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prized collection (fb) lets you buy, sell and steal your 

friends photos as you populate your “art gallery” (aka Top Photos)
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social networks matter

usage:100 million + active players

engagement: top social games have ~1M players per day

life cycles seem short: <9 months

meme strength: top of mind among investors, reporters, influencers

revenue: ?? though growing under the radar

narrative form: emerging
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traditional game narratives

setting / backstory

external characters

the player

challenges
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social game narratives

realism

flirtation/socializing

user generated stories
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realism

news feeds are their life story

i am always me (even when i’m not)

my friends are my most valuable 
asset

PrzCo learning: I didn’t say that
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flirtation & socializing

the primary activity on social 
networks

writing must enable flirtation, not 
impede it (don’t c-block)

PrzCo learning: the power of 
frames
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user generated 
stories

their friends, groups, fanned things, pets, 
virtual items, comments, photos form the 
foundation of their story. 
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what we learned: traditional writing 
can interfere with social games
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the future possibilities?
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more sophisticated players

more choice of games

more immersive experiences

3D mmos save the day?



or maybe it’s just a new 
narrative?
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