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RockYou Overview

RockYou, Inc.

Engaging the world through 

social applications!
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RockYou Overview

Social Application 

Developer

Social Media Ad 

Network

• Over 1000 publishers

• Over 5000 games & 

applications

• 12B impressions per month

• 208 M unique visitors

+

• Birthday Cards (~15mn uniques)

• Zoo World (~8mn)

• Pieces of Flair (3.5mn)

• RockYou Live (2.3mn)

• Hug Me (2.0mn)

• Likeness (1.3mn)



Why Social Gaming is Succeeding

Simplicity + Free + Relative Ease of Innovation=

Large Addressable Market



DAUs are Everything!

Network 
Effect

EngagementMonetization

Key Threshold: 
0.2 < DAU/MAU



Network Effect: DAU Growth and Re-
engagement

User 

Acquisition/Reengagement 

Channel

Key Thresholds

Feed Posts • 3 FB users should click on 

every feed post created

Requests • Expect a 70% CTR on 

requests if friend already in 

game

Book Marks • Expect 20% of DAUs to 

enter through bookmarks



Engagement:  What Have You 
Done for Me Lately?

Innovate!  Innovate!  Innovate!

5 weekly releases:

3 content, 1 viral event, 1 game play feature



Engagement:  Competition Rules

• Create competition 
among friends using 
visible metrics

• Customizations: 
Who is cooler?

• Friend Walls: 
Who is winning?



Engagement:  Get Friends To Help

• Increase Re-
engagement rates by 
sending requests 
calling friends for 
help 

• All Users helping get 
the prize



Monetization:  Time to Make Money

Freemium



Monetization:  How Many Users Pay



Monetization: Keys To Success

Drama

Friendship/Love

Competition

Collections

Gambling

Individuality

Keys to 
Monetization



Monetization:  Know Your Key 
Demographic

 Focus Tools on Your Primary Users

– Geography

– Age

– Gender

– Time Of Week

– Time Of Day



Monetization: Understand Your 
Economy

 Revenue and costs 
should be aligned

 Premium products 
should have premium 
prices

 Price discrimination



Monetization:  Optimize Direct 
Payments

 1-3% of DAU’s Are Paying Customers

 Payment Methods Biased to Default Method.
– Usually Defaulted to Best Converting Method.

15%

60%

25%



Monetization:  Capitalize On Your 
Existing Consumers

1st 30-40%of 
Purchases2nd

 Entice Users to Re-Purchase Premium Currency

 Conversion Rates for Repeat Consumers are 
Higher

 >50% of Total Revenue Should be Repeat 
Consumers



Monetization: Is Your Game 
Monetizing Well?

 Measure on Revenue/1,000 DAU’s

 Best Monetizing Apps $100+/1,000 DAU’s

 On Average, Apps Monetize $10-30/1,000 DAU’s

 $30+/1,000 DAU’s  On the right track



Future of Monetization:  Expand the 
Digital Goods Pie



Future of Monetization: In-Game 
Advertising

•User clicks 

on “Free 

Cash” button

•User sees 

deal

•User plays 

Zoo

•User views 

video

•User earns 

reward



Future Monetization: In-Game 
Advertising

•User plays 

Zoo

•User clicks 

on “Free 

Cash” 

button

•User sees 

deal

•User 

chooses to 

play game

•User plays 

game

•User 

receives 

reward



Future of Monetization: Advertising

Why Advertising will be Successful

 Games have huge user bases so brands need to 
be there

 Users want to level up and not pay for it

 Expands Monetization rates of user base

 Safe and Clean Advertising Environment
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Conclusion

Questions?


