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Candy	  Crush	  Saga	  in	  Figures	  
Currently:	  	  
	  *	  40+	  Million	  Facebook	  fans	  
	  *	  Played	  600	  M	  Imes	  	  a	  day	  
	   	  on	  just	  mobile	  devices	  



DisrupIve	  innovaIon	  	  
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150+	  casual	  games	   2003-‐2010	  



Partners	  lose	  traffic	  to	  Facebook	  
Sep 
2010 
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Bubble	  Saga	  



Bubble	  Saga	  was	  a	  hit…	  
n.7	  on	  Facebook	  aZer	  4	  months	  

Daily Uniques 

2.4	  million	  DAU!	   Mahjong	  =	  
400k	  DAU	  



Growth	  on	  FB	  





h]p://www.businessinsider.com/the-‐future-‐of-‐mobile-‐deck-‐2012-‐3?op=1	  

We	  are	  here	  

PC	  

Smartphone	  

Tablets	  



Mobile	  is	  the	  fastest	  
scaling	  games	  plaaorm	  
of	  all	  Ime	  
	  
Android	  and	  iOS	  
combine	  for	  more	  than	  1	  
billion	  devices	  
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e.g.	  level	  65:	  lollipop	  forest…	  

Candy	  Crush	  Saga:	  
Lollipop	  Forest	  
=	  levels	  51	  to	  65	  



Objec;ve:	  clear	  jellies	  
and	  achieve	  score	  within	  

available	  moves	  



e.g.	  level	  65:	  lollipop	  forest…	  

62	   63	   64	   65	   66	   67	   68	  

40%	  drop	  out	  at	  the	  
”notorious”	  level	  65	  



Move	  to	  single	  	  
layer	  of	  jelly	  



50%	  reduc;on	  in	  
drop	  out	  rate	  on	  

level	  65	  







Game	  State	  
-‐  Progress	  

?"



Reprogram	  in	  C++	  



Challenges?	  
Different	  resoluIon	  
	  

Network	  traffic	  
	  

Different	  user	  behavior	  
	  

Discovery	  



Seamless	  cross-‐plaaorm	  play:	  
Same	  Game	  



And this is how we are growing… 
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Launch on mobile has improved the 
network performance 

CCS Facebook 
DAUs since CCS 

mobile launch 

Better player experience  
 

•  Play with all your friends 

•  Continue playing wherever 
you are 

 
 
Improved network performance 
 

+ Virality  
 
+ Retention 

+ Monetization 



Hat trick…n.1 cross-platform 
Hattrick"



Key	  factors	  for	  CCS	  
Proven	  mechanic	  &	  Candy	  theme	  
Accessibility	  

–  Cross	  plaaorm	  
–  Free	  to	  Play	  
–  Family	  friendly	  
–  Easy	  to	  understand	  

Social	  
–  Playing	  with	  friends	  =	  fun++	  

Longevity	  
–  Game	  as	  a	  service	  

Internet	  





Google	  trends	  



Debunking	  common	  myths	  
1.  All	  players	  are	  treated	  equally	  

2.  The	  blinking	  hints	  are	  purely	  
random	  

3.  The	  candies	  are	  added	  to	  the	  
board	  randomly	  	  



What	  went	  wrong?	  
ConInued	  from	  the	  
original	  game	  
	  -‐	  Technical	  debt	  

	  
Mobile	  and	  FB	  two	  teams	  

–  Two	  code	  bases	  
	  

code!
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MARKETING	  &	  BRANDING	  



PR	   Word	  of	  mouth	  

Feature	  by	  Apple	  Facebook	  traffic	  

Ads	   Cross	  promoIon	  



disImo.com/blog	  



PC:	  Facebook	  App	  discovery	  mainly	  viral	  	  

(AppData 2012) 
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Mobile:	  App	  discovery	  driven	  by	  App	  Stores	  
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Over	  50%	  of	  smart	  phone	  users	  	  
are	  connected	  to	  Facebook	  

More	  than	  500m	  of	  Facebook’s	  monthly	  users	  use	  mobile	  



Facebook	  enables	  cross-‐plaaorm	  	  
viral	  user	  acquisiIon	  	  

Desktop	  to	  
mobile	  

Mobile	  to	  app	  /	  
app	  store	  

App	  to	  desktop	  



Facebook	  enables	  discoverability	  both	  on	  
canvas	  and	  mobile	  

Notifications 

News feed and 
 

Timeline 

Bookmark 

Ads 



CollaboraIon	  episodes	  

Pay	  for	  instant	  
conInuaIon	  



Social	  
Light	  social	  layer	  
	  
Facebook	  is	  great	  tool	  for	  
game	  developers	  
	  

52	  









41	  M	  Fans	  on	  the	  App	  Page	  



57	  
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Summary 
Key	  success	  factors	  for	  King	  has	  been:	  
	  

	  Repeatable formula for making of strong IP 
 

 Cross-platform architecture  
 

 Large growing network of players 
 

 Small agile teams	  




