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Social gaming goes casual

* Casual games thrive on mass market platforms

* Traditional casual genres are underrepresented on
social

* The late (re)emergence of casual games on social
networks was not a platform issue

* Several proven models have emerged

* Four factors can help developers succeed
with casual genres
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A bit about GameHouse ...

* Developing and distributing
casual games since 2000

* Aleading PC/ Mac / Mobile
distributor and a growing
social developer

* Have moved aggressively to

_ ) gamehouse.
a social / mobile focus
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Some games we’re known for ...
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Is there growth left in social?

* Zyngais 5x bigger than the next largest developer on
Facebook

* Social sims attract and monetize millions of players
and suck all the air out of the space

* You need an ecosystem to grow — can’t depend on
viral features to drive users
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Social sims still rule ...
* DAU’s for big social sim devs were flat to down through 2010

and early 2011

* Many factors, and | believe genre saturation plays a part
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but casua

Wooga DAU
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| is on the rise

PopCap DAU
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Facebook gaming 2010 = 2011

FB Top 10 Games Aug 2010 FB Top 10 Games Aug 2011
| Rank [Game | DAU(W) Sl Rank |Game | DAU(M)_

1 1 FarmVille 17.2 1 CityVille 14.2

2 FrontierVille 7.0 2 FarmVille 8.2 ‘
] 3 Texas HoldEm Poker 5.4 3 Empires & Allies 7.0 |

4 Café World 4.8 4 Texas HoldEm Poker 6.8

5 Treasure Isle 4.0 5 Gardens of Time 3.6

6 Mafia Wars 3.9 6 FrontierVille 3.3
1 7 Bejeweled Blitz 3.9 7 Bejeweled Blitz 2.8
: 8 PetVille 2.8 8 Café World 2.4
: 9 Pet Society 2.8 9 Games (GSN) 1.6
| 10 Restaurant City 2.5 10 Diamond Dash 1.6
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Top 10 Facebook Devs — Aug ‘11
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Zynga

Electronic Arts
Wooga

Playdom
PopCap
King.com

Digital Chocolate
Happy Elements
GSN

Crowdstar

51.2
9.9
6.3
5.7
4.2
2.3
2.3
2.2
2.0
1.8

Ville-Style, Words with Friends, Texas HoldEm

Sims Social, Restaurant City |
Diamond Dash, Bubble Island |
Gardens of Time, Wild Ones, Ghome Town

Bejeweled Blitz, Zuma Blitz

Bubble Saga, Mahjong Saga

Millionaire City, Zombie Lane

Fish Sim

Games {(game show portal)

It Girl, Happy Acquarium
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If casual games are a great fit
for social networks ... }

... why did it take so long to
make inroads?
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1: That’s not a game

* Early social games not seen as
“games” at all

* Casual distributors funded many Mahia Wars
‘_ A\""

Azynga

studios

* Viewed Facebook more as an
acquisition channel N

* Little incentive compete with
their own services

-COMm
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2: Not this old game again

* Traditional casual genres old and worn-out?
* Social and monetization hooks not as obvious

* Early casual social games lacked polish and re-
playability

* Most casual games that launched couldn’t retain
users

* Lack of clear success = lack of investment
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3: Pack & Ship Mindset

* Traditional studios weren’t used to making money
on the fly

* Content of early casual social games didn’t change
frequently enough

* |nitial micro-transaction models not successful

* Early casual games unable to successfully use social
/ viral hooks

"
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The Collapse of Collapse!

Very popular title, still
top online and mobile
game

Social game grew, then
plummeted

Content wasn’t updated

Micro-transaction
model not compelling

No social connections
or reason to add friends
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Five successful casual models

1. Short Cycle Play

J 2. Linear Quests
3. Micro-Aggregation

4. Hybrid Casual / Sim

5. Casino Style
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Short Cycle:

* One minute rounds

* Power-ups accelerate
play and drive
monetization

* Special in-game
rewards and power-ups

* Attention to detail —

quality, excitement, etc.

* Mobile connectivity via
FB Connect

October 10-13, 2011 | www.GDCOnline.com

60 second gems ...
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Click "Play Now" to play!
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A few minutes with Wooga

* Simple, polished,
engaging mechanics

* Gated game play and
“ask friends” loops

+* Ronnie Pa qanini

* Weekly tournaments a AR

DIAMONSTDASH

and 1x1 challenges ,, oy

Challenge Lynwood!

263! 96

* Weekly content
refresh

* Localization
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Wooga Game-by-Game ...

Wooga DAU Trends
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The (re)birth of Collapse!

¢ G ated ga m e w gamehouse 8 Collapssl Blast ﬁ *Tf UMGT™ Boast ¢ RECi p rO Ca I
_ messaoes.  Cmire (R oo e e COLLAPSER- 2 “fy -
rprlz\édhearts s GG S e ([0 O gifting
3 142 3ug o0,
y ‘ = - 5; Kevin C. * .
*In-game D * s < Friends-
currency Pl 0 based leader
funds power- LSS boards
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n meEn - Weekly
WEEKLY GAME BOARD
tournaments
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*Rare in-game
items
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New model driving growth ...

Collapse!vs. Collapse Blast! DAU
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Social adaptation of
linear progression play

* Retains lives and paid
power-ups model

* Social competition
elements —map
shows friends, 1x1
progression posts

* King.com developing
ecosystem on this
model
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Micro Aggregato

© games

Action Card

Casino | Hidden Object = Puzzle | Strategy

* Portal-based approach

* Aggregating casual
games

~ —
Wheel of Fortune Slots
1in thi
Puzzle Bubble

Categories: Casino

* Social features like
achievements and

Wheel of
Fortune
Slots

Newest Gannes

Undersea

currency around games S o

Makch aninnals a5 quickly ...

Challange Your Friands i)

I 7, Play Now

* More “casual” casual

experiences

Titan's Pizza Delivery

Fallow the minimsp to ...

Play Now

Populat Games

Cube Crash

Play Now

Word
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Action

Want to recaive al the latest Mindjalt updates?

Card Driving

Tournaments

B Lynn Ehrenberg plaved their
best Jungle Bricks game ewer
" and scored 906, Play nom »
Cooper Mo won 10,380 takens
y plaving Wheel of Fortune Slots
Try your huck »

Cooper o won the tiinning

& Contestant badge in ilheel of
L = m ] Fortune St B N

E Your Games Ernwse Games allenge

@ 200 CEAEEEED
a |

Word Sports Search for games

whLike  H Matt Hulett, Garrett Link and 5,664,481 others like this.

See All
Eat More
The 30 remake of the . g
Play Now |

STONE MOUNTAIN PARK

EAMILY
VALUE PASS

Gold Rush Solitaire
& Fun Yukon solitsive ...
Play Now

Crash Course
Fly thraugh the air for ...

Play Now
New High Scores See All
See All ‘iweekly high scores hawen't been sek yet,
Play your Favorite games to reach the board.
Word Chaos
Play Now Recently Played See All
Fram—— [Z) Vour Friends
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Casual / Sim Hybrids ...

Cxopein | RS | Gniies | (i | Soesk) || Sdn | S

* Combining build and
decorate mechanics with
casual mechanics

o o e ([

* Very successful
adaptations of Hidden
Object Genres
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* Has also been employed
with time management
games
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Casino Models

* Free to play casino
games ecosystems

* Innovative art and
sound, breathing life
into well-established
games

* Successful adaptation
of gifting and
invitations

\ _
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Four keys to casual growth ...
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1: Genre Diversification

* Several popular casual genres still under-
represented:

— Hidden Object

— Time Management

—

— Puzzle / Arcade Derivatives

* Keys to success:

— Creative iteration and evolution is a proven
strategy

ey
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2: Familiarity, appeal & accessibility

* Casual mechanics are timeless

* Players love these games, and many new players are
discovering them

* Players are also familiar with established social game |
frameworks '

* Keys to success
— Build a foundation of familiarity

— Focus in on a few differentiators

—
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3: Quality

* Deceptively difficult to create a great casual game

* It’s all about finesse:
— Look and feel
— Physics
— Balance of challenge and reward
* Keys to success:
— Invest in the core mechanic first
— Keep the elements that surround the game simple

- POIiSh, pOliSh; pO“Sh GC

Online:
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4. Iterative Optimization

Collapse Blast! Features Drive DAUs

250,000

Treasure chest introduced
200,000 >

FB Dash Promo \
150,000

100,000

Refined tournament

messaging
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Concluding casually ...

* Players have a strong appetite for traditional casual
games

* As an industry, we need to love these games as much
as players

* Don’t be shy about following the paths forged by
others

* Stay committed to variety, familiarity, and quality ---
no matter what the platform

GOC
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