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Welcome! 

• Please silence your noisemakers 

• Respond to the email survey 



Free-to-Play: 
From Infancy to Maturity 
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Characteristics of a Mature Market 
 

• Innovation  incremental improvements 
• Fewer new genres 
• Fewer new entrants 



New Format 

• A deep dive into six F2P genres 

• What incremental innovation is occurring… 

• …and how it can help you succeed in this space 



OVER-BUILT 

Part One 



from Zynga 
 
#2 on Facebook 



from Supercell 
 
#9 on iPhone 
#6 on iPad 
#4 on Android 



from Social Point 
 
#16 on iPhone 
#22 on iPad 
#20 on Android 



from EA Mobile 
 
#17 on iPhone 
#20 on iPad 
#8 on Android 



In Common 



In Common 

• Deep loops 
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In Common 

• Deep loops 

• High production values 

• Polish 
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Not In Common 

• Brief FUE 

• Missions 

• Visible Grid 

• Nurturing 

• PvP 

• Humor  









Lessons 

• Ideal feature sets still being explored 

• Don’t venture here, unless… 



A PUZZLING DEVELOPMENT 

Part Two 



LYNE 



STRATA 



VORO THREES COLOR ZEN 



PET RESCUE SAGA 

FARM HEROES SAGA 



JELLY SPLASH JUICE CUBES 







Only one solution! 

HELP ME FLY 





Little achievements = little shots of 
dopamine 



Conclusion 

• Mechanics trump theme. 

• Mass market theme may help. 

• Let your player achieve victory in different 
ways. 

• Dopamine: Show progress visually at all times. 



CLASH OF CLONES 

Part Three 



Shocking Conclusion 

• Success Inspires Imitation 



Maybe Not So Shocking 
2011 2010 

448 BC 1,700,000 BC 

Yup, 
that’s me. 



Succeeding Again? 

Game iPhone iPad Google Play 

Clash of Clans 1 2 1 

Castle Clash 43 80 8 

Royal Revolt 2 85 N/A N/A 

Jungle Heat N/A N/A 45 

Greed for Glory N/A N/A 76 

Samurai Siege N/A N/A 100 

List from www.copycoc.com 

• 2008-2009: Mob Wars Reskins 

• 2009-2010: Farmville Reskins 



Abject Imitation 

With thanks to “Innovation on the App Store” on imgur.com 



Further Afield 



Canadian For a Day 



More of the Same? 



But.. 



Who Dares Challenge the Formula? 

VS 



Takeaways 

• Massive revenue potential 

• Imitation detected 

– and rejected 

• Significant iteration successful 

• Still wide open 



A SURE BET 

Part Four 



Slots Only 

#5 on Facebook 
#10 on iPhone 
#11 on iPad 
#9 on Android 

#22 on iPhone 
#23 on iPad 

#17 on Facebook 
#23 on iPhone 
#14 on iPad 
#12 on Android 



Bingo Only 

#14 on Facebook 
#17 on iPad 
#16 on Android 

#10 on iPad 
#24 on Android 



Poker Only 

#6 on Facebook 
#20 on iPhone 



Multiple Genres 

#3 on Facebook 
#12 on iPhone 
#4 on iPad 
#18 on Android 

#4 on iPhone 
#5 on iPad 
#22 on Android 

#18 on Facebook 
#19 on iPhone 
#9 on iPad 



Plus 7 more* 
*in the Top-25 Grossing charts on 

one of those four platforms 



Top Two Takeaways 

1. Social casino games are becoming more and 
more like real-world casino games; and 

 

2. Social casino games are becoming less and 
less like real-world casino games. 





IP is Becoming More Prevalent 



Growing Sophistication 
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Growing Sophistication 

• Diversity of slot machine types 

• Reel choreography 

• Use of audio 

• Exploiting known fallacies 
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More Like Social Games 

• Unlocking 

• Social with strangers 

• Building 

• Time-limited content 





Lessons 

• Social casino is a blend of social and casino 

• It’s important to know when to draw upon the 
real world, and when to draw upon F2P 
gaming techniques 



SHUFFLE UP AND DEAL 

Part Five 



What Is a CCG? 

Collectible Card Game 



Where Do CCGs Come From? 

1993 



Where Do CCGs Come From? 



Serious Business 

“Digital Collectible Card Games 2014”, Superdata Research 



 Desktop CCGs 



Desktop CCGs 

• 30-60 card decks 

• Heavy interactions between cards 

• Complicated game states 

• 15-30 minute game time 



Web-Based CCGs 
Lane-Based CCGs 



Web-Based CCGs 
Single Action Queue CCGs 



Web Design Patterns 

Single Action Queue 

Lane Based 

* 

List from “Digital  Collectible Card Games 2013, Casual Game Sector Report”, Superdata 
Research 



Web-Based CCGs 

• 10-20 card decks 

• A few interactions between cards 

• Simple game states 

• 3-10 minute game time 

 



Mobile CCG 



Mobile CCGs 

• 5 card decks 

• Little or no interaction between cards 

• 5 second game time 

• Heavy emphasis on upgrading cards between 
games 



Design for Your Platform 

• Desktop CCGs in Mobile Top 100 Grossing : 0 

• Web CCGs in Mobile Top 100 Grossing : 1 

– Google Play: Tyrant Unleashed 

• Mobile CCGs in Mobile Top 100 Grossing: 21 

– 5 on iOS 

– 16 on Google Play 



Similarities 

Data from “Digital Collectible Card Games 2013” by Superdata Research  



Data from “Digital Collectible Card Games 2014” and “Digital Collectible Card Games 2013” by 
Superdata Research  

Similarities 



Takeaways 

• Big money, some whammies 

• Metagame matters 

• Target the right audience 

• Target the right platform 

 



ARGHHH!!! COLLECTIBLES ARE 
CRAWLING UP MY LEG!!! 

Part Six 



INJUSTICE 

























Conclusions 

• Collectibles are an element of gameplay that 
can be applied to many games beyond CBGs. 

• Make sure you have desirable items. 

• The stats need to be clearly represented. 

• A clear growth path is very important. 



Q & A 



Appendix 


