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GameRefinery uses a three-layered

approach to categorize games

* Using a Category -> Genre -> Subgenre hierarchy we

are able to differentiate games in a meaningful way and
offer accurate insights for all individual game types
currently found in the market

°  Qurtaxonomy is created together with industry

experts and is based on thorough testing and
data-analysis of the market

°* Inthisreport we are focusing on the Shooter genre

under Mid-core
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Card Games

Card Battler

Sports & Driving

Driving

Arcade Driving
Realistic Driving

Casino
Bingo

Casual Casino
Other Casino
Poker/Cards
Slots



Short Shooter Genre Overview

B

Erno Kiiski
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Shooters have become a very significant genre in mobile gaming in the past couple of years. It is the
6" largest genre in the US iOS market, contributing around 6% of the market’s revenues.

Epic and Apple’s legal battle that led to Fortnite’s removal from the App Store took away one of the
“big shots” of the genre back in August 2020. Currently, there are only seven shooter games in the
top-grossing 200, with over 84% of revenue coming from the “Big Three” - Call of Duty: Mobile, PUBG
Mobile and Garena Free Fire. Garena Gree Fire has been the standout growth rocket of the year, more
than doubling its revenues on (OS in the US.

Overall, the market has been very quiet in terms of new successful shooter games for a while. None of
the new Shooter games released within the past TWO YEARS has managed to make it into the US
top-grossing 200. The latest game to do this, Zooba, was released back in 2019. Even if we widen the
scope to the top-grossing 500, only one new game, Bullet Echo, was released over a year ago (May
2020).

Call of Duty Mobile’s highly successful mobile port has inspired many AAA developers to move to
mobile. With it being more than two years since the last top-grossing shooter launched, there are
some promising contenders on the horizon from the biggest developers out there. These include
Valorant Mobile, Apex Legends Mobile, Battlefield Mobile, and Final Fantasy VII: The First Soldier. Will
these games successfully challenge the “Big Three” of mobile shooters and bring fresh blood to a
stagnant market in the upcoming months? That remains to be seen.
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Key points

Currently Shooters are the 6™ largest genre in the US iOS market, contributing about 6% of the market’s revenues.

The obvious major shake-up to the shooter genre was the lawsuit battle between Apple and Epic leading to Fortnite being

removed from the App Store. After all, before the removal it had over 30% market share of the Shooter market in the US on
10S.

This has led to the other “Big Three” competitive shooters (CoD: Mobile, Garena: Free Fire, PUBG Mobile) taking market share
for themselves. Garena: Free Fire in particular has seen exponential growth during the past year, more than doubling its
revenues. It has grown from a mere 10% market share to equal share at the top with a bit under 30% market share of the
genre.

The shooter market has been very stagnant during the past year = not a single new game has been able to break into the top
grossing 500

It Is quite rare that top shooters bring new bigger features to the game, but the content cadence of new cosmetics,
limited-time game modes, events, maps etc. is mind-bogglingly high in the most successful games

Monetization in most top shooters relies heavily on the popular
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Market

Top games and their market share
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Top games and their current market share
within the Shooter genre in the US on iOS

Key takeaway: The shooter space is currently dominated by Garena Free Fire, Call of Duty: Mobile and PUBG MOBILE. The biggest
changes during the past year were the appstore removal of Fortnite and the massive rise of Garena Free Fire. While there wasn’t a
drastic change in the revenues of other top Shooters, Garena Free Fire was able to pull off an incredible climb, more than doubling
its quarterly revenue and overtaking PUBG and CoD. It is now neck and neck with CoD as the top shooter for Q2 of 2021.
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Shooter

Show genre share ?
1. Garena Free Fire - 4nniversary

Battle Royale

2. Call of Duty®: Mobile
Activision Publishing, Inc.
(RN gY Classic FPS/TPS

3. PUBG MOBILE 1.5: IGNITION
Tencent Mobile International Limited
Battle Royale

4. War Robots Multiplayer Battles
Pixonic Games LTD
Tactical Shooter

5. Sniper 3D: Gun Shooting Games
Fun Games For Free
Sniper

6. Pixel Gun 3D: Online Shooter
Cubic Games
Classic FPS/TPS

(=) 7.WarMachines: Tank Mobile Games
Fun Games For Free
Tactical Shooter

8.Zooba: Zoo Battle Royale Games
Wildlife Studios
Battle Royale

9. World of Tanks Blitz PVP MMO
WARGAMING Group Limited
Tactical Shooter

10. Tacticool
Panzerdog
Classic FPS/TPS

BErs

GARENA INTERNATIONAL | PRIVATE LIMITED
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Source: GameRefinery SaaS Dashboard



Top games and challengers in the genre (US iOS)

Key takeaway:
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What does the future hold for the mobile genre?
(Upcoming announced games)
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What does the future hold for the genre?
(Upcoming games) (US iOS)

The shooter market has been super stagnant in recent years, but as we can see from the previous slide = currently there’s a huge
amount of upcoming announced titles with several big IPs attached to them

It’s noteworthy that there is a lot of variety among those titles. e.g.
Valorant + Project M, 5v5 class-based tactical shooters
Apex Legends, class-based Battle Royale
Lost Light, survival shooter in the style of Escape From Tarkov or Metro Royale-mode in PUBG Mobile
Final Fantasy VII: The First Soldier, class-based Battle Royale with RPG elements
Garena Free Fire MAX, enhanced version of Garena Free Fire - players able to sync their Free Fire progress to the new game

Will these games challenge the “Big Three” of mobile shooters and bring fresh blood to the stagnant market in the upcoming

months/years? Will they be able to gain a wide enough user base / push out the crazy amount of constant content needed to

satisfy/monetize that audience, like the current top shooters do? That remains to be seen, but there are plenty of companies now trying
for sure

Valorant on PC Apex Legends Mobile Lost Light Final Fantasy VII: The First Soldier
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Features & Updates

Top updates
Implementation examples
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Top updates of Call of Duty: Mobile for the past year

Version Date POWERSCORE®
v

Jul 28, 2021

1,0.2 °® @ o
Update 1.0.26 {Foces )

Update 1.0.22 May 20, 2021
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Revenve )

a +27%
+$467.60k

a +42%
+$767.50k

Downloads )

a +34%
+83.30k

a +13%
+21.70k

REV/DL O

v -5%
-$0.39

a +27%
+$2.77

Features )

Updated Features

Ad Type - Incentivized Video

Battle Pass plan

Daily free gift

Dynamic competitive league/ladder

Gacha Mechanic in Incentivized Video
Incentivized Video - Tangible Reward
Limited time gacha

Limited time IAP-offers

Live events - Non-recurring

Live events - Recurring

Number of different decoratives - Accessories : 51+
Number of different decoratives - Other : 51+
Number of different decoratives - Skins : 51+
Number of levels : 21to 50

Periodical gift/quest

Progression element in daily reward
Progression Mechanic in Incentivized Video
Special gacha mechanics

Special rewards from live events

Feature Changes

Competitive co-op - Guild

S —d
wars/competitions
Incentivized Video - 55
Temporary Boost
Number of Ad-placements 1 -
Numbe( of different 2 =
currencies
Promotional collaboration oy
events
Social/PvP currency -

Updated Features

Ad Type - Incentivized Video

Battle Pass plan

Daily free gift

Dynamic competitive league/ladder

Guild mechanics

Limited time gacha

Limited time IAP-offers

Live events - Non-recurring

Live events - Recurring

Number of different decoratives - Other : 51+
Number of different decoratives - Skins : 51+
Number of gachas : 5+

Number of levels : 21to 50

Progression element in daily reward

Special gacha mechanics

Special rewards from live events

Source: GameRefinery SaaS - Game Update History

All the top Shooter games follow a similar pattern of
releasing content. All are based on various seasons
(Battle Pass, ranked seasons etc.) that pace the games
and their bigger e.g feature releases. On top of this, over
the course of seasons there are numerous “smaller
content” update in the form of events, cosmetics,
gachas, bundles, smaller limited-time game modes etc.

If we look Call of Duty: Mobile in the past year, there are
two quite clear massive updates (outside of various
events) to the game: Clan War and the re-release of the
Zombie mode.



Top updates of for the past year
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Game Analyst =
The next big season update is here! This update brings of course the new season along with the new Baltle Pass, new
, New maps, tons of new cosmetic content through BP, gachas, direct store, event rewards as always.
But during this update the main attention definitely goes to the "resurfacing” of the Zombie Mode. CoD Mobile tried out it's version of the

popular CoD zombie mode back in 2019, but it didn't work out and they removed the mode quite quickly, but now the mode is back
with new different tweaks. It launches as a limited-time mode only (therefore we're not yet changing the feature set accordingly), BUT
there's clearly even more extra efforts in this limited-time mode compared to many others. BUT considering how it's built AND if the

reception is good, most likely it will become a new permanent mode later on.
ﬂ%

g‘ad947822320900 g

How it works then? Player go in to the matches in 4-man teams. It has all voice-acted cutscenes setting the scene and overall very high 210bdabd0gz

production values (what else you would expect from CoD Mabile anymore). The game mode is based on survival. During the day
players scavenge items across the map: weapons, ammo, equipments, material items for building/upgrading turrets and so on. Then
during the night, zombies attack and players have to survive/defend their base until the sunrise. This cycle repeats three or five times
(depending on difficulty chosen) and if the team survives that --> match is won. During the match there's a specific currency (earned
from killing zombies + from crystals across the map). This currency is then used to upgrade | turrets in your base + you can make
purchases from the base's vending machine for the duration of the match.

Players can collect various cosmetic rewards by just completing matches AND completing tasks in order to get "zombie mode specific
XP" which progresses its own “reward road". What is also very interesting in the game mode is that there's a slight power progression

S §
IS COMING 8/1UTC ™ ¥4
\CAN YOU SURVIVE ALL FIVE NIGHTS?

meta implemented in this game mode --> players earn crystals from matches which can be used to level up various Tal -->which AN UNUEAI]\SlIZI‘EE:‘vE
permanently boost different statistics for the matches onwards (e.q. Turret damage, weapon damage, health etc.).
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Top updates of

Update 1.0.22

'. Erno Kiiski
‘ Game Analyst

A lot of interesting things happening in this month's CoD Mobile update:

1) 80s Acti
skins. This collab event also included a limited-time game mode Guns Blazing. It is pretty basic Free-for-All Deathmatch mode, but the

' Heroes- collaboration event. Players can purchase Rambo/Die Hard bundles to get for example Rambo/John McClane

twist is that you're constantly accumulating "rage”. When the "rage meter" fills fully, you can transform into a super soldier with two
gatling guns (Rambo or John McClane).

2) Clan Wars. Totally new feature for the game. It is a feature that pits 6 different Clans against each other in weekly competitions. Clans
compete in controlling various nodes in the Clan War map. How it works is that players earn score for each node by completing specific
tasks (e.g. use specific weapons in specific game modes). You can get bonuses for your score from various things as well (e.g owning
the Battle Pass, playing with friends and not randoms, clan leader can set one "key node" with bonus score etc.). Each Clans' scores are
calculated together = Clan score for that node. Then all the six Clans are ranked for each node based on their scores. Each node has

different lengths during the week and not all are open straight away. When the week closes, Clans get trophies accordingly which

dictate their overall Clan ranking for the next Clan War. Each player also gain new Clan currency based on the Clan's performance over
the week. This currency can be used in a new Clan Store to redeem various exclusive cosmetic rewards.

3) Second incentivized ad-placement. After playing a match the game now offers to watch an ad to double your weapon xp gain for the
next match.

4) BUNCH of different limited-tim
mechanic" meaning that each reward you pull goes out of the reward pool --> chances for more rarer items grow for the next pull, but

gachas for various cosmetics over the course of the update. (Most of the gachas use the "box

the price of the pull also goes higher)

5) New season for the Battle Pass + new ranked season (which includes a chance to participate in the World Championships of CoD

Mobile 2021) + new seasonal quests + new map etc.

6) Over the course of the update there are also several limited-time game modes beside the collaboration game mode. (At time of

analysis for example Capture the Gold + Grind)

< | cLanwar

WEEK 1-New York
@ ENDS IN:50 14H

3

CURRENT WEEK REWARD BASE

©: STARTS IN: 4D 14H 4

500 ‘
(’ REPORT INCOMING Y

5,/\

P ERF ¥

B
Y

’.A," Que.Te.Digo

°
¢&> DoomTroopers

%

Y
®
allallollalla|lo

< SPB-GERDI

¢2> MATlasphi

B 3

Y

<:il,\ Shadow_snakes

lla LEADERBOARD

m 3 2/40

78 MEMBER

— A

‘== STORE
SPB-GEROI

Ven
He s 56574/60000

N P _
-— N —
Join Clan War

ANNOUNCEMENT

for the past year

STARTS IN: 2D 14H
ENDS IN: 14H 35M

{ REPORT INCOMING >_/<?\\ :
Yk A LClassic Blit
v L

#7500 S-30
O]

STARTS IN: 14H 35M Q)

q REPORT INCOMING »
v v
STARTS IN: 10 14H

q REPORT INCOMING

O]

CLAN WAR IN PROGRESS

WEEK 1 _RANK

New York ]

@ STARTS IN:5D 14H &0
WEEKLY STAR

3% 7
NegodniK 0.Rambo_1393 ARTEM50000
'CURRENT WEEK REWARD BASE
e_/é\,'
/500

Becem yaaun B Gosix # Xopowero AHA

TOP REWARD
Ronin - Hagakure

| 2. NVITE FRIENDS '




Top Shooter Implementation Examples:

" RP Team o»

. “‘\ 3 L— %7 Join a0 RP team to upgrade the Royale P

\\k rewurds with your inends

P U BG M Obi l.e - Royale PaSS ;MZ’E][@ | : . vt anfd aovmym-mawm [9 S A

HATTIEGRAIINTIS

Battle Pass has been one of the must have features in top ' ,

grossing shooters since Fortnite, as it synergizes extremely well ' i . m .
with the cosmetic economies the games focus on. Nowadays ' e [ \ '

we have also seen various iterations of the typical Battle Pass < Tgh ™ u...,..:h'“ e
mechanic - one of the most innovative ones being PUBG _ 'l g N
Mobile’s Royale Pass. g i (B &

The basic idea is still the same of a “free and paid layer”, but
there are lots of twists to the basic formula.

Some of the innovations include:

1) Battle Passes traditionally are very personal. You grind your
own quests and reach rewards thresholds alone. But PUBG
innovates in this aspect as well with the RP Team feature.When

you have purchased the season’s Battle Pass, players can form 7N gﬁ} SR Sl S R o Reward Gountdow:
Or Joln ar] RP Team- It gIVeS reWardS for every team member v g ,.U: 1 b rgi;:;llgflsuztsnazHe\mEt(lv 3) in 15 matches in Classic Mode or Mission IS ,Q ." -
based on 1) the number of players in the team and 2) the Battle e > — \
PaSS rank Of al[ the p[ayers |n the Team Sumn’]ed Up ‘together. “l]/lﬁ‘ﬂﬁlmlnules ‘ ﬁ:liggenemlaswnhAssaultRlﬂesmSanMartm(eramar‘)m Classic /20 ,Q
This adds “social pressure” to carry your own weight so i
everybody Can reach the best reWardS‘ ool L Kill 20 enemies with Assault Rifles in Pochinki (Erangel) in Classic mode 0/20 ,Q
2) Traditionally Battle Pass progression is earned either directly il K20 s i ssuk Ries i Sohme Sk Cosscmote.— 0/20 g !
. lackpot Preview

as a gameplay reward OR with a task-based system. On top of - EX

H : . ) |.| M[[IM Shotgun to eliminate players B times in Classic Mode or ne B : 9 > Exclusive perk +200 @
this PUBG Mobile offers rewards for Match Time. = kﬂ 1 = "

These are just a few examples of small tweaks to the PUBG
Battle Pass. for more on how it has evolved.



https://www.gamerefinery.com/battle-pass-how-pubg-mobile-has-innovated-inside-the-feature/

Implementation examples from top

games:

A lot of the top shooter games are almost purely
based on cosmetic economies (or skins with minor
power benefits like Garena). So how do they make
their money then? First of all the content cadence
Is off the roof with the amount of various cosmetic
types/pure volume of items these companies push
out. One of the main mechanics of selling these

cosmetics are gachas.

CoD: Mobile currently offers two types of gachas:
Draw Gachas and Milestone Gachas.
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Draw Gacha

Draw gachas are always available for a limited-time.
There are always 10 items per one gacha. When you
pull from the gacha, the item received is removed from
the reward pool + the price ofthe next pull increases +
the odds for rarer items increase.

This is clearly the main way CoD:Mobile offers their
most detailed/unique skins on top of the Battle Pass
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Milestone Gacha

When players reach a certain number of pulls, you get a guaranteed
purple rarity item (the rarest items in these gachas). Purple rarity
items are "duplicate protected" so players can't get duplicates of
those. If players get a purple item, it's removed -> increases
chances for rest of the purple items. It is possible to get duplicates
for other more common rarity items which are transferred to soft
currency automatically.

These gachas are always offered for a limited-time only.
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Implementation examples from top

games:

GameRefinery
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Luck Royale

Luck Royale gachas are always available for a limited-time
each having special mechanics. There are 4 different types
of gacha mechanics including Royale and Lucky Wheel
incubator gachas.

Royale gachas have a huge pool of rewards, with increased
chances of the main reward on each pull. Lucky Wheel

incubator gachas reward material items which are used to
craft the main rewards inside the “incubator” of the gacha.
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Exchange
store

Web events

Web events are limited time monetization events with many
of them having a gacha mechanic. These gachas include:

Spin gachas with rewards from consecutive spins and
option for a special spin which costs more but triples the
chances for the main reward.

Dice gachas reward items and currency, which is used in the
gacha’s special shop to buy more items.
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[ PURCHASE

Store crates/boxes

The in-game store has various cosmetics but many of them
are gachas instead of direct purchases.

The crates contain various rewards depending on the crate,
from material items to cosmetic accessories and pets. The
most direct way of purchasing weapon skins is from boxes,
but those are gachas as well with a pool of skins of a certain
weapon theme, including high chances of only receiving
trial versions of the skin.
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Implementation examples from top games:

As the top shooters rely almost purely on cosmetic economies, it’s important to not
just offer a huge variety of different cosmetics to collect, but also have systems in
place to support and incentivize the collecting.

PUBG has two features incentivizing collecting even further: Show Room and Season
Gallery. Show Room lets players easily curate and show off their favourite cosmetic
items to other players. Season Gallery then taps into the completionist motivation by

rewarding players for completing collections and visualising how much they have
completed.

Show Room

| Season 19

rl'\
R
Ay ) »
; O\

Sz
Callected: 018 BI

Season Gallery
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Motivations

The motivation framework
Top game’s motivation comparison
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GameRefinery’s Motivation Framework

GameRefinery uses a proprietary motivation model

consisting of twelve different Motivational Drivers, each
covering a separate player root motivation.

L4
A3

B fS o @ g =

Social - Working With Others Expression - Role-playing & Emations

Social - Competing Against Others Expression - Customization & Decoration

These Motivational Drivers are also grouped based on their

nature to form meaningful pairs or “motivational groups” -
for example Improving skills and Completing Milestones fall
under Mastery.

Mastery - Improving Skills Exploration - Discovering New Worlds

Mastery - Completing Milestones Exploration - Collecting Treasure

Management - Strategic Planning Escapism - Thinking & Solving

Motivation results are based on a survey including over 7000

< B QB &

respondents. The survey was targeted towards mobile game
players in English speaking western countries (US, UK,
Canada, New Zealand and Australia). The sample is
representative of the smartphone users when it comes to
age, gender, income and household size.

Management - Resource Optimization Escapism - Excitement & Thrill

"
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Motivational Drivers of the top shooter games

Motivational drivers describe the main reasons players enjoy playing the game

Motivation
@ Mastery - Improving Skills ?
? Social - Competing Against Others ?
"\I' Escapism - Excitement & Thrill ?
I social - Working With Otners ?
@ Mastery - Completing Milestones ?
% Expression - Customization & Decoration ?
@ Exploration - Collecting Treasure ?
@ Exploration - Discovering New Worlds ?
9’2 Management - Strategic Planning ?
@ Escapism - Thinking & Solving ?

é Management - Resource Optimization ?

Expression - Role-playing & Emotions ?

Mastery - Completing Milestones

Management - Strategic Planning
Management - Resource Optimization

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS

SEE FEATURE EFFECTS
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Escapism - Excitemnent & Thrill

Escapism - Thinking & Solving

Exploration - Collecting Treasure

Expression - Customization & Decoration

Expression - Role-playing & Emotions

Exploration - Discovering New Worlds

® Garena Free Fire - 4nniversary @ Call of Duty®: Mobile = @ PUBG MOBILE 1.5: IGNITION
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GameReiingﬂ Score 5 = very important, 1 = not important
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As we can see, there aren’t huge differences
In motivational drivers for top shooters. The
biggest differences being CoD and PUBG
having slightly higher Social - Working with
others through their fully fledged guild and
co-op mechanics, compared to Free Fire’s
more simpler Guild approach. Also PUBG is
able to tap a bit more into the Exploration -
Collecting Treasure motivation with its
showroom and season gallery collection
systems.

It Is interesting to see if the upcoming titles
are able to differentiate in terms of different
motivations e.g. the survival shooter Lost
Light with Exploration - Discovering New
Worlds, and bring new types of audience to
the genre.

Source: GameRefinery SaaS Dashboard



Erno Kiiski

Chief Game Analyst - US

Wilhelm Voutilainen
Senior Game Analyst - US

Found this report and data interesting? Want to know more
about mobile game genres, features and your competitors?

Visit our website at and log in for
free!

You can also schedule a live demo by contacting yours truly
at erno@gamerefinery.com and wilhelm@gamerefinery.com

GameRefinery is part of Vungle. Learn more about Vungle
at www.vungle.com
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We Know Mobile Games

We answer not just what is happening on
the market but why and how it is happening


http://www.gamerefinery.com/
mailto:erno@gamerefinery.com
mailto:wilhelm@gamerefinery.com
http://www.vungle.com/

Get started with the
market data and player insights for thousands of games

1. Choose Market

us

2. Select optional categories

Casual, Mid-core

Build & Battle

3. Select optional Filter

GameRefinery

-

s

Clash of Clans

Build & Battle
Powerscore 82
Average Grossing Rank 10
Average Download 195K
REV /DL $30.1

service to start delving into
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https://saas.gamerefinery.com/#/register

