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The Year in Social Games, 2010 - 2011
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LONG, LONG TAILS

Trend #1



5

• The social gaming leaderboard changes 

all the time

• Hot new releases are the key to success
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• Zynga games are durable

• But

– Petville

– Fishville

– Roller Coaster Kingdom

• And

– Bejeweled Blitz

– Bubble Island

– Pet Society

Hypotheses



14

• Zynga games are durable

• Games As A Service

Hypotheses
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High Maintenance

Zynga Poker c. 2008 Zynga Poker c. 2011
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• Fun, solid core game

• Heavy commitment to live operations

Can Your Game Be a Service?
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VIRALITY:
ALIVE AND WELL

Trend #2
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• Facebook has killed all the viral channels

• Virality is no longer a significant way to 

acquire players to social games
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• Yes, not what it used to be

• But still a good way to acquire users

• And… it’s still (pretty much) free!

Virality
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EVERYTHING MUST BE A 
FRONTIER

Trend #3
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INSERT LAST 

YEAR’S SLIDE 

HERE!!!!



55

• Crops

• Spoilage

• Farm

• Neighbors

2009-2010: Year of the Farm
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But Should It Really Be a Farm?
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And Then…
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• Farmville

• Energy & Meals

• Doobers

• Debris

• Collections

• Critters

• Crafting

Everything Must Be a Frontier
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So, What About a Frontier?
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Clone City
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So, What About a Frontier?
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• Reduced design risk

• Reduced learning curve

Why Do Developers Do This?
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THE AGE OF HIGH 
QUALITY

Trend #4
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Mob Wars, Feb-2008 Crime City, Sep-2010

Mob games
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Youtopia, Oct-2009 CityVille, Dec-2010

City-building games
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Zoo World, Nov-2009 Zoo World 2, Jun-2011

Zoo games
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Attack, Feb-2008 Empires & Allies, Jun-2011

War games
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Scramble, Feb-2008 Gardens of Time, Apr-2011

Classic casual games
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Words with Friends, Jun-2011

The Outlier?
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The “MVP”
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• Visuals/Production Values

• Feature Set

• Polish

• Balance

• Stability
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LOCATIONS, LOCATIONS, 
LOCATIONS

Trend #5
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When is a Location Not a 

Location? 
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How New Is This Really?
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One Game, One Place
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An Expanding World
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An Expanding World
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A Wildly Expanding World
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A Wildly Expanding World
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A Wildly Expanding World
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Impacts
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• Some hardcore retention impact

• Monetize whales better

So Why Bother?
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THE CASUAL INVASION

Trend #6
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The Blitzes 

are coming!

The Blitzes 

are coming!



87

Zuma Blitz

December 2010 – 1.57 million peak DAU
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Diamond Dash

March 2011 – 2.23 million current DAU
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Bubble Island

February 2010 – 2.05 million current DAU
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Bubble Saga

April 2011 – 1.33 million peak DAU
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Words with Friends

June 2011 – 3.91 million current DAU
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Slotomania

August 2011 – 1.44 million peak DAU
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Jackpot Joy Slots

July 2011 – 340K cuurent DAU
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Bingo Blitz

November 2010 – 630K current DAU
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Gardens of Time

April 2011 – 4.04 million peak DAU
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Mystery Manor

March 2011 – 600K peak DAU
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Catch a Killer

December 2010 – 30K peak DAU
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Diner Dash

March 2011 – 230K peak DAU
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• Demographics

• Familiarity

• Proven gameplay

• UA

• Short session length

Why?
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• JackpotJoy Slots – 12 weeks

• Double Down Casino – 14 weeks

• Words With Friends – 18 weeks

• Diamond Dash – 28 weeks

• Bingo Blitz – 47 weeks

• Tetris Battle – 60 weeks

• Bubble Island – 86 weeks !!!

Still Growing After…
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CASUAL CONFLICT

Trend #7
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Facebook Competitive Gaming 2010



103



104

Fighting 2010 – Lunatic Fringe
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Fighting, It’s Not Just For 

Breakfast Any More

Army Attack –

600K+ Peak DAU Empires & Allies –

4.8M DAU

Social Empires –

600K DAU (growing)
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Fighting, It’s Not Just For 

Breakfast Any More

Army Attack –

600K+ Peak DAU Empires & Allies –

4.8M DAU

Social Empires –

600K DAU (growing)

NOTE: Size of graphic reflects 

anticipated success level.
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Why?



109

• Proven niche

• Player sophistication

And Why Now?
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THE RISE OF I.P.

Trend #8
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FIFA Superstars

June 2010 – 811K peak DAU
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Madden NFL Superstars

September 2010 – 328K peak DAU
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ESPN U: College Town

September 2010 – 452K peak DAU
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ESPN Sports Bar & Grill

July 2011 – 120K peak DAU



115

Monopoly Millionaires

February 2011 – 873K peak DAU
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CSI: Crime City

October 2010 – 420K peak DAU
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Smurfs & Co.

August 2011 – 1.43 million peak DAU
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The Sims Social

August 2011 – 11.30 million peak DAU
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Does it help?
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• Makes UA easier

• Content

Pros
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• Added costs

• Approvals

• Pressure

Cons
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WHITHER THE 
FACEBOOK RPG?

Trend #9



123

Facebook RPG 2008-2009
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Facebook RPG 2008-2009
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Facebook RPG 2008-2009
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Facebook RPG 2008-2009
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But...
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RPG’s 2010-2011

Isometric Missions Collectible Monsters

Light Dungeon Crawls

NOTE: Drawings NOT to scale…

but animals are.
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Isometric Missions

Crime City – 1M Peak DAU It Girl – 1.4M Peak DAU
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Collectible Monsters

Monster Galaxy – 750K DAU

MinoMonsters – 65K 

DAU

Miscrits –250K DAU
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Light Dungeon Crawlers

Deep Realms – 90K Peak DAU Monster Hero – 50K Peak DAU

Hello Adventure – 12% DAU/MAU
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• Healthy diversification

• Isometric Missions

• Monster Collector

• Dungeon Crawl

Looking Forward
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IT’S A HARD, HARD 
ROAD

Trend #10
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• A social game is a license to print money

• All you need to do is throw something out 

there and wait for the dough to roll in
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PlayFirst
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PlayFirst
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Big Fish Games
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Big Fish Games
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Big Fish Games
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Big Fish Games
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Pogo
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Pogo
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Sony Online Entertainment
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Sony Online Entertainment
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Blue Fang
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Blue Fang
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Blue Fang
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Slide
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Slide
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Slide
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Slide
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• It’s hard

• It’s really hard

• It’s really really hard

• It’s really really #$%()@&ing hard

Why?



THANK YOU
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Appendix

Some notable

2010-2011

releases

(source:

www.developeranalytics.com)


