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Introduction

Soci al games have egvaonmhev’e d
applications such a@sarmVilleand Mafia Warsto more
engaging and interactive games likembie Lanand
FrontierVille but what makes the genre truly unique is
that their metrics, rather than design, is what drives
their ongoing development and potential for success.

With companies such a&yngaouting a collective MAU
(Monthly Active Users) count in excess of 250 mil{an
result achieved in less than four years) it is safe to
assume that social gaming is here to stayfrés-to-play
continues to prove itself a lucrative businessdel,

more and more developemnter the fray, makingit

vitally important to createcompelling social experiences
that not only draw users in, but also strive to maintain
loyalty tobring them baclday after day.

1 Metrics: data obtained from actions taken by users in a live game environment 2
2 As reported byAppData—2 May 2011



Purpose

Thepurpose of this document is twiold:

1) Identifyandanalyze keglements driving thelesign
of FrontierVille including core game loomhat
works, and economy

2) Outline development oFrontierVilleoniO§
drawing attention to specific considerations when
developing for mobile




Analysis - Core Game Loop
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Design - What Works \:\ S

In terms of game desigkrontierVillesurpasses its predecessbarmVillg in the areas of social engagement and gameplay
interaction. The following sections outline a few notable design elements.

Missions/Story

A sense of meaning is addedRoontierVillevia missions that also deliver a story over time. Completing missions yields
rewards and unlocks new missions. Some missions require items obtainable only from néigtfiersvely incentivizing
social engagement and, subsequentiyality. Users may alternatively complete these missions by spending horséshoes

Collections
Collecting items adds an element of anticipation to a degree of that found in the dungeon érgeree. Users who
cannot seem to get that “rare” drop from their chicken

Action Element

WhereFarmVilleand its predecessors were criticized for not being true garRemtierVilleadds an action element

clicking to collect reward iterasthat creates a more engaging game experience. (In fact, this very same mechanic was
employed inB i o Wé&Dragoh Age 2where players must tap a button to perform attacks instead of them occurring
automatically.) Users are granted bonus coins for collecting action rewards in succession, thus adding strategic complexity

Social Interactions
Users may visit theim e i g hldndandcomplete a set number of actions per day. These actions benefit both parties. It is
al so pos s i meighbortd merfofmhtasks erf them own land. These elements provide functional rewards for having
more friends, which is further compounded by Reputation, a stat which increases the functional benefit a user provides
when hired by neighbours.

1 Neighbors a term referring to a contact a user has authorized to socially interact within a social game world
2 Horseshoes: the premium currencyRnontierVille upon which revenue streams are built
3Dungeon crawlers: games such as Diablo 11, Gauntl et , and Bordwerl an



Design - Problem Areas s

Considered an improvement over the massively succeBsiumVille FrontierVillehas not shared the success of its predecessor.
With countless factors at play, the following sections outlines a few areas of the design that could be nonetheless improved.

Complexity

Too

I n addition to exp eFrontiervilEselds newdasio iesourcadifat the useu to kandge: food, wood,

and energy. While fuelling a deeper, arguably more compelling game experience, the inclusion of these additional element
could be seen as a barrier for entry to some users whose only -geéeieng experience is other social games kkemVille

And while energy has proven itself a positive additioZ tp n glesignstemplateFrontierVillemay have simply had too

many new elements at the time of its release. This is further evidenced by the reduction of resources requitgdiile

(Food and Wood become Suppliedly ngnam’'ss recent release in the “Ville” f

much structure

The Sims,thebestel | i ng PC game of all time, was | audedarm\dlle it
gave users a number of tools and the freedom to build as they saw fit. In contrast, the addition of mis$tco#ierVille

adds meaning and goals to work towards; however, it puts user creativity in the back seat for a lot of the early stage of the
game. And, because there are so many things a user can do (plant crops, tend animals, clear land) it is difficult to focus or
what they may want to do (versus carrying out jatefined missions).

Social (over)reliance

Simply putFrontierVillegoes a little overboard on the reliance of social interaction to complete missions. This can manifest
as a great deal of spam to fellow pioneers, and serves to lower the ceiling of potential enjoyment for users who are less
likely to partake in the social side of social gaming.

1 As reported bXylologidn a recent study (2011) 6



[ Game Economy 1 ] ’.,:/
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A highlevel look of the Social Game economy model:
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Game Economy 2 :/

Things to take away:

A The few support the many B csiiininll Giciana
A Free users useful; provide referrals & —
A Multiple revenue streams available Market o . v .

i Direct Sales (Cash Virtual Goods) ol g8

T Ads- crosspromotion or product placement
i Incentive Offers (38 Party)

What FrontierVilleis doing:

A Direct sale of premium currency ; e

A Personalized offers to users OV ESb ™ i i osstospchasel
A Complete offers to earn horseshoes 5 " dicained Rrsaho Do G
A Crosspromotion of Zyngagames 21000 |%)2100
A Accessorgamification(see next page) m] R — {mm




Game Economy 3 :/

Get 5 neighbors
215

lHanrest 5 Crops 2 Sign up for email
updates!

3 Like Frontier\ille quay 3 days in a row!
ORAY!
-_— i

P
Get the crate full o' building parts to the cabin!
G¢eKIG HonlgampOl NI AG&aSt T aléosS LQtt 3IAPS &2dz 42YSUKAY

Because the few support the many, driving up Bgidduces a larger body from which revenue
can be prospected. Byamifyingactions the user may not otherwitea ke ( such as
app and email sign up), user engagement, curiosity, and other psychological factors can translat
into increasedvirality. More users = more potential for referrals + revenue.

1 Started & 2 Email & 3 BecomeaFan ||4 Play3Daysin 5 Get5 friends
Farming! provided! a Row to help

GLT @2dz R2y Qi al @S GKS flYo0X 6K2 gAff KE

1 DAU: Daily Active Users 9



Development - Dev Cycle

First, an illustration:

Paid App Development Cycles

Development Post-launch

R -

As expected, mobile development cycles for paid applications closely mirror that of traditional game development

Freeto-play Development Cycles

Development Post-launch

Minimum Viable Product : Software as Service Shelve

Live Rework

Focus on launching live product ASAP and reworking mechanics based on user interaction data bstale falinch

10



Paid vs. Free

t FAR 'LJJa 6111 aaLIN) & | Freetolpsy (&g social games)

Everyone wants to be the neRingry Birds While no one can guarantee their game will get the
but with so many apps entering the App visibility required to hit critical mass on the App
Store each and every day, visibility is a Store, “you can’t bedoat f
major concern, regardless of product play on mobile is making your game easy to learn,
guality. Unless featured by Apple, all games easy to share, and compelling enough to bring

are vulnerable to being buried alive by the users back for more.

daily deluge of new apps. To top it off, VS _ _ _

games without brand backing may be As with any trending app, DAUSs begin to

skimmed over by users not willing to risk _compognd as _th‘? game rises up the charts, further
their dime on a game they might not like. increasing visibility. At this stage, mature user

This makes standalone demos a virtual interaction data should be pouring in, which can be
necessity to give a new titles a chance for used to remotely tune the game in order to
success with wariDSconsumers. maximize conversion and retention rates as well as

target new users.

11



Mobile Dev Overview

In less than two years, the landscape of the iPhone App Store has shifted: free titles featuring In
App Purchases now comprise almost 40% of app store game dowhl@ddke top 150 free
games 63 percenthavein-apppurchases, unofficially qualifying the fré@-play model on mobile

a safer bet than most. The question remains:

How do you get all of

¢l L{ X

onto this?

And what do you need to look out for?

1 As reported bXylologidn a recent study (2011) 12



Screen reakstate- Part 1

Retina display resolution on the iPhone 4 may be a whopping 960x640, however, the display itse
is only 3.5 inches. Take into consideration that a sensible minimum button size is 70x70. Simply
scaling down the Ul is not going to be enough, to speak nothing of the number of Ul elements
FrontierVillehas in the Facebook version.

N Em g —7 3

t—] 1,989 {x02)

i

=
-"mim!
B

A simple resize might not cut it here. Also notice that the lower menu has been mostly cut off.
(Note: iPhone graphic approximated to match actual size)
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Screen reakstate- Part 2

Below is a screen capture BarmVilleon theiPhone. The thing that really works about this Ul is
that neighbor gifting, andarm managementmenus are hidden by defaulthe smalleithan-
ideal size of the stat bars at the top is acceptable because they are not butimmtierVille
would benefit from a similar layout, with the inclusion of a button to manage active missions.
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Note: inFarmVilleon iOSthe neighbormenu may be hidden by tapping the button in the lower left.
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Multiple Devices and Firmware

There are now 5 iPhones, 4 generations of the iPod Touch, &wati2 Additionally, a number of users
do not have the latest firmware on their device. Bathporting toiOSversion 3.0 is recommended, as
it is the first to feature push notificatiorsa must for social games.

Networking

While most cellular networks boast 3G coverage, reliability (or lack thereof) in varying ragobns
conditions must be factored into development. What happens if connection to the server is lost during
a “paid transaction” server call? How do you i

Memory

Memory fragmentation has been a constant concerni@®device developers, especially in attempts to
maintain consistent user experience on old and new devices alike (and to minimize development costs
Strategic loading between menus, animation frame reduction, and compression may be required.

Play Sessions

On average, mobile play sessions are shorter than those on desktop, and users expect a more
streamlined experience. It is also important to ensure there is always something for the user to do to
ensure they remain engaged. As an exampég Pet Hotehandles this elegantly by adding balloons to
collect. Balloon value is negligible, but they are a brilliant distraction for when no rooms are up for
collection. (AsideTap Pet Hotedloes not support multitaskirga musthave feature for all apps.)

15



Incentivized App Installs

While mostiOSsocial games have taken advantage of offer networks sudla@¥oyrecent
changes to the Appl&Sno longer allow the integration of any system that offers users an

incentive to install another app. Developers must now consider alternative pathways to advertise

and monetize their apps in the absence of this lost revenue stream.

Social Networks

One benefit to being orMOSdevices are the various social networks that can be leveraged as a
means to drive social engagement andility, as well as crogsromotion and advertising.
Notable networks ar®©penFeint ) and Appl e’s Game Center.

Mobile Exclusives

By providing mobilexclusive content (e.g. virtual goods), or other such incentives for
downloading the mobile version of a Facebook game (e.g. premium currency), current users
convert to app installs that can help the app gain enough momentum to start climbing the App
Store charts. Mobil®nly demographics may also be caught in the crossfire, catching wind of a
game franchise they may not have otherwise have heard of.
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