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Key Market and Industry Trends



Total Market CAGR

2022 - 2025

Total Market CAGR

2019 - 2021

Lockdown years

Post-pandemic years

Source: Newzoo Games Market Reports and Forecasts | January 2023  |  newzoo.com/globalgamesreport



Mobile game revenues in 

2022 will account for 

50% of the global market

-4.2% YoY

-16.7% YoY

-6.4% YoY

+1.8% YoY

YoY

-4.3%

2022 Total

Source: Newzoo Games Market Reports and Forecasts | January 2023  |  newzoo.com/globalgamesreport



of all consumer spending 

on games in 2022 will come 

from China and the U.S.

U.S. Total

China Total

-5.1% YoY

-5.6% YoY+3.4% YoY

-3.5% YoY

+6.6% YoY

YoY

-4.3%

2022 Total

Source: Newzoo Games Market Reports and Forecasts | January 2023  |  newzoo.com/globalgamesreport



of global players are in 

, and the 

region still houses some 

of the fastest-growing 

markets worldwide

+4.5% YoY

+5.0% YoY

+3.4% YoY

+2.5% YoY

+8.3% YoY

YoY

+4.9%

2022 Total

Source: Newzoo Games Market Reports and Forecasts | January 2023  |  newzoo.com/globalgamesreport



Source: Newzoo Game Performance Monitor | PC (Steam), Xbox, PS, 37 Markets, 2021-2022



Source: Newzoo Game Health Tracker | January 2023



Low Mid High

16-20

21-35

36-50

16-20

21-35

36-50

identify as LGBTQIA+

identify as having a 

disability, with mental 

health being the most 

reported

identify as Black, 20% 

as Latinx, 5% as Asian 

American   

of 

find diversity, equity, 

and inclusion important

Source: Newzoo Gamer Sentiment Study: DEI 2021 | Base: Total players aged 16-50, USA



Source: Newzoo Game Performance Monitor | PC (Steam), Xbox, PS, 37 Markets, 2022





2020 and 2021 saw extraordinary 

growth and new audiences 

entering the games industry 

during lockdown.

Gaming proved resilient during 

the 2007–2009 recession and we 

expect it to withstand today's 

economic climate.



The pandemic created 

many challenges across the 

industry's entire value chain:

▪ Game Delays

▪ Supply Shortages

▪ Event Cancellations

▪ Development Issues

People now have more in-person 

entertainment options than 

during lockdown.

Inflation is limiting consumers’ 

disposable income. Price-

sensitive consumers may 

spend less on games.



Spend across platforms and 

especially across types of 

purchases will vary.

People aiming to maximize 

their time/value for money on 

entertainment will likely still 

see games as their best option.

We expect player numbers 

to hit 3.3 billion by the end 

of 2023 and 3.5 billion by 

2025.



Source: Newzoo Games Market Reports and Forecasts | January 2023  |  newzoo.com/globalgamesreport



The Global Games Market in Numbers



Ecosystems are overlapping and expanding 

thanks to live services, subscriptions, and media

PC/Console games continue to explore new 

monetization strategies to diversify their 

revenue streams

The Path to Platform Agnosticism

Globalization in the games market has continued 

with a new trajectory
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First-Party Game Publisher and Content 

Aggregator through Game Pass

Acquiring Live-Service 

Expertise and Crossing 

Platform Boundaries

One Stop Shop for Game Design, 

Metaverse and User Acquisition Efforts 

Experimenting with new 

hardware and games
Being Nintendo



Both Microsoft and PlayStation 

offer cloud gaming as a feature of 

their highest-tier subscriptions

titles

: High value

titles

: Publisher showcase

Microsoft announced

a decade long content deal

with Nvidia and Nintendo

titles

: Compatibility





25

Source: Newzoo Game Performance Monitor | PlayStation 4 & 5 | 37 Markets | Sep 2021 – Sep 2022



2022

20202013

The Last of Us TV show airs on HBO Max



Play & view & other

engagement

Play & other 

engagement

Play & view

Only play

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)



Gen Alpha

Gen Z

Millennials

Gen X

Baby Boomers

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)



Socialize with other players

Compete with other players

Cooperate towards a common goal

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)



Currently gets together in game worlds,

not while playing the main game

Interested in socializing in game

worlds beyond game play in the future

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)



Single player stories, local co-op
Single player &

competitive multiplayer

Regular game modes plus social, 

creative, & other non-game ways

to engage

1-4 100 10,000+

Local Online Multiplayer
Limitless Online Multiplayer; 

multiplatform

Large game studios Lean developers and/or player-driven Community & AI-driven

Physical premium one-off 

transactions

Premium, IAP/IAA, Subscriptions, 

licensing

Multi-stream, including digital 

events, hybridized monetization 

strategies, etc.

Console + high end PC
Mobile + more powerful PC/console; 

AR & VR

Multi-platform, mixed reality, & 

cloud-native

Traditional retail, linear, large 

publisher partnerships

Social media-based digital

advertising, influencers

Influencer-first (real & digital),

IP-driven, digital exclusives,

native ads & in-game activations



Ecosystems are overlapping and expanding 

thanks to live services, subscriptions, and media

PC/Console games continue to explore new 

monetization strategies to diversify their 

revenue streams

The Path to Platform Agnosticism

Globalization in the games market has continued 

with a new trajectory





PC

Fortnite

Xbox

Fortnite

Call of Duty Modern

Warfare II/ Warzone 2.0

PlayStation

Fortnite

Call of Duty Modern

Warfare II/ Warzone 2.0

Nintendo Switch

Pokémon Scarlet/Violet

Fortnite

Fall Guys

Source: Newzoo Game Performance Monitor | PC , Xbox, PS, Switch | USA | 2022





Why in-game advertising

is now viable for AAA PC

& console games ?



Mitigating the challenges 

of in-game advertising

Ad-based subscription tiers that offer cheaper monthly costs

Blended ads that integrate seamlessly into the gaming experience

Rewarded ads that give users extra incentives (in-game

rewards) viewing the ad



For a sale / special offer / good price

Unlock extra / exclusive playable content

Play with friends or family

Personalize characters or things built in-game

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)



In-game currencies

Gear

Expansion or content packs

Power-ups

Playable characters or heroes

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)
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thanks to live services, subscriptions, and media
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Base: Total PC and/or console players

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)



Base: Total PC and/or console players

Average time spent 

playing per week

Number of platforms played on

% of payers

Number of platforms played on

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)



Base: Total PC and/or console players

Have not played games

via cloud gaming 

services before

Currently play or have

played games via cloud 

gaming services before

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)



Base: Total PC and/or console players

Source: Newzoo Global Gamer Study 2022 (Global weighted average across 36 markets)

Non-cloud

gaming users

Current & past 

cloud gaming users
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Regulatory changes restrict 

the Chinese Games Market

Growth markets will also 

enter the fold globally

Western developers are 

breaking new ground



Imported GamesDomestic Games

/

Mobile Game Licenses in 2022

PC Game Licenses in 2022

/

Console Game Licenses in 2022

/

Source: National Press and Publication Administration (NPPA)

https://www.nppa.gov.cn/nppa/channels/317.shtml


Source: Game Publishers Association Publications Committee (GPC) of China

2018-2022 CAGR of Chinese 

game companies’ revenues 

outside of China.

During the same period, the 

CAGR for global mobile game 

revenues is , meaning 

. 





Source: Newzoo Games Market Reports and Forecasts | January 2023  |  newzoo.com/globalgamesreport



Any Questions?

Scan to download the

linkedin.com/in/jayant-uppal-18ab34a5

jay.uppal@gmail.com


