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MARKET DRIVEN MOBILE GAMING TAXONOMY 
 

ABSTRACT 

This discourse describes a mobile game taxonomy that classifies mobile games into 

various main genres (e.g.,  action games, arcade games, role-playing games, music games, etc.) 

and further classifies the mobile games into various subgenres.  For example, mobile games that 

are categorized as adventure games may be further classified into text adventure games, graphic 

adventure games, visual novel games, interactive movie games, etc.  The main genre and/or the 

subgenre of a mobile game may be identified based on one or more game elements (e.g., game 

themes, game art styles, etc.) contained in the mobile game.  Based on the identified main genre 

and/or the subgenre of the mobile game, a market analysis for the mobile game may be 

generated.  For example, a market analysis for a particular mobile game may include a subgenre 

rank for the mobile game, suggested game elements for the mobile game, and a potential player 

profile for the mobile game.  

 

DESCRIPTION 

Understanding the tastes, expectations, and desires of game players has been a topic of 

interest in the mobile gaming industry.  This knowledge is important because it facilitates the 

player-centric design and helps game developers build mobile games that are better tailored to 

what the players want.  A game element that works in one particular game genre may not work 

in another genre, and understanding which game elements are suitable for a particular mobile 

game is only possible if the game developers have a good game taxonomy to classify their 

mobile games.  However, game taxonomy has not been studied as thoroughly as one might 

expect.  For instance, although the mobile gaming market is growing at an exponential rate, there 
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is no generally accepted mobile game taxonomy.  As such, it would be desirable to develop a 

mobile game taxonomy that classifies mobile games.  The mobile game taxonomy may classify 

mobile games into various main genres and further classify the mobile games into various 

subgenres.  Classifying a mobile game into a particular subgenre help game developers to 

discover the need of the targeted audience of the particular subgenre, and also allow game 

developers to receive detailed game development suggestions for the particular subgenre. 

A mobile game taxonomy is a hierarchical structure that classifies mobile games based 

on shared game elements.  The mobile game taxonomy includes main game genres defining the 

characteristics of the mobile games and one or more subgenres further defining the game 

elements of the mobile games.  For example, the mobile game taxonomy may include main game 

genres such as action games, arcade games, brain and card games, casino games, location-based 

games, lifestyle games, music games, racing games, role-playing games, sports games, shooters 

games, strategy games, simulation games, and other main genres.  Each of the main game genres 

may include one or more subgenres that further categorize mobile games into various types 

based on game elements.  For example, action games may further be classified into platform 

games, shooter games, fighting games, and other subgenres.  Appendix I includes diagrams 

illustrating an example mobile game taxonomy.  By classifying mobile games into main genres 

and subgenres, the game taxonomy improves search performance. 

The mobile game taxonomy may be built using existing game classifications.  For 

example, the main genres of the mobile game taxonomy may be determined based on a set of 

source data describing the mobile games and categories of the mobile games featured on an 

application store or a website.  In some examples, the mobile game taxonomy may contain 

fifteen main game genres, including action games, arcade games, brain and card games, casino 
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games, location-based games, lifestyle games, music games, racing games, role-playing games, 

sports games, shooters games, strategy games, simulation games.  Subgenres of the mobile game 

taxonomy may be manually identified based on game elements, such as game themes and game 

art styles.  In some examples, the example mobile game taxonomy may further contain forty-one 

subgenres.  For example, an action game may further be classified into the run and gun 

platformer game subgenre based on identifying shooting themes in the action game.  As another 

example, a brain and puzzle game may further be classified into the coloring game subgenre 

based on identifying the game art style as picture-based.  Although the mobile game taxonomy 

shown in Appendix I includes fifteen examples of main genres and forty-one examples of 

subgenres, it should be understood that these main genres and subgenres are merely exemplary, 

and the mobile game taxonomy described herein may be built to include more than these fifteen 

examples of main genres and forty-one examples of subgenres. 

In some examples, a subgenre may be split into multiple subgenres based on the number 

of mobile games within the subgenre meeting a threshold.  For example, a subgenre containing 

more than 100 mobile games may be ripe for splitting into multiple new subgenres.  Splitting a 

subgenre into multiple subgenres helps to put the right keywords in front of the audience,  

thereby improving search performance.  

In some examples, two or more subgenres may be merged based on the mobile gaming 

industry trend (e.g., due to reduced popularity).  For example, a small subgenre may be merged 

with another subgenre to create a hybrid subgenre.  As an example, the idol game subgenre and 

the RPG (role-playing game) subgenre may be merged as Idol/RPG hybrid subgenre.  Merging 

two or more subgenres based on the mobile gaming industry trend helps to improve game 

product visibility. 
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Figure 1 is a flow chart illustrating a process for generating a market analysis for a 

mobile game using the mobile game taxonomy.  Process 10 may be performed manually or by a 

computing system.  A mobile game may be classified into a main genre of the mobile game 

taxonomy (12) based on the category of the mobile game featured on an application store or a 

website.  Based on one or more game elements of the mobile game, the mobile game may further 

be classified into a particular subgenre of the mobile game taxonomy (14).  After classifying the 

mobile game into the particular subgenre, a market analysis may be generated for the mobile 

game (16).  The market analysis for the mobile game may be generated based on request or 

periodically, such as weekly, monthly, or quarterly.   

12

14

16

IDENTIFY A MAIN GENRE FOR A 
MOBILE GAME

IDENTIFY A SUBGENRE FOR THE 
MOBILE GAME

GENERATE A MARKET ANALYSIS FOR 
THE MOBILE GAME

FIG. 1

10

  

In some examples, the market analysis for the mobile game may include marketing 

strategies and market insights for the particular subgenre of the mobile game.  For example, the 
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market analysis may include a potential player profile of the particular subgenre, the need of the 

potential players of the particular subgenre, popular game elements for the particular subgenre, 

competitive landscape analysis that compares the strengths and weaknesses of the mobile game 

with other mobile games in the same subgenre, etc. 

In some examples,  the market analysis for the mobile game may include a benchmark 

that facilitates performance measurement of the mobile game.  For example, the market analysis 

may include a last-mile dashboard that helps developers to compare the performance of the 

mobile game with an overall benchmark of the particular subgenre.  

In some examples, the market analysis for the mobile game may include game design 

suggestions for the particular subgenre.  For example, the market analysis may include step-by-

step instructions on guiding developers to design and optimize their game. 

 Generating market analyses for the mobile games based on the mobile game taxonomy 

provides various advantages.  As an example, market analysis for the mobile games may allow 

application stores or websites featuring the mobile games to have a better content organization.  

As another example, market analyses for the mobile games may allow developers to improve 

search performance and user growth performance.  Furthermore, market analyses for the mobile 

games may simulate innovation in the mobile gaming industry by providing clearer benchmarks 

to the developers. 

It is noted that the techniques of this disclosure may be combined with any other suitable 

technique or combination of techniques.   
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Appendix I:  

 

 

Mobile Games

Action

Arcade

Brain & Puzzle

Board & Card

Casino

Location‐based

Lifestyle

Music

Racing

Role Playing

Sports

Shooters

Strategy

Simulation

Word
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Action

Run & Gun Platformer

It is a mix of shoot them up and platformer, 
characterized by a minimal focus on precise 
platform jumping or exploring, and a major 
emphasis on multi‐directional shooting, with 

mostly linear and one‐way progression.

Hack & Slash Platformer

The genre features on hand‐to‐hand/melee 
combat, as opposed to ranged weapons 

(e.g., guns, lazer, etc), between the 
protagonist and an improbably large number 

of opponents.

Fighting

The games are based around interpersonal 
combat between a limited amount of 
characters, in a stage in which the 

boundaries are fixed. 

 

Arcade

Running

An Arcade game in which players control a 
character who is automatically moving forward 
to dodge obstacles and enemies in order to get 

as far as possible, through a procedurally 
generated, theoretically endless game world. 

Input/Output

An Arcade game in which players succeed the 
game by defeating and “consuming” other 

players or non player objects in the same arena, 
by simplified battle mechanism. 

Shoot Them Up
An Arcade game in which players combat a large 
number of enemies by shooting at them while 

dodging their fire. 
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Brain & Puzzle

Block Puzzle

A tile‐matching puzzle game, in which a 
player blast or clear tiles, by arranging the 

placements of blocks to form lines 
vertically, horizontally,diagonally on the 

board or fill up all kinds of shapes.

Brain Teaser

A Brain & Puzzle game that requires 
unconventional thinking to solve with 
given constraints in mind; sometimes it 

also involves lateral thinking. 

Physics Puzzle
A Brain & Puzzle game wherein players 

need to use the simulated laws of physics 
to complete each puzzle.

Coloring
A Brain & Puzzle game where the player 
paints the picture by following directions 

of the same number or shape.

Jigsaw Puzzle
A tiling puzzle game that requires the 

assembly of often oddly shaped 
interlocking and mosaiced pieces.

Logic Puzzle
Players need to solve a puzzle by finding a 

solution that satisfies the given 
mathematical conditions.

Match 3

A tile‐matching game in which players 
swap adjacent tiles to match at least three 
of the same kind horizontally/vertically, in 
order to make them disappear together

Match 3 Hybrid

The tile‐matching results are used as 
various resources for other goals, e.g. 
room decoration, garden or home 
building, zoo, park or city building.
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Board & Card

Solitaire
A Board & Card that can be played by a 

single player.

Ludo
A strategy board game for two to four 

players.

 

Casino Slots

The gameplay is typically as simple as 
pushing a single Spin button. Tournament 

and ranking charts become an indispensable 
part of this social casino games. 

 

Location‐based Arguments Reality (AR) Location‐Based

Collaboration between AR and location‐based 
game, in which the gameplay evolves and 

progresses via a player's location, and AR is utilized 
to create a immersive and pervasive experience for 

interactions of digital elements in a real‐world 
environment.
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Lifestyle

Interactive Story
A lifestyle game which has very light gameplay and 

mainly focus in interactive storytelling.

Customization

A lifestyle game in which players create, design, 
build, decorate stuff in their own way, e.g., dressing 
up characters, doing makeup, house decoration, 

cooking.

 

Music

Music Performance
A music game that tests players’ ability to perform 
music/rhythm based on reflex and memory, e.g., 

press the right button at the right time.

Rhythmic Runner
An Arcade game that challenges the player's sense 

of rhythm.

 

Racing Professional Racing

An Racing game that players normally participate in 
intensive racing competitions with any type of land, 

water, air or space vehicles, either in the first‐
person or third‐person perspective.
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Role Playing (RPG)

Roguelike Role Playing

A role playing games which feature by a dungeon 
theme through procedurally generated levels, 
permanent death of the player character,and 
other  elements such as turn‐based/real‐time 

fighting actions, character cultivation.

Puzzle Role Playing
Puzzle RPG is a subgenre of Role Playing games, 
in which the RPG fighting is driven by outcomes 

of puzzle solving.

Strategy Role Playing

A form of role playing games which incorporates 
elements of traditional role‐playing video games 
with that of tactical games, emphasizing tactics 

rather than high‐level strategy.

Idle Role Playing

A form of Role Playing games that blends idle 
features while minimize storyline, mostly 

reflecting in auto‐fighting online/offline and 
incremental character growth and reward.

Turn‐Based Role Playing

A role playing game in which battles consist of 
turns where a player can command their 

characters to perform various actions to defeat 
opponents.

 

Sports Sports Management
The sports management games put the player in 
the role of a manager of a professional sport 

team.
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Shooters

Battle Royale

Battle Royale games blend shooting, survival, 
exploration and scavenging into a multiplayer 
shooter game, with the last‐man‐standing 

gameplay and the intensified pressure of the 
shrinking "safe area".

Vehicle Shooter

The primary objectives of gameplay includes 
vehicles, armed with weapons such as machine 
guns, lasers and other improvised weapons, 

attempting to destroy vehicles controlled by the 
artificial intelligence or by opposing players.

Tactical Shooter
Tactical shooter is a subgenre of Shooter genres 
and include both first‐person shooters (FPS )and 

third‐person shooters (TPS).

 

Stragegy

Explore, Expand, Exploit, and Exterminate (4X) 
Stragegy 

A hardcore strategy game to control an empire to 
eXplore, eXpand, eXploit, and eXterminate (the 
"4X"). Focus on complex macro management, 

including technology, resource, world exploration, 
base construction, and battles against rival 

territories.

Build & Battle

A strategy game, in which players develop their 
bases, generate resources and hire armies of 
troops to battle both artificial intelligence and 

human opponents. 

Tower Defense

A strategy game to defend a player's territories or 
possessions by obstructing the enemy attackers ‐
usually achieved by placing defensive structures 

on or along their path of attack. 

Synchronized Battler

A strategy game to battle components in a closed 
arena setting. It features synchronized and real‐
time match to mix card collection, tower defense 

and real‐time strategy.

Auto Chess

A strategy game to battle components in a closed 
arena setting. It features synchronized and real‐
time match to mix card collection, tower defense 

and real‐time strategy.
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Simulation

Tycoon
Tycoon is a subgenre of Simulation games. Players 
are focusing on building a thrive ecosystem by 

managing resources efficiently.

Time Management

A simulation game in which a player focuses on 
real time allocation of resources to fulfill incoming 
requests in the most effective manner, and get 

the greatest possible reward.

Idle

A simulation game in which players only performs 
simple actions (click/tap/merge) or even no 

actions to earn virtual currency, then these time‐
based income is used to build or acquire different 

properties and collections.

 

Word Word
A Brain & Puzzle games designed to test ability 
with language, or to explore its properties. 
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