
Game Payout Report - September '14 

In June, we decreased the payout for Cave In! and increased the payout for Echolocation. Cave In! 

had been around for a while, whereas Echolocation had been recently introduced prior to June. This 

report covered the trends that could be seen in the games played by the time September came 

around, and the conclusions that could be drawn from that. 

Weekly Game Plays 

 

Conclusions 

 As expected, the total amount of Cave In! frames played are going up. 
Initially, people thought the lower frame cap was annoying, but we've given 
them reasons to play anyway. We're getting 3000-4000 plays a week 
currently. 

 Contrarily, the amount of Echolocation games is going down, even with a 
higher payout. 
The spike in week 25 can be explained by us asking people to play a lot to 
get data. That said, between 1500-3500 plays a week is still very nice. 

3 Month Game Payout Income Spread 

 



Conclusions 

 Both games show the same trend; Players that enjoy a game, or simply 
want nuggets, play their game of choice constantly and earn the overly 
large bulk of the money. 
The high percentage of users that earns very little (73/83% resp.) is 
explained by a lot of new users trying Mycena and the games, but generally 
not sticking to them. The remainder (13/16% resp.) are casual users that 
occasionally play games to get some extra nuggets. 

 The percentages reflect 'all playing users' from the past three months. Not 
all active users. 
Active: "All users that play a game OR fish daily." Around 80-90% of active 
users fish daily. Around 30-70% of active users play a game daily. 

Cave In!, In-Depth Cap Time 

 

Conclusions 

 Removing outliers (frames that took >180 seconds) mattered a lot to the 
average/median values. 
I had not done this previously, because I thought the super fast frames 
would average out, but in larger quantities, it turns out it did not. 

 Clusters have been updated. Four I could manually identify; Players that 
rarely play, occasional players, average players and fast players. 
Players that rarely play have less than 100 frames of Cave In! played in the 
past three months (there are around 600-700 of these, these make up the 
big bulk of players that earns very little), and they are not very fast (1.9 



hour med, 3.6 hour avg.). However, the other three categories seem to 
have settled in the numbers I expected (in fact, a little lower), with numbers 
hovering between 0.7 hour & 1.7 hour to cap. 

 Not that many people cap. 
In Echolocation this effect is even stronger, but it is already noticeable here. 
Only 17 users steadily cap often, and only 42 additional users play enough 
Cave In! to get enough nuggets to pay for a monthly coat (>25k). 

Echolocation, In-Depth Cap Time 

 

Conclusions 

 Removing outliers (frames that took >300 seconds) similarly mattered a 
lot to the average/median values here. 

 Clusters have been updated. Three can steadily be identified; Players that 
rarely play, occasional players and average/fast players. 
Players that rarely play have less than 50 frames of Echolocation played in 
the past three months (there are a few hundred of these, these make up 
the big bulk of players that earns very little), and they are rather slow (2.2 
hour med, 11.0 hour avg.). The other two categories have settled nicely, 
hovering between 0.8 hour & 1.9 hour to cap. 

 Not that many people cap. 
Only a few users cap frequently (less than 14), and only 14 play enough 
Echolocation to get enough nuggets to pay for a monthly coat (>25k). Of 
course it should be noted players can combine the two games, but few 
users seem to be doing that, too. 

 
 
 



Suggestions 

 Cave In! - Keep the max payout, or change it according to your desired 
average time to cap (currently I'd guess roughly an hour and fifteen 
minutes for players that actually play). 

 Echolocation - Raise the payout slightly, or change it according to your 
desired average time to cap (currently I'd guess roughly around an hour 
and thirty minutes for players that actually play). 

 


