, who can use his/her own 

avatar as a means to express their creativity.

The main MOD4 page is a social feed (like Instagram/Pinterest) where 

users can decide which avatars to follow. The players can select their 
favorite avatars, communicate with them and create groups that 

enjoy the same fashion style.

This social experience recreates what has happened on Instagram 

in recent years in the virtual world. By gaining visibility and 
climbing the game’s charts, the avatars will become attractive 

to the real-life brands, which will use them to promote their own 
products in an innovative way.

>

>

A  3 6 0 °  E X P E R I E N C E
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G A M E  C O N C E P T:  H O W  T O  P L AY
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The Game Loop is made up of a few simple actions, easy replicated 

every day, but at the same time sufficiently diverse that they will 

create addiction in the players to obtain a high retention rate. 

Can be customized by choosing from millions of facial 

features combinations (eyes, nose, hair, makeup, etch).

Each day there will be new challenges with different 

themes (for example: look for a gala, spring look, red outfit) 
and the users will have to create their outfit using items 

earned up to that moment.

G A M E P L AY

C R E A T E  Y O U R  O W N  AVA T A R

1

2
T A K E  P A R T  I N  C H A L L E N G E S

The winners of each challenge are democratically voted 

for by all the users, who need give a positive or negative 

vote on a series of outfits created by other players.

V O T E  F O R  T H E  B E S T  O U T F I T S

3
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In three dynamic, fun ways:

	» Redeeming the prizes won with the Challenges;

	» Buying new items in the Boutique;

	» Searching for bargains in the Market where users can 

buy or sell their items

4

W I D E N  Y O U R  V I R T U A L  C O L L E C T I O N

Users will have a chance to show off their own creations in 

the social feed, where they can receive other users’ likes 

and comments and increase their followers base.

Each virtual item it’s linked directly to the real product 

on LuisaViaRoma (this experience can be replicated for any 
other brand or retailer).

B E C O M E  P O P U L A R

5

6
R E A L  L I F E  S H O P P I N G



G
A

M
IN

G
, 

F
A

S
H

IO
N

 &
 V

IR
T

U
A

L
 R

E
A

L
IT

Y
 

M O D 4

P A G E  1 3

W H AT  M A K E S  U S  U N I Q U E  C O M PA R E D  T O  O U R 

C O M P E T I T O R S
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The balance generated between gaming and reality: 

the user grows during the various stages of the game 

to become a real Fashion Creator, stimulating buying 

behaviors from virtual to real.

We have the largest catalogue of luxury brands 

available on market: from virtual to reality in one 

click.

We are the only ones who also interface with the male 

universe: ours is not purely a female game, anyone 

can participate and express their creativity.

We own an infinite amount of data that offers insight 

into user preferences. This data can be shared with 

external stakeholders who can use it for commercial 

and non-commercial purposes.

T H E  F A S H I O N 
C R E A T O R 
C O N C E P T

P R E M I U M 
C A T A L O G U E

E V E R Y O N E  P L A Y S , 
E V E N  M E N

P E R S O N A L I Z E D 
D A T A
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K P I :  N U M B E R S  A N D  P O T E N T I A L
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MOD4’s goal for the first year was to generate 200,000 downloads. 

This target has been reached in the first 6 months, and was doubled 

by the end of the first year.

MOD4 players have already generated a considerable volume of orders 

on LuisaViaRoma.com. On average, when a MOD4 user lands on LVR 

their conversion rate is 3 times higher than an average LVR user. 

The total order volume can also rapidly grow, increasing the number of 

brands/retailers present in the app.

MOD4 is already positioned in the 

TOP 5 ranking reference on the 

App Store.

D O W N L O A D

E - C O M M E R C E  O R D E R S
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The average daily engagement of MOD4 users is about 30 minutes, 

almost double that of the reference category (casual games) average.

AV E R A G E  D A I LY  I N V O LV E M E N T

The MOD4 community has generated 

over 2 million outfits via Fashion 

Challenge participation

2 M
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All the main reference KPIs in the gaming world show results well 

above average and in line with the top games.

*1 According to a market analysis 

of mobile gaming conducted by 

GameAnalytics, less than 15% of 

mobile games retain 35% of players 

after day 1

*3 Usually good apps have a DAU/

MAU (monthly active users) 

relationship greater than 20%, 

while world famous apps have a 

relationship of more than 50%

*2 For Google Play’s most 

successful free apps, the weekly 

engagement report of users (DAU 

- daily active users/WAU- weekly 

active users) is 55%. A value 

higher than this indicates that 

user engagement is higher than 

half of the best game-apps on the 

platform.

AVERAGE

~  3 2 %

>  5 0 %

>  2 0 %

~  2 5 %

<  5 0 %

<  2 0 %

1  D AY  R E T E N T I O N  R A T E * 1

D A U  /  M A U * 3

D A U  /  W A U * 2

G A M I N G  K P I
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S E X

61.0%

39.0%

40.0%

30.0%
17.0%

10.0%

3.0%

F E M A L E

M A L E

1 8 - 2 4

2 5 - 3 4
3 5 - 4 4

4 5 - 5 4

>  5 5

E T À

We have identified 3 main categories of MOD4 players, all 

fundamental for the growth of the user base:

Primarily interested in fashion, they use MOD4 as 

a source of inspiration for looks/outfits in the real 

world 

Play and spend actual currency in order to climb the 

rankings and become an influencer

A mix of fashion lovers and gamers, the main group 

of users from which it is possible to cultivate users 

willing to pay for in-app purchases and convert to 

real orders on Luisaviaroma.com

T Y P E S  O F  U S E R S  A N D 
S O C I O D E M O  A N A LY S I S

F A S H I O N  A D D I C T E D

I N F L U E N C E R  W A N N A B E

C A S U A L  G A M E R
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Users can on MOD4 for free, but they also have a chance 

to spend real currency to buy the game’s currency and 

progress more quickly.

MOD4 earns a percentage as commission for each 

purchase generated on LuisaViaRoma by users who 

landed on the website through the app. This model 

can be replicated for any potential collaboration with 

brands or retailers.

I N - A P P  P U R C H A S E S

C O M M I S S I O N S 
O N  R E A L  P U R C H A S E S
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MOD4 can leverage its user traffic to act as an 

advertiser by showing advertisements.

Collaborations with brands that want to gain visibility 

in the app can do so thanks to exclusive gaming 

experiences such as the challenges, special virtual 

items and editorial content.

I N  G A M E  A D V

B R A N D  PA R T N E R S H I P
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V I S I O N
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2 0 2 1

P R O D U C T

R E S U LT S

M E T R I C S

MOD4, the first worldwide 

platform world for Fashion 

Creators

Development of a Virtual 

Brand with the MOD4 label

3D

Blockchain technology with 

NFT can be used between 

different game systems

TOP 5 app store ranking. 

Media coverage. 

First active partnerships

TOP 1 app store ranking

Main game-commerce usage

Co-marketing activities with 

premium brands

TOP 1 app store ranking

International media coverage

Co-marketing activities with 

premium virtual designers

Download: 400k

MAU: 50/75k

Download: 1M

MAU: 200k

Download: 3M

MAU: 500k

2 0 2 2 2 0 2 3

R O A D M A P
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