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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

EEDAR Data

• 106,000+ Products (Games, Accessories, Hardware) Observed To Date

• 150,000,000+ Data Points

About EEDAR 

• Founded in 2006, Acquired by The NPD Group 2016

• Based in Carlsbad, CA

• 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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GET THIS TALK

To get this talk, visit EEDAR’s website

www.EEDAR.com/contact

Ask for: 

Awesome Video Game Data 2017
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AUDIENCE

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

Source: EEDAR
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WHO GAMES?

Source: ESA
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HARDWARE SALES

Source: EEDAR
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CONSOLE SALES

Source: EEDAR & The NPD Group
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CONSOLE SALES

Source: EEDAR & The NPD Group
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CONSOLE REVENUE

Source: EEDAR
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PLATFORM CENTRIC GENRES
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HARDWARE SALES

Source: EEDAR
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ANDROID DEVICE FRAGMENTATION

Source: OpenSignal, Aug 2015
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VR HARDWARE SALES

Source: EEDAR
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MOBILE GAMERS
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WHO GAMES?

Source: ESA
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WHO GAMES?

Source: ESA

27%

29%

18%

26%

Age of Game Players

Under 18

18 to 35

36 to 49

50+



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

MONETIZING MOBILE - AGE
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WHO GAMES?

Source: ESA
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WHO GAMES?
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WHO GAMES?
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GAMES
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GAME RELEASES

Source: EEDAR
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GAME RELEASES

Source: EEDAR
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GAME RELEASES - STEAM

Source: EEDAR
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GAMES RELEASED



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

GAME RELEASES

Source: EEDAR
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DIGITAL RELEASES

Source: EEDAR
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DIGITAL RELEASES

Source: EEDAR
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PUBLISHER RELEASES

Source: EEDAR
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SALES

Source: The NPD Group
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SALES

Source: The NPD Group/Game Market Dynamics US
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SALES
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MONETIZING MOBILE

PLAYER SEGMENT

[total yearly spend]

AVG. YEARLY 
SPEND

2014 2015 2016

NON-PAYERS
[$0]

$0 $0 $0

PAYERS
[$0.01 - $99.99]

$33.03 $44.06 $42.80

HEAVY PAYERS
[over $100]

$293.70 $396.15 $310.56

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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MONETIZING MOBILE
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MONETIZING MOBILE

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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MONETIZING MOBILE

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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CROSS PLATFORM OWNERSHIP

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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MONETIZING F2P PC
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PC REVENUE

Source: EEDAR PC Peripheral Report 2015
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BILLION DOLLAR GAMES

Mobile
Source: EEDAR

Console/PC

Free to PlayPremium
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PHYSICAL/DIGITAL RELEASES

Source: EEDAR
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DIGITAL/PHYSICAL SALES

Source: The NPD Group/Game Market Dynamics US

29% 32%
41%

47% 52% 56%

71% 68%
59%

53% 48% 44%

0%

10%

20%

30%

40%

50%

60%

70%

80%

90%

100%

2010 2011 2012 2013 2014 2015

Digital and Physical Sales
[2010-2015][NA]

Total Digital Format Total Physical Format



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

CONSOLE REVENUE

Source: EEDAR
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RETAIL REVENUE TITLE SHARE

Source: EEDAR, The NPD Group

Region: USA Period: 2012 through 2016

Sample: Physical/Retail, 8th Gen

Units:  Distinct Titles
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OF RETAIL TITLES 

HAVE GENERATED 
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GAME QUALITY

Source: EEDAR
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REVIEW SCORES

Source: EEDAR
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REVIEW SCORES

Source: EEDAR
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MARKETING VS. GAME QUALITY
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Source: EEDAR, Competitrack & The NPD Group

[Bottom 33%] Review Score [Top 33%]

$5.2 MM

Average 3 Month Revenue
[8th Gen Console][2012-2016][NA]

$29.2 MM

$14.6 MM

$83.2 MM
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DIRECT MEDIA SPEND SHARE

Source: EEDAR, Competitrack

Region: USA Period: 2012 through 2016

Sample: Physical/Retail, 8th Gen

Units:  Distinct Titles
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MOBILE DEVICES

TOP MOTIVATIONS FOR MOBILE GAMING

#1 Pass the Time

#2 Cheap or Free Entertainment

#3 Playable Anywhere

#4 Easy to Pick Up or Put Down

#5 Convenient

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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DISCOVERY

Top Factors Affecting Discovery

2015 2016

Most Used

Social Sources Ads in Apps, Games, and Social Media

Ads in Apps, Games, and Social Media Social Sources

Storefront Charts/Featured Ad on Website

Storefront Charts/Featured

Least Used Ads Not Consumed on Device (Print, TV) Ads Not Consumed on Device (Print, TV)

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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ENGAGEMENT

Top Factors Affecting Engagement

2015 2016

Key Factors
Genre Price

Price Genre

Top Factors

User Reviews/Star Rating User Reviews

Graphics Theme/Graphics

Recommended by Others Recommendations

Bottom 
Factors

Storefront Elements Storefront Elements 
(Featured, Top Spot, Trailers)

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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CHURN

Top Factors Leading to Churn

2015 2016

Key Factor Loss of Interest General Loss of Interest / Boring

Top Factors
Fails to Meet Expectations Had to Pay Real Money to Progress/Compete

Too Much Friction Game Was Not What Expected

Bottom 
Factors

Social Factors Social Factors

Customer Service Issues Customer Service Issues

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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MOBILE OPTIMIZED GENRES
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MOBILE OPTIMIZED GENRES
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MOBILE SPENDING

^

Source: EEDAR Deconstructing Mobile Gaming 2016/2017

0% 5% 10% 15% 20% 25% 30% 35% 40% 45% 50%

Visibly Stand Out

Play with Others

Be more competitive

On Sale/Discounted

Access New Content/Experiences

Progress more quickly

When are you most likely to consider spending money on a game?
[NA] [Active Mobile Gamers] [Age 18+]

Key Factor

Top Factors

Bottom Factors
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MOBILE GENRES

Top 5 Most Played Mobile Genres

Total Market Non-Payer Payers Heavy Payers

$0 / YEAR $0.99-$100 / YEAR (>$100 / YEAR

1 Brain Puzzle

2 Matching Puzzle

3 Skill & Chance

4 Casino Arcade Casino

5 Arcade Casino Arcade

(Not Paid)
^

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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CROWDFUNDING

All Categories
$2.853 Billion Dollars Pledged

119,068 Successfully Funded Projects
12.36 Million Total Backers
3.94 Million Repeat Backers

GAMES
29,216 Successfully Funded Projects

$593.8 Million Dollars Pledged
$535.4 Million Successful Dollars

$52.8 Million Unsuccessful Dollars
$5.6 Million Live Dollars

Source: EEDAR & Kickstarter

*Feb 2017
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CROWDFUNDING

Source: EEDAR & Kickstarter

34%

66%

Success Rate of Kickstarter Projects
Game Category [Feb 6th 2017]

Successfully Funded Projects Unsuccessfully Funded Projects
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CROWDFUNDING

Source: EEDAR & Kickstarter
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[Game Category] [by Quantity] [Feb 6th 2017]



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

CROWDFUNDING

Source: EEDAR & Kickstarter

12%

67%

11%

5%

3% 2%

Unsuccessfully Funded Kickstarter Projects
[Game Category] [by Percent Funded] [Feb 2015]

0% Funded

1% to 20% Funded

21% to 40% Funded

41% to 60% Funded

61% to 80% Funded

81% to 99% Funded



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

DIGITAL VIEWING
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TWITCH: PEAK VIEWERS

Source: EEDAR & Twitch TV
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ESPORTS TOURNAMENTS

Source: EEDAR
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BRAND: POKEMON GO

^

Source: EEDAR Deconstructing Mobile Gaming 2016/2017

35%

27%

17%

9%

7%
5%

How Did You First Hear About Pokémon GO?
[Pokémon Go Players][NA]

Friend or Family Member Told Me

Read About It (Newspaper, Website, etc.)

Saw a Video Online

Saw People Playing

Saw it on TV (News Show, Talk Show, etc.)

App Store
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BRAND: POKEMON GO

^

Source: EEDAR Deconstructing Mobile Gaming 2016/2017
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Played a previous
Pokémon game

Watched cartoon TV
shows and/or movies

Played the Pokémon TCG Second-hand
(Friend/family a fan)

No Prior Experiences

Which of the following experiences do you have with the Pokémon Brand?
[Pokémon Go Players][NA]
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THANKS FOR COMING

Awesome Video Game Data

Geoffrey Zatkin
@GeoffreyZatkin

Visit

www.EEDAR.com/contact
Ask for

Awesome Video Game Data 2017


