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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.

➢The purpose of this report is to keep players informed and 
interested in Torn’s overall economic health. 
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➢ For the first time, Torn’s economic data has been made 
available to you in an interactive format.

➢Many visualizations in this report are accompanied by a 
link to interactive web-based charting.

➢Filters and date ranges are customizable, allowing you to dig 
deeper into the data.

➢All underlying data is anonymized to ensure privacy.
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Money Supply Commerce Wealth
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➢The Money Supply is the sum of all Torn City Dollars.

➢There are three types of money on Torn:

1. Instant Access: cash in Wallets, Vaults, Companies, and Factions.

2. Delayed Access: cash invested in the Offshore Bank.

3. Illiquid: cash invested in the Torn City Bank.

➢Non-cash assets such as stock are not included in the money supply. However, 

some analytics on the stock market are available on Slide 10’s interactive chart.
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➢A core economic goal is to prevent Hyperinflation.

➢Hyperinflation is the extreme rise of prices.

➢Zimbabwe: 2008 Inflation Rate = 79,600,000,000%

➢Hyperinflation is caused by the rapid creation of money.

➢To avoid hyperinflation, Torn targets a <20% annual 
expansion of the money supply.

➢2015 expansion rate: 13.7%

➢2016 expansion rate: 15.8%

Click here for a deep report on 

Zimbabwe’s hyperinflation crisis

https://www.dallasfed.org/assets/documents/institute/annual/2011/annual11b.pdf
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➢Total money supply: $39.3 trillion Torn City Dollars (TCD).

➢72% of TCD is invested in banks.
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➢ In 2016, Torn’s money supply increased by 15.8%.

➢ Well within our <20% expansion target.

➢The rate of expansion was consistent throughout the year. 

Click here for the interactive chart

https://public.tableau.com/views/CommitteeOnlineDashboardSamples/ItemTradeTelemetry?:embed=y&:display_count=yes
https://public.tableau.com/views/TornEconomicReview-InteractiveCharts-2016/MoneySupplyDash?:embed=y&:display_count=yes
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➢The majority of growth has been funneled to the Offshore Bank.

➢ The Offshore Bank generates at-most 6.8% interest per year, so the actual 

cash generation came from other sources.

Click here for the interactive chart

https://public.tableau.com/views/CommitteeOnlineDashboardSamples/ItemTradeTelemetry?:embed=y&:display_count=yes
https://public.tableau.com/views/TornEconomicReview-InteractiveCharts-2016/MoneySupplyDash-Segmented?:embed=y&:display_count=yes
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➢45% of cash is held in the TC Bank; 

let’s take a closer look.

➢Large investors are more likely to 

prioritize return on investment by 

choosing a 61 or 91-day term.

➢Small investors are more likely to 

prioritize liquidity, by choosing a 7 

or 14-day term.





➢Consumption and player-to-player trade are central features of Torn.

➢We are interested in observing overall trade and ensuring critical markets, 

such Donator Packs and Points, are not excessively volatile.

➢Price changes over time are acceptable, within reason.
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➢Daily Active Users increased from 16,000 to 18,000 (+12.5%)

➢This increase in active users is a contributing factor to 

increased trade and consumption observed in this section.
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➢2016 Total trade volume: $14.8 Trillion.

➢ $1.5 Trillion higher than 2015 (+11%).

➢The majority of trade is related to 

Energy and Happy

➢ Donator Packs (under Special)

➢ Energy Boosters

➢ Drugs

➢ Points

*Excludes top and bottom 5% of prices, to avoid bias
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➢10 items had a 2016 trade volume >$200m.

➢ Accounts for 66% of all cash exchanged.

➢Most of the top items are used to increase Energy or Happy.

*Excludes top and bottom 5% of prices, to avoid bias

Click here for the interactive chart

https://public.tableau.com/views/CommitteeOnlineDashboardSamples/ItemTradeTelemetry?:embed=y&:display_count=yes
https://public.tableau.com/views/TornEconomicReview-InteractiveCharts-2016/ItemTradeDash?:embed=y&:display_count=yes
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➢The DP price varied between $23m - $28m.

➢Trade volume has increased slightly, and has clear monthly cyclicality.

Click here for the interactive chart, with market data for 560 items

https://public.tableau.com/views/CommitteeOnlineDashboardSamples/ItemTradeTelemetry?:embed=y&:display_count=yes
https://public.tableau.com/views/TornEconomicReview-InteractiveCharts-2016/ItemMarket?:embed=y&:display_count=yes
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➢The quantity of points traded has been stable at ~204k/week.

➢The average price has steadily decreased from $67k to $53k.

Click here for the interactive chart

https://public.tableau.com/views/CommitteeOnlineDashboardSamples/ItemTradeTelemetry?:embed=y&:display_count=yes
https://public.tableau.com/views/TornEconomicReview-InteractiveCharts-2016/PointsMarketDash?:embed=y&:display_count=yes
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➢Daily Point consumption has steadily increased from 115k to 140k.

➢Partially driven by DAU growth.

Click here for the interactive chart

https://public.tableau.com/views/CommitteeOnlineDashboardSamples/ItemTradeTelemetry?:embed=y&:display_count=yes
https://public.tableau.com/views/TornEconomicReview-InteractiveCharts-2016/DashPointConsumption?:embed=y&:display_count=yes
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➢64% of Points are spent on Energy 

Refills.

➢21% are spent on Merits (Buying 

and resetting).





➢Torn is a game with Persistence, and 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.

➢Importantly, we must ensure new players are capable of building significant 

wealth over time.

22



23

➢New players are able to attain high 

networth within their first year.

➢568 early-2016 signups attained at least a 

$100m networth by 2017 (22%).

➢113 attained a networth of at least $1b (4%).

*Includes all Jan –

Apr 2016 signups 

who reached Level 5 

and logged in 180+ 

days after signup

Click here for the interactive chart

https://public.tableau.com/views/CommitteeOnlineDashboardSamples/ItemTradeTelemetry?:embed=y&:display_count=yes
https://public.tableau.com/views/TornEconomicReview-InteractiveCharts-2016/NewPlayerNetworthAttainmentDash?:embed=y&:display_count=yes
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➢Old players of varied wealth are still able to increase networth.

➢30%-40% increased networth during 2016.

Click here for the interactive chart

Percentages represent the % 

of players per row. 

For example, 15% of players 

who had an Early 2016 

Networth of $100m-$500m, 

ended with a Latest Networth

of $500m-$1b.

https://public.tableau.com/views/CommitteeOnlineDashboardSamples/ItemTradeTelemetry?:embed=y&:display_count=yes
https://public.tableau.com/views/TornEconomicReview-InteractiveCharts-2016/OldPlayerNetworthAttainment?:embed=y&:display_count=yes
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➢Many active players hold significant fortunes.

➢47% of players have a Networth greater than $100m.

➢Only 3% of players are extremely poor (<$100k)

* Includes 57,468 players 

who logged in 90+ days 

after signing up, were 

active in 2016, and 

reached level 5+
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➢Unsurprisingly, the wealthiest players tend to be at least 5 years old.

➢Yet, many players aged 1-2 years old have attained high levels of wealth.

* Includes 57,468 players 

who logged in 90+ days 

after signing up, were 

active in 2016, and 

reached level 5+
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➢Active older players tend to be much wealthier than new players.

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

➢Clear upward trending.

* Includes 57,468 players 

who logged in 90+ days 

after signing up, were 

active in 2016, and 

reached level 5+



➢Torn supports an extensive economic system with 50k+ annual users.

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

➢Torn’s 2016 economic performance was excellent.

➢Manageable rate of Money Supply expansion.

➢Healthy markets.

➢Wealth mobility.

➢Let us know your thoughts and feedback.

➢Leverage the extended data from the interactive dashboards!
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https://www.flickr.com/photos/jamescridland/3244096925/in/photolist-5WEQZB-55FLSR-du8MtP-8ip6YF-9Fd5nz-6bwpmk-9hznDB-drqmus-dAn1qk-q9P38B-dUUugo-r3vA3W-az2SCh-dAt4j3-8ip74r-DucbQr-bjB39c-dAo4GF-4v7QCD-aYWhmk-7WAEm8-ci1LCs-6YSkyf-6jMqUv-fEK5uJ-5BLM
https://www.flickr.com/photos/scubabrett22/8465738686/in/photolist-dU68aQ-8ZUBYo-7CLWUu-duRHWQ-grsZC9-sWDWyH-qnMk8C-qx6qPZ-qfkQxt-6E5GNK-mRdJmi-rhygwo-7mwaR3-e3E3RF-oh7GGV-fG1jJu-4TYZe7-nU8uRT-egndme-oAWwb4-edSNsy-BL7gWq-czwPW5-59Dej5-rS6VwZ-aQoMS
https://www.flickr.com/photos/anonymouscollective/3098633240/

