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From arcades to the home



From arcades to the home + Japan









Who’s playing games now?











Game companies by revenues - 2009



Game development costs in Canada



Team size, production time



What types of games are being made?



Most created genres



Where games get sold now



Game companies by province



Total employment figures



Size of companies



Studio locations & shifts over time



Revenue



The project: what’s social about 
social games?



80+ games/50 FB for Charts



Types of Interactions Found

• Friend bar lends silent presence of 
friends/family

• Gifting’s different roles

• Visiting

• Challenge & competition

• Communication 



Surrounded by your friends

• Majority of games displayed your friends as a part of your interface, 
usually at the bottom of your screen

– Pictures of your friends/neighbors greet you as you start the 
game

– There’s always a slot to invite another friend to join you

– Many games now auto-populate the interface with friends 
already playing the game

• Less tedious than having to invite friends, wait for them to 
accept, install game, make progress



Surrounded by your friends

• Friends are ranked, and you are ranked amongst your friends

– You can see how your friends are advancing (or not)

– You can check your progress relative to your friends

• Encourages more casual as well as intense/overt 
competitiveness, particularly as friends get started, or 
as levels become tougher to achieve (the TL Effect)

– Streamlines how to visit friends/gift friends



Gifts



Gifts as Potlatch

• Impressing Your Friends

– Games let players show off their status, 
(large) bank accounts, advanced levels 
through gifting



Gifts as Potlatch

• Frequent gifters, or 
those who respond 
immediately to 
requests, can become 
more valued friends



Gifts as reciprocation/barter

• If I send you a Ribbon, 
won’t you send me one 
back??

– Zynga has automated 
with their toolbar, 
making process more 
streamlined



Critical Gifting

• Gifts can be essential to completing quests in games



Is friendship only about trading stuff?

• The less importance the game places on 
acquiring gifts from friends, the more the 
game functions as a solo experience (apart 
from competitive games)



Visiting

• Nearly as ubiquitous as gifting

• More variations emerging

• Balancing act of letting friends interact in 
other spaces with controlling access

• Most visits assume asynchronicity



Won’t you be my neighbor?

• Most common trope: Show up, get stuff 



Improve on the existing world

• Cityville watering crops makes them ripen faster, 
or can revive withered crops 







Who’s paying?



Steam





Defender’s Quest



Defender’s Quest



Defender’s Quest - playtime



Real time competition offered



Leaderboards

• Global, Friends-only, Weekly, Over Time



Challenges & Competitions

• Tournaments & Matches

– Predominant in sports games, strategy games

• FIFA Superstars; PGA Golf, ESPNU



Texas HoldEm Poker



Asynchronous challenges

• Crazy Caravans, City of Wonder let players challenge 
strangers as they travel (stat based challenges)



Communication

• The majority of games presume an asynchronous 
experience

– Leaving messages in the game world for friends to find

– Posting on wall with standardized messages and 
possibly personalizing them

– Dragon Age Legends lets players personalize ‘kill 
phrase’which friends will see when they recruit you

– Friends’ interactions are mainly through gameplay 
itself, rather than communication about gameplay



How social are social games?

• Friends are a presence in games, but mostly 
silent
– Replicating the ‘bowling alone’ experience of 

many MMOG players

• Friends’ help is mostly transaction based. 
Very few games utilized friends’ skills in 
helping players with gameplay

• Skill is mostly evidenced in competitions and 
the building of stats



The illusion of sociality?

• The more friends you have, the more status you 
have in a game

• More friends let you advance, unlock areas, gain 
access to particular shiny objects

• Friends can inspire competition, whether 
reciprocated or not

• Lapsed friends can be a resource, can signify 
which of your friends are ‘socially absent’

• Friends add content to games through the 
designed system









Mobile revenue forecasts





Summing up

• A game’s platform, its revenue model and it’s 
design are often intertwined

• The models discussed are not globally constant –
there are important differences by region and 
area

• The ‘middle’ of game development is being 
squeezed out

• Many devs and players dislike free to play, but its 
popularity for now makes it a key element of the 
industry



Summing up

• Digital gameplay is no longer a dedicated 
activity, or the province of a few players

• New networks for players mean new types of 
play situations

• Money and games have always been 
intertwined
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