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What’s Hot in the United States?

 Multiplayer Online Gaming

 Social Network Gaming

 Mobile Gaming

 Content Piracy
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What’s New and What’s Not New in the United States?

 New:

 New platforms

 Diversification of multiplayer online games, social network games, mobile 

games

 New business models

 Subscription, pay-for-premium, microtransactions

 Not New:

 Content development

 Developers of content need to make money, protect content from 

infringement

 Content infringement

 Infringers need content to exploit
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Multiplayer Online Games – More Than Just WoW

 Multiplayer Online Games Diversifying

 Hardcore/Teen-Adult

 Examples include World of Warcraft (Blizzard Entertainment), Lord of the 

Rings Online (Turbine), Warhammer Online (Mythic Entertainment)

 World of Warcraft has more than 11.5 million subscribers worldwide, and 

estimated annual revenue of more than $500 million in 2008

 Usually a subscription-based business model

 Casual/Games for Kids

 Examples include Club Penguin (Disney), Runescape (Jagex)

 Often played through a web browser

 May be free, pay-for-premium content, or micro-transaction
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Social Network Gaming – More Time Spent Online

 Games played on platforms such as Facebook and MySpace

 Social networks have been around for years, but didn’t initially include 
games

 One early – and controversial – game: Scrabulous

 Scrabulous was an unlicensed version of the Scrabble crossword board 
game

 The makers of Scrabulous were sued, and the game was redesigned and 
renamed Lexulous

 Facebook has since become a very popular platform for social network 
gaming

 Zynga, which develops games for Facebook, MySpace, iPhone, and other 
platforms is the largest developer of social network games

 Most social network games are free to play
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Last Month’s Most Popular Facebook Games – Zynga at the Top
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Mobile Gaming – Gaming on the Go, and Paying for it

 Emerged as a platform after social network gaming

 Has taken off with introduction of the iPhone and iPod touch

 Although there are many free games, mobile gaming developers often 
charge small fees for games

 Of the top paid applications on the iPhone, many are games

 Current top games on the iPhone include:

 Tap Tap Revenge 3 - $0.99

 Skee Ball - $0.99

 Backbreaker Football - $0.99

 Bejeweled 2 - $2.99

 Games even beginning to take advantage of iPhone’s phone 
capabilities
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Twitter - Microblogging for Everyone

 Who uses Twitter:

 Celebrities - @THE_REAL_SHAQ

 Politicians - @BarackObama

 Organizations - @UNwebcast

 Companies - @UnitedAirlines

 Publications - @TIME

 Even lawyers!

 Follow me on Twitter!

 @williamscoats
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Content Infringement – Content Providers Still Playing Catch-Up

 File sharing remains popular

 BitTorrent still the most widely used protocol on the Internet

 But some see a move toward hosted content

 Crackdown on BitTorrent, the Pirate Bay, and other sharing sites has 

pushed pirates to start hosting content

 Increased use of “take-down” notices

 Business Software Alliance issued 2.4 million takedown notices in the fist 

half of 2009

 iTunes and Pandora have helped the music industry – finally – find a 

workable business model

 But infringers are often one step ahead of content providers
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Implications – The Future of Digital Content is Connected

 The move online makes the connection most important

 The connection can be to the Internet, the cell phone network, or other 

people

 Content providers will continue move from one-off purchases to 

subscription models, pay-for-premium, and micro-transactions

 These “managed” relationships between content provider and consumer 

have the greatest potential for durable revenue, and avoiding content 

infringement
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