
Building a Community 
with Social Gameplay 
 
Owen Lawson 
Developer Lead, UKEN Games 



GAME DEVELOPERS CONFERENCE® NEXT 2014      NOVEMBER 3–4, 2014 GDCNEXT.COM

*Canada Only 



GAME DEVELOPERS CONFERENCE® NEXT 2014      NOVEMBER 3–4, 2014 GDCNEXT.COM

Social Gameplay 

What I’m not talking about… 



GAME DEVELOPERS CONFERENCE® NEXT 2014      NOVEMBER 3–4, 2014 GDCNEXT.COM

Social Gameplay 

 
Social = Communication 

 
Social Gameplay = 

Gameplay Facilitated Communication 
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Social Gameplay 

•  Communication is not just verbal 

•  As a result, harder to do online 

•  Social gameplay increases bandwidth 
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Social Gameplay 

Source: http://wallpaperswide.com/portal_2_coop-wallpapers.html 
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Social Gameplay 

Source: http://www.screwattack.com/news/22-reasons-we-love-halo/images/3586821 
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Growth 

1X 5X 

50X 

101X 

116X 

2009 2010 2011 2012 2013 

Revenue Growth 



GAME DEVELOPERS CONFERENCE® NEXT 2014      NOVEMBER 3–4, 2014 GDCNEXT.COM

Growth 

•  “uWars” games still going after 5 years 

•  Strong player loyalty, average tenure: 
•  Players who return after 30 days:  197 days 
•  Spending players:     403 days 

•  LTV curve is linear 
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Social Gameplay in uWars 
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Social Gameplay in uWars 
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Social Gameplay in uWars 
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Social Gameplay in uWars 
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Metrics – Wall Posts 
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Metrics – Wall Posts 
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Metrics – Wall Comments 
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Metrics – Wall Comments 
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Metrics - Remaining 
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Strong Community 
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Strong Community 

•  Elaborate rules for self governance 
•  Tributes to deceased players 
•  Campaigns to ban suspected cheaters 
•  Campaigns to reinstate banned players 
•  Massive charity drives 
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Downsides 

•  Lack of Control 
•  Existing players are very resistant to change 
•  Players talk, and so will notice discrepancies 

(A/B Tests) 
•  Exploits can spread quickly in-game 
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Downsides 

•  Organised Player Base 
•  Communication allows players to express 

unhappiness in an organised Fasion 

•  Increased Perception of Cheating 
•  Players can share stories of suspect behaviour 
•  Become convinced some players are cheating 
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Adding Social Gameplay 

•  Meaningful 

•  Timely 

•  Understandable 

•  Fit within the game 
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Adding Social Gameplay 

•  Meaningful 
•  Need to care about what’s be communicated 
•  Need to know who is communicating 

•  Player name 
•  Profile 
•  Avatar 
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Adding Social Gameplay 

•  Timely 
•  Need information when it matters 
•  Need time for exchanging information 
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Adding Social Gameplay 

•  Understandable 
•  Need sufficient bandwidth 
•  Ideally language agnostic 



GAME DEVELOPERS CONFERENCE® NEXT 2014      NOVEMBER 3–4, 2014 GDCNEXT.COM

Adding Social Gameplay 

•  Fit within the game 
•  Don’t just tack on a feature because it’s social 
•  Find ways for existing features to be social 



Thanks, 
Questions? 
 
 
Owen Lawson 
Developer Lead, UKEN Games 
owen@uken.com 
@OwenCPL 
 


