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The data here is macro trending data; individual genres, platforms, brands, 
regions, etc. perform differently than amalgamations of industry games.  If you 
have questions about how games like yours perform, please reach out to us at 
EEDAR (solutions@eedar.com) – game industry research is what we do.
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EEDAR
2,500+ Objectively Quantifiable Video Games Attributes
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EEDAR

EEDAR Data

• 130,000+ Products (Games, Accessories, Hardware) Observed To Date

• 176,500,000+ Data Points

About EEDAR 

• Founded in 2006

• Based in Carlsbad, California w/ 45 Employees

• Exclusively Servicing the Video Game Industry

• Over a Half Dozen Industry Data Partners

• Servicing >90% of the top Publishers and >50 Development Studios
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WHERE WE ARE

We are in the 8th generation of game consoles,
and in the midst of an expansion in both

the demographics and regions of people
who play, pay for and watch games

2004 2005 2006 2007 2008 2009 2010 2011 2012 2013 2014 2015

as well as the beginning of a
completely new gaming vertical

with the introduction of
consumer grade virtual reality. 

VR
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AUDIENCE

THE ‘GAMERS’ OF TODAY ARE 
ENTERTAINMENT CONSUMERS
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WHO GAMES?
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WHO GAMES?

33%
38%

42%

67%

49% 51% 51% 51%

0%

10%

20%

30%

40%

50%

60%

70%

80%

90%

100%

2007 2008 2009 2010 2011 2012 2013 2014 2015

% of American homes with a video game console

Source: ESA



C O N T E X T I S E V E R Y T H I N G

HARDWARE SALES
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CONSOLE SALES

34m

27m

15.9m

23.5m

0

5

10

15

20

25

30

35

Y1 Q4 Y2 Q1 Y2 Q2 Y2 Q3 Y2 Q4 Y3 Q1 Y3 Q2 Y3 Q3 Y3 Q4

N
A

 H
a

rd
w

ar
e 

U
n

it
s 

(M
ill

io
n

s)

7th vs. 8th Generation Console Sales in North America

7th Gen 8th Gen 7th Gen (Excludes Wii) 8th Gen (Excludes Wii-U)

Source: EEDAR & The NPD Group

Projected



C O N T E X T I S E V E R Y T H I N G

CONSOLE SALES
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HARDWARE SALES
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ANDROID DEVICE FRAGMENTATION

Source: OpenSignal
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VR HARDWARE
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[NA Active PC/Console Game Players Interested in Purchasing a VR Headset]
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Jan 2016 data collected Jan 13-15, one week after the Oculus preorder announcement of $599.99.
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MOBILE GAMERS

Source: EEDAR NA Mobile Report 2015
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MOBILE GAMERS

Source: EEDAR NA Mobile Report 2015
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MOBILE GAMERS

Source: EEDAR NA / APAC Mobile Reports 2015
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WHO GAMES?
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WHO GAMES?
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MONETIZING MOBILE - AGE
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MONETIZING MOBILE - AGE

Source: EEDAR APAC Mobile Report 2015
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WHO GAMES?
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WHO GAMES?

Source: EEDAR
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WHO GAMES?
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WHO GAMES?
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WHO GAMES?
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GAMES

Franchise Distinct Game Platform SKURegion
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GAME RELEASES
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GAME RELEASES
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GAME RELEASES
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GAME RELEASES - STEAM
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STEAM ACTIVE USERS

Source: EEDAR & Valve
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GAMES RELEASED
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GAME RELEASES
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DIGITAL RELEASES
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DIGITAL RELEASES
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PUBLISHER RELEASES
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SALES

Source: The NPD Group
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MOBILE REGIONS
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MOBILE REGIONS
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MONETIZING MOBILE
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MONETIZING MOBILE
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MONETIZING MOBILE

0%

10%

20%

30%

40%

50%

60%

Non-Payers Moderate Payers Heavy Payers

Mobile Game Player Revenue Breakdown
[Active SmartPhone/Tablet Game Players][NA/Europe]

% of Players % of Revenue

Source: EEDAR NA Mobile Report 2015



C O N T E X T I S E V E R Y T H I N G

MONETIZING F2P PC
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PC REVENUE

Source: EEDAR PC Peripheral Report 2015
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STEAM UNIT SALES
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STEAM (OFF-SEASON SALES)
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WHY DO I STILL TALK ABOUT CONSOLE?
Some “Best In Class” Examples

March 2016

$2 Billion+ $1.5 Billion+ $1 Billion+ [ $500 Million+ ]

Source: EEDAR



C O N T E X T I S E V E R Y T H I N G

PHYSICAL/DIGITAL RELEASES
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CONSOLE REVENUE
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RETAIL REVENUE TITLE SHARE

Source: EEDAR, The NPD Group

Region: USA Period: 2012 through 2015

Sample: Physical/Retail, 8th Gen

Units:  Distinct Titles

0 50 100 150 200 250

Music & Rhythm

General Entertainment

Skill & Chance

Puzzle

Fighting

Social & Economic Simulation

Sports

Strategy

Arcade

Racing

Narrative

Role Playing Games

Shooter

Action

Total Quantity of Titles

75% Revenue 25% Revenue

12%
OF RETAIL TITLES 

HAVE GENERATED 

75%
OF RETAIL REVENUE 

SINCE 2012.



C O N T E X T I S E V E R Y T H I N G

CONSOLE REVENUE
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TOYS-TO-LIFE
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TOYS-TO-LIFE
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GAME QUALITY
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MARKETING VS. GAME QUALITY
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DIRECT MEDIA SPEND SHARE

Source: EEDAR, Competitrack

Region: USA Period: 2012 through 2015

Sample: Physical/Retail, 8th Gen

Units:  Distinct Titles
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DIGITAL ADVERTISING

Source: EEDAR Retail Tracker

0

50

100

150

200

250

300

350

400

P
ro

m
o

ti
o

n
s

8th Gen Game Related Promotional Activity
[US][8th Gen][Digital Storefronts]

PlayStation 4 Xbox One



C O N T E X T I S E V E R Y T H I N G

RETAIL ADVERTISING

Source: EEDAR Retail Tracker
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DIGITAL ADVERTISING

Source: EEDAR Retail Tracker
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MOBILE DEVICES

TO P M OT I VAT I O N S  F O R  M O B I L E  G A M I N G

Source: EEDAR NA / APAC Mobile Reports 2015
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MOBILE DEVICES

TO P M OT I VAT I O N S  F O R  M O B I L E  G A M I N G

Source: EEDAR NA Mobile Report 2015
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DISCOVERY

TO P  FA C TO R S  A F F EC T I N G  D I S C OV E RY

NA Japan S.Korea China

Source: EEDAR NA / APAC Mobile Reports 2015
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ENGAGEMENT

TO P  FA C TO R S  A F F EC T I N G  D EC I S I O N  TO  E N G A G E

NA Japan S.Korea China

Source: EEDAR NA / APAC Mobile Reports 2015
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CHURN

TO P  FA C TO R S  L E A D I N G S  TO  C H U R N

NA Japan S.Korea China

Source: EEDAR NA / APAC Mobile Reports 2015
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MOBILE OPTIMIZED GENRES
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MOBILE OPTIMIZED GENRES
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MOBILE OPTIMIZED GENRES
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CROWDFUNDING

All Categories
$2.232 Billion Dollars Pledged

101,124 Successfully Funded Projects
10.3 Million Total Backers
3.2 Million Repeat Backers

GAMES
22,834 Successfully Funded Projects

$460 Million Dollars Pledged
$347 Million Successful Dollars

$44 Million Unsuccessful Dollars
$10.9 Million Live Dollars

Source: EEDAR & Kickstarter

*Feb 2015
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CROWDFUNDING

33%

67%

Success Rate of Kickstarter Projects
Game Category [March 1st 2016]

Successfully Funded Projects Unsuccessfully Funded Projects

Source: EEDAR & Kickstarter
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CROWDFUNDING
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CROWDFUNDING
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DIGITAL VIEWING
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TWITCH VIEWERS

Source: EEDAR & Twitch TV
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TWITCH: NOT JUST ESPORTS

Source: EEDAR & Twitch TV
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TWITCH: COMPETITIVE MULTIPLAYER

Source: EEDAR & Twitch TV
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TWITCH: CONCURRENT VIEWERS

Source: EEDAR & Twitch TV
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TWITCH: PEAK VIEWERS

Source: EEDAR & Twitch TV
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ESPORTS

Source: EEDAR eSports Report 2015
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ESPORTS
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ESPORTS
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ESPORTS
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ESPORTS TOURNAMENTS
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THANKS FOR COMING

Awesome Video Game Data

Geoffrey Zatkin
Founder @GeoffreyZatkin


