APPFOLLOW

How to make more than 5150
million on Casual Games every
month: King's case study

Try AppFollow for boosting your mobile growth

The Swedish company, crrently based in Kol King was one f the st

14t Tis match-thre mobile game was released n 2012 and became the
the publisher.

theexample of Candy Crush Saga s ot nly notabl for s success but atso
becausethe game stil teng th Top Charts gt install anc posite

e, and generate huge revenve
ﬁ z

Wi today we see casua games come and g0 Kingshows he steady.
income Row whose mai zourc s  mobile game create 8 years s
7%

evenue-making Kings games are lso Candly Cush Soda Saga (185%).Farm.
Heroes Sag (5%). and Candy Crsh Friend Saga (3%

King's revenue by country 4 Apptica
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The mainrevenue s ensured by players from the US and Necherands,
whereinon the App Sore US covers most of th ncome (675, for
dowioads, an 05 version f the game s popular nthe US. LK. France, and
Brazi e the Anroid game i nstaled i Incia i the frst place.

King's downloads by couniry 4 Apptica

(3] » D

only in 2013 King decared toremave in-app ads and focus on the only

example ofanother majo publishe whorefused i-app ads: Playix The
company’s corfounder delared that ads enerate (e than 3 percent of
revenue (meanwie both Playix and Kid ae active aertsers)

The successofsuch a company s suely  complex phenomenon that

Lot have  closer ook at each of the facors.

Carving out a niche

was the pioncerof the matcthree games on moble devices. Candy Crush
Soga repcatd the success ofthe Beleveled browser game that was
prociimed o b the st commercaly suecessol and infuents pe

rowsers, Candy Crush Saga became a sensation on the mobile market 10

years atr.

Released in 2012.the mbie game combine puzzle gameplay and auiz

mechanics,where every new eve unvls the new story and chalenge. It
sl

tay -one o the mostlucra

theBofoveled it was aunched on mobie deice even earler - n 201115
g’ e

Seeking growth opportunities through
User Acquisition

fo the et
e Trends come an go.even the lgendary games become forgotten.
and here i when UA comes o the icur.

Paid user acquisition

Acording tothe atest stats, King s one of the most actve advertsers
among casualand hypercasual publshers. The company never s0ps
runningn-app ads, acquiing new players, est adcreatives. For the ast

g, socal medka ads.nluencer marketing search ads, and

Constant strategy mprovement atention tothe latest trends tesig,and
optimiztion allow he publishr 0 be among the bes for 8 years already.

What about organic user acquisition?

millons of people are searching for games i the store  theyalare
potental players. King's ASO srategy suppertcd by the brand's popularty

popuary:candy sugar rush. candy crush soda, nd athers.More than half
ofthe keywords are ey relaed to the brand.

Resource management

Saves developers and project managers resources and alows them to
devotethistime o malntling Kng's malor . As we lready said.oven
the most succesful game wil b forgatten wihout proper promotion.and

proves that everthing s possilel

To conclude,cesting it game st ncugh,you shouldconstanty develop

ARPU Oy when the urique gamepay. poger UA srategy, and the progress
come topether, a mobile game can carn bilons of dollars.



