Detailed Study: Bingo Bash: Live Bingo Games

By Avneet Dhaka

Game Name - Bingo Bash: Live Bingo Games
Genre - Social Casino / F2P / Live Multiplayer
Developer - GSN Games

Publisher - Scopely

Platforms - Mobile

Game Overview

Bingo Bash: Live Bingo Games is a casual multiplayer bingo game where players participate in bingo game based
rounds using multiple bingo cards. The game blends traditional bingo mechanics with modern features such as
power ups, progression systems, themed rooms and live events.

Its focus is on short, repeatable sessions with frequent rewards, that allows players to re-engage and progress
through themed rooms and systems like Bashville.

Target Audience
Based on the original Bingo game, the game is primarily designed for Casual Adult Audience. Bingo Bash mainly
targets people who love quick game sessions for stress relief.

Core Appeal

Quick and Constant Rewards, Flashy Ul and Environment, a low pressure, reward-heavy experience that delivers
continuous micro-satisfaction through frequent wins, visual feedback and good progression

Core Loop
Enter Level/Room -> Spend Currency (bingo chips) to buy bingo cards -> Play Round (Clear Numbers, Use
Boosts) -> Achieve Rewards -> Reinvest the rewards in the next round -> Repeat



Meta Loop

The meta loop of the game connects multiple progression systems such as leveling up which helps in room
unlocking, collections and competitive play. Rewards earned in matches feed into these systems, creating
continuous motivation across both short and long term gameplay.

Player Motivation Breakdown

Short-Term = Player gets dopamine through quick wins, frequent rewards and satisfying feedback (Bingo sound,
boosts and animations). The low risk nature of the games motivates players to play further rounds.

Mid-Term = Player aims to gain experience and tends to unlock new rooms, features and events. Progression
systems (XP, collectable, rewards) creates a sense of advancement and encourage the players to make further
progression

Long-Term = Player is encouraged by completion and exploration goals, such as unlocking new rooms and
adventures. This creates a sustained long-term engagement loop.

On-Boarding Analysis

e What happens in the first 5Smins?

- The experience begins with the splash screen, terms of service and login / connect options.

- Later, the player is immediately presented with two newly added levels, creating a sense of choice early
on.

- Upon selecting a level, the player is rewarded with 200 Bingo Chips, which serves as an early retention
hook. Keeping the player engaged.

- After this, the player is introduced to buy cards using the Bingo Chips which leads to a fresh new
matchmaking.

- During the match, tiles with random numbers ranging from 1-75 are generated. Where -
B =1-15,1=16-30, N = 31-45, G = 46-60, O = 61-75

- Based on the player's speed to finish the Bingo card, they are placed at a position.

- Based on the position, the player receives awards that can be used in further progression.

e Is the tutorial present or implicit?

- The game does not provide a traditional tutorial. Instead, onboarding is embedded within the initial
gameplay experience.

- Some short tutorials like “How to Play” can be seen through splash screens before we enter a specific
room for example “Tropical Bash”

- Itis designed to be a quick pace game

- The tutorial is smartly hidden within the game itself.

- During that phase, early gameplay appears tuned to provide smoother outcomes. Which helps the player
understand the game while playing it with ease.

e Design intent vs risk

- Why no traditional tutorial?
The game avoids a traditional tutorial to prioritise immediate engagement and maintain fast-paced nature.
Playing while understanding the game helps in getting better engagement with letting players win the first
round.



- Daily Logins using Daily Rewards
Daily login rewards help improve early retention, especially in the first few days, which is important for
building player habits. It works well because it provides low-effort rewards with consistent value, giving
players a reason to come back even when they’re not deeply engaged.

Monetization System
e Where does the game earn?
- Bingo Bash is a free to play game
- The revenue comes mainly through in-app purchases / microtransactions
- The microtransactions help in purchasing items like Bingo Chips / Coins.
- Apart from microtransactions, Bingo Bash earns from Advertisements.
- Players can also buy special items like Boosters which helps in clearing up numbers faster.
- The game provides a Season Pass system which can be purchased through bingo coins
- Content Rooms like “Wheel of Fortune” and other mini-slot games.

e When does it push purchases?

- Pop-Ups usually come around whenever the player starts the game.

- At the end of a round, the player gets the opportunity to finish the game using a rocket that clears two
more numbers. Each use requires an amount of 60 Rockets. Upon emptying the rockets, the game gives
the players the opportunity to buy more rockets.

- The purchase store is easily accessible from the top of the screen in the lobby.

- Season Pass has their two types of Listing - 1. Free Track 2. Premium Track, where the game often offers
players to buy their premium track.

e Where do players earn Bingo Chips?

- Watching Ads to earn bingo chips

- Doing Additional Tasks like install other games and play them.
- Mini-Games

- Bashville (Unlocks at Level 32)

- Season Pass (Unlocks at Level 25)

e s it Aggressive / Balanced?

- Itis well organised and doesn’t force players to watch ads.

- Players can watch ads with their own will and can earn additional bingo chips
- The game provides enough bingo chips.

One thing I observed during my play test was quite interesting, | was spending 32 Chips on buying 2 cards and
after playing the game, | was rewarded with 32 Chips itself. It looks like a loophole but | realized that this is a
perfect way of balancing the Bingo Chips. If the game provides more than what we spent, the player might get
lazy or will never just spend their money in the game. If the game provides less than what they spent, the player
might just lose the motivation of playing the game.

The game minimizes the perception of loss by consistently rewarding players, ensuring that even losing feels like
progress. This design choice prioritizes retention and session continuity over competitive intensity.



Comparative Session Analysis (Peak vs Off-Peak)

During my playtest around 3-4AM Midnight, | observed low-concurrency sessions (off-peak hours), reduced
competition lowers gameplay pressure, allowing players to complete room objectives more efficiently. While chip
economy remains largely balanced, event and progression systems may be unintentionally accelerated under
these conditions.

5 Match Sessions at midnight (3:00 AM) (Off-Peak) & the results

1 Short 16 (2 Cards) | 19 1P /1B Won +3
2 Long 16 (2 Cards) | 1 1P /1B Lose 1 -15
(Round Over)
3 Medium 16 (2 Cards) | 18 1P/ 1B Won +2
4 Short 16 (2 Cards) | 16 1P /1B Won 0
(+ Power Plays) (+ Bonus)
5 Long (Intentional) | 16 (2 Cards) | 16 1P /1B Lost 0

Win Rate (per match outcome) = 80% (limited by single-bingo  Net Total = 3-15+2+0+0 = -10

constraint in low-player sessions)

Please note: | played in a single room “Aztec Adventure” and only used 2 Cards that cost 16 Chips. Only 1 player was active
in all 5 matches, which was me and only 1 BINGO could have been called.

Device type - Mobile Phone (Iphone 15Pro)
Account Level - 17-18
Session Duration - Around 3:00-4:00 AM

5 Match Sessions at an average time (around 4:00PM) (Peak) & the results

Match Chips Spent Earned Players / Bingos | Daubs Wins / Loses Net
1 16 24 2P /2B Didn’t Calculate | Won 2 8
2 16 3 2P /2B 20 Lose 2 -13
3 16 8 2P /2B 32 Won 1 (Came 2nd) | -8
4 16 16 2P /2B 29 Won 1 (Came 1st) |0
5 16 5 3P /2B 28 Lose Both -11

Win Percentage - 4/10 * 100 = 40% Net Total = 8-13-8+0-11 = -16

Device type - PC Web
Account Level - Level 3-5
Session Duration - Around 4:00 PM

Design Risks
This creates a dependency where progression efficiency is influenced more by matchmaking conditions than by
player performance. Potentially undervaluing fair skillplay.



My Observations
1. Session Length is not equal to reward consistency.
2. Short sessions usually give consistent rewards
3. Long sessions are risky. Can give a loss of up to -15 Chips
4. Overall, No significant net gain in bingo chips was observed, however, | was able to farm XP and the water
bottles that help in unlocking puzzle items.
If played perfectly, long sessions can actually be helpful for the Room’s Objective Completion.
6. Compared to off-peak sessions (80% win rate, single-player), peak sessions showed reduced win
consistency (40%) due to increased competition (2—3 players), reinforcing that matchmaking conditions
significantly impact perceived difficulty and progression pacing.

o

So What’s the Impact?
1. While the chip economy remains largely balanced, lower player counts reduce competition pressure,
allowing players to complete objectives more efficiently under low-concurrency conditions.

Potential Design Improvements
1. Adjust reward and progression scaling based on player count and session conditions.
2. Introduce minimum challenge thresholds to ensure consistent gameplay pressure across low-player
matches.
3. Pseudo Multiplayer / Al-Based Players can be used to maintain game sessions.

Conclusion
These findings highlight that while the economy is stable, player experience varies significantly based on
matchmaking conditions, indicating an opportunity for consistency-focused system tuning.

Updated Conclusion (01/05/2026)

Upon reaching level 25, gameplay observations revealed notable shifts in player experience and system behavior.
While initial observations suggested time-based differences in player count, further testing indicated that room
design and matchmaking pooling play a more significant role in determining concurrency and gameplay intensity.

Feature Proposal : Social Bingo Rooms

Wanna enjoy Bingo with friends but don't have the cards to play? Try Social Bingo! Play with 2-12 Friends in a
single lobby on your mobile device.

Allow players to create private rooms and invite friends to play together. These rooms can support small-scale
tournaments or casual matches, adding a stronger social layer to the existing gameplay.

To maintain balance, creating or joining private sessions can require a small amount of Bash Coins. This ensures
the feature remains optional and prevents overuse, while still being accessible through regular gameplay.

Impact

Engagement - Playing with friends encourages longer sessions and more frequent play, as social interaction
increases commitment and enjoyment.

Player Retention - Social play can turn the game into a recurring activity or habit, increasing long-term player
retention.

Supporting monetization - Using in-game currency for private sessions creates an additional sink for Bash
Coins, indirectly supporting the game’s economy and monetization systems without forcing real-money spending.



Additional Customization
To increase replayability and player agency, | had add room-level customization options like -

- Number Narration Speed

- Number Filters - Even/Odd

- Win Conditions such as Total Bingos
This will allow players to create varied experiences, making each session feel different and tailored to their
preferences. It prevents sessions from feeling repetitive because players can create unique rules when playing
with friends, making it more engaging. Different rules can change pacing and difficulty.
Here’s a concept i made for Social Bingo Rooms and a brand logo -

SOCIAL BINGO CONCEPT
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