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! Torn has monitored economic performance since 2011.

!Economic data has been used to balance the economy, 
ensure fluid trade, and better inform game design.

! This initial Economic Review details and analyzes 
economic data at a high level in order to share insights with 
you, and incite broader conversation about Torn’s economy.
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Money Supply Commerce Wealth
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!The Money Supply is the total quantity of Torn City Dollars which exist 
on Torn.

!Limiting the rate of Money Supply expansion is critical to prevent 
hyperinflation.

!Hyperinflation can grind trade to a halt, often reverting to a barter system.

!Torn has successfully managed it’s money supply by:

1. Throttling the generation of new Torn City Dollars.

2. Favoring gameplay features that exchange money rather than create it.
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!Total money supply: $34.1 trillion Torn City Dollars (TCD).

! 79% of TCD is invested in banks.
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!The Money Supply expanded by $4.1 Trillion (14%) in 2015.

!Our goal: maintain an expansion rate below 20%.
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!The proportion of cash stored in the Offshore Bank increased 
from 5% " 20%.
! Driven by the February 2015 update to fees and interest.
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! Investors balance two primary 
incentives: 

! Liquidity – The ability to quickly 
access your money.

! Return on Investment – The 
interest earned from lending 
money.

! 53% of cash is banked for 2-3 
months, prioritizing ROI.

! 23% is banked for only 1 
week, prioritizing liquidity.





!Player-to-player trade is a central feature of Torn.

!We are interested in observing overall trade, and ensuring critical markets  
are not excessively volatile.

!Price changes over time are acceptable, within reason.

!The markets for Donator Packs and Points are most critical, as these are 
essential commodities for competitive play.

11



12

! 2015 Total trade volume: $6.5 Trillion.

! Includes only Bazaar and Item 
Market

! $4 trillion of exchanged cash was 
items classified as Special or Booster.
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!DPs accounted for $2 trillion in 
trade volume

! 81% of Special item trades

! 30% of total trades

!Feathery Hotel Coupons accounted 
for 46% of Booster trades



14

!Following a drop from $80k, prices have been remarkably stable at $68k.

!Quantity traded has been stable around 1.25 million Points per week.
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!The DP Price varied between $20m - $25m.

!Quantity traded has been stable between 2k-3k per week.

!Trade volume is somewhat responsive to changes in price.
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!Daily Point consumption has been stable between 100k – 120k.

!The distribution of Point consumption has been stable as well.
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! 66% of Points are spent on Energy 
Refills.

! 27% are spent on Merits, resetting 
Merits, and refilling Nerve.





!As Torn is a game with Persistence, players tend to build wealth over time.

!Understanding the absolute and relative distribution of wealth is critical to 
design a balanced Torn which is engaging for the wealthy without excluding 
the poor.

!More importantly, we must ensure new players are capable of building 
significant wealth over time.
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!Many active players hold significant fortunes.

!50% of players have a Networth greater than $100m.

!Few players are extremely poor (<$100k).

* Includes 34,144 players 
who logged in on or after 
7 days after signing up, 
and were active in 2015
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!Unsurprisingly, the wealthiest players tend to be at least 5 years old.

!Yet, many young players have achieved a wealth of at least $100m.

* Includes 34,144 players 
who logged in on or after 
7 days after signing up, 
and were active in 2015
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!Active older players tend to be much wealthier than new players.

!But, wealth mobility is excellent.

!For each year a player is active, they tend to become wealthier.

* Includes 34,144 players 
who logged in on or after 
7 days after signing up, 
and were active in 2015



!Torn maintains an extensive economic system.

!Maintaining that system is critical to ensuring Torn’s longevity and success.

!In 2015, Torn’s economic performance was excellent.

!Manageable rate of Money Supply expansion.

!Healthy markets.

!Wealth mobility.

!Looking to the future, Torn must continue to manage its Money Supply, ensure 
fluid Trade, and design the game such that new players are able to fully 
engage with Torn’s population.
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