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• The global retail video game market grew 11% y/y during Q1 2017 when compared to Q1 
2016, as a result of a sharp increase in hardware revenues mixed with a very slight decline in 
software sales
 Hardware sales jumped 29% y/y from $1.5 billion to $1.9 billion
 On the other hand, software sales remained fairly stable at $2.2 billion, shaving off just 2% y/y
 Consequently, hardware’s share of the total revenue pie advanced from 40% in Q1 2016 to 47% in 

Q1 2017
• On a territory basis, the US remained the main sector for video game sales, making up 42% 

of sales on a value basis, followed by Western Europe and Japan with 37% and 21% of 
sales, respectively
 Both the US and Western Europe experienced year-over-year growth in hardware sales, while 

software faded only slightly
 However, both Japan’s hardware and software markets expanded, up 43% and 10% y/y respectively
 Despite the varying growth rates, the ratio of hardware to software sales was nearly identical across 

all territories with software making up 53% of revenues and hardware making up the remaining 47%
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• The central event during the first quarter was without a doubt the launch of Nintendo’s 
Switch console, which sold 2.74 million units on a worldwide basis as reported in 
Nintendo’s financial earnings report

• While the Switch had an energetic launch—especially considering its release did not 
match the typical holiday console introduction window (the Xbox One and PS4 sold 3M 
and 4.2M units respectively in their initial month and a half)—it is still too early to 
determine the magnitude of the console’s long-term success, which will depend heavily 
on first-party software support

• Additionally, Nintendo announced a newcomer to its handheld line—the New Nintendo 
2DS XL—which will be offered starting July 28th at a compelling price of $149.99
 Nintendo seems to have many irons in the fire, which has led the company to make some 

strategic decisions on hardware lines to prioritize
 With both a new console and new handheld to support, in addition to a possible release of a 

SNES Classic Edition during the upcoming holiday 2017, Nintendo sent final shipments for its 
NES Classic Edition in April despite continued demand for the miniature console
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• Arguably the second most significant event of the quarter has been the unveiling of 
Project Scorpio’s specifications
 Although some details have yet to be disclosed including price and form factor, Microsoft did 

reveal details involving the strong computing power of the console and the visual boost that 4K 
and VR support will bring to the gaming experience

 Final details for the console are expected to be revealed in mid-June during E3
 In IDG’s opinion, while the console’s capacity sounds very promising, the rumored high price 

and possible consumer reluctance to upgrade may handicap the console and restrict it from 
being a true hit

• Sony announced in its company earnings for fiscal year 2016 that the PS4 sold 20 million 
units worldwide, bringing the console’s installed base to 60 million units
 The PS4 has clearly been a top-seller, not only when compared to contemporaneous 

consoles—the Xbox One and Wii U have both posted notable gaps between their sales and 
those of the PS4—but also against past generations

 The PS4 is on track to outsell lifetime PS3 sales in the next couple years; the PS3 has recorded 
worldwide sales of over 85 million units to-date
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• Attach rates for physical software in 
the US this generation have been 
unable to live up to the same levels 
seen in the generation prior

• This is the result of a myriad of 
factors, including a decrease in the 
number of physical games released, 
longer tails for titles adopting the 
Games as a Service (GaaS) model, 
rising acceptance of digital 
distribution, and possibly even 
competition from the mobile platform
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• New physical software releases have notably declined in recent years and have likely contributed to 
these shifting attach rates

• Though there was a bump in 2016 thanks to some indie developers embracing physical distribution, 
IDG doesn’t expect physical release counts to return to previous heights
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• Titles adopting the Games as a Service (GaaS) model are seeing longer retail sales tails
 The GaaS titles below average 4.4 months to achieve 75% of their total first year sales, as opposed to just 

2.8 months for the traditional titles below
• As these titles keep players engaged for longer periods of time, players feel less pressure to buy 

new titles and publishers see less incentive to produce new games
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• Though first-party titles tend to perform the strongest of all software during a console launch*, 
Microsoft and Sony consoles typically see respectable strength from third-party publishers during 
their launch months

• On the other hand, software launch performance for Nintendo consoles skews much more towards 
the company’s first-party content rather than third-party, and the Switch has only widened this gap
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• The attach rate gap observed in the prior slide correlates with the average Metacritic scores of first- and third-party 
content
 While first-party content attached better than third-party content across all platforms, the gap in attach rate appears more 

pronounced on platforms that exhibit higher first-party Metacritic scores versus third-party Metacritic scores
• Metacritic scores for Xbox One launch titles have notably declined from the Xbox 360 generation, and while PS4 

first-party content has stayed flat from PS3, third-party PS4 titles have increased
 The rise and fall in Metacritic scores for these platforms have correlated to stronger launch attach rates for PS4 and weaker attach 

rates for Xbox One
 However, Nintendo platforms have not seen the same such correlation, as first-party content at launch appears to outshine third-

party regardless of quality for third-party content
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FIRST- VS. THIRD-PARTY (CONT’D)
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• The ratio of third-party launch software to first-party hasn’t particularly changed between the console 
generations, with the exception of PS4 and Switch
 The PS4 saw a slight drop in first-party content compared to the PS3 at launch, but interestingly launch 

attach rates for both first- and third-party titles increased from PS3 to PS4 thanks to the platform’s improved 
reception among consumers from the PS3 era

 With a light software lineup Nintendo has relied more on first-party content for Switch than in previous 
generations, exacerbating the disparity between first- and third-party attach rates
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ZELDA LEADS THE WAY
• The Switch has seen a high overall physical software tie ratio in the US of 1.8x as of the end of April, 

largely due to The Legend of Zelda: Breath of the Wild, which sold at a nearly 100% attach rate 
during its launch month

• Breath of the Wild, Mario Kart 8 Deluxe, and 1-2-Switch dwarfed sales of all other Switch launch 
titles, with first-party content taking 85% share of all physical software units
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ZELDA LEADS THE WAY (CONT’D)
• Breath of the Wild has taken a greater share of the Switch’s first two months of overall software sales 

than has been seen for top titles on other platforms in recent history
• With a notable lack of strong third-party support on the horizon for Switch, IDG expects that Nintendo 

will have trouble pushing hardware sales in later months should it fail to continue to produce strong 
first-party hits
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• Since the launch of the Xbox One S, Microsoft’s reported active Xbox Live user figures appear to more or less 
dovetail with their percentage gains in hardware sales, indicating that the improved hardware is indeed bringing in 
new users to the platform
 It should be noted that Microsoft also counts players that use the service on Windows 10 and mobile devices as active users, 

but IDG believes Microsoft’s Xbox Live user figures to still be directionally accurate 
• However, IDG does not expect Project Scorpio to see similar results for the platform as the upgraded hardware will 

likely cater largely to players that already own an Xbox One
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STANDING OUT BY BLENDING GENRES
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• New games often try to unpack elements of different genres and repurpose them into a 
single experience, making it increasingly difficult to classify them as one thing or another

• Recent examples of this include Overwatch, an FPS that’s taken elements of MOBA and 
turn-based strategy games and has since become “a billion dollar franchise,” as well as 
Rocket League, which mixes elements of vehicular combat and sports gameplay
 These titles have found success because they balance exciting and interesting gameplay with a 

familiar but unique experience
• Of course, this trend is not new in the industry as series like Borderlands and Fallout had 

previously blended elements of shooters and RPGs, as well as even wilder titles like 
Portal that mashed up FPS mechanics to create a unique puzzle solving game

• The challenge in trying to categorize these games is that they are built to be a cohesive 
experience for what they are, not to fit within the boundaries of a particular genre. Rather, 
the industry’s habit of trying to categorize games into discrete genre buckets is what 
needs to evolve with the changing DNA of today’s games.
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Since the release of the PS4 and the Xbox One, standalone base games 
have been accounting for an increasingly smaller percentage of total SKUs 
released each year, with the exception of 2016, which saw the trend plateau.

In terms of type of content included in special editions, games released with 
bonus DLC are most common, with games containing physical collectibles
being the 2nd most common type. 

Interestingly, games with Season Passes started off as the most common 
type on new-gen consoles, but in 2016 had dropped to 5th most common in 
rank.  
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• Based on IDG’s internal analysis and channel checks, Take-Two/Rockstar’s Red Dead 
Redemption 2 (RDR2) would likely have been the #2 best-selling game on a worldwide 
basis during the 2017 calendar year

• With this game now being delayed until Spring 2018, there are several key impacts that 
must be noted:
 2017 software sales growth will be more challenged, since a major, highly-anticipated release 

will no longer be in the slate this year
 This is a net-positive for Activision, Electronic Arts, Warner Bros. and Ubisoft, who should all 

benefit from less competition in the Q3/Q4 release window for Call of Duty: World War II, 
Destiny 2, Star Wars: Battlefront 2, Middle-earth: Shadow of War, and the rumored 2017 holiday 
launch of a new Assassin’s Creed game, respectively

 Unit sales expectations for RDR2 should likely be even higher when it launches in Spring 2018, 
due to a potentially less crowded release window, higher console installed base, and a greater 
chance of a higher-quality Metacritic score since Rockstar now has additional time to perfect 
and polish the game
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THE SWITCH TAILWIND
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• While it remains early in its new cycle, the Nintendo Switch has performed extremely well 
since its March 2017 launch

• IDG believes that this platform has resonated with multiple demographic segments:
 Core Nintendo fans and collectors who have always been typical early adopters for new 

Nintendo hardware and software content
 Zelda fans that wanted to enjoy Breath of the Wild on the best and newest system 
 Family gamers that have been underserved on console in recent years
 Gamers who are interested in the unique hybrid form factor

• Pent-up demand is another key factor in this equation. One of the surprise upside drivers 
that might be overlooked is that for Nintendo fans, there has been pent-up demand that 
has spanned multiple hardware generations. Many Nintendo customers were less 
attracted to the Wii U, but initially had a Wii. Therefore, the pent-up demand for these 
gamers does not date back to 2012-2013, but instead to 2006-2008.
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• What is sometimes referred to as “digitail” or “phygital” is one of the fastest-growing segments in the 
physical console space—digital transactions that are taking place at brick-and-mortar outlets
 In the US, the POSA card market has now grown to over $1 billion in 2016 alone
 One of the key access points for Season Pass and DLC is at specialty retailers, where sales associates can 

expertly educate customers on the value proposition of these digital/retail hybrid opportunities
 This emerging business model has been a huge boon to publishers, who can fill in major release gaps in their 

portfolios with high-margin DLC, Season Pass and microtransaction revenue
• Tangentially, some retailers and publishers are increasingly investing in gaming merchandise, often 

referred to as loot and/or collectibles
 For example, Activision Blizzard recently started a new Consumer Products Division, led by former Mattel and 

Disney executive Tim Kilpin
 GameStop continues to grow its market share in this space, which was kickstarted by its acquisition of 

ThinkGeek in 2015
 This category will likely remain a key diversification driver for retailers, who need to 1) find new avenues for 

growth and 2) fill out shelf space as the number of new physical releases in the PS4/XBO generation is 
materially lower than in prior cycles



US Q1 ‘17 PERFORMANCE
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• Overall Q1 2017 HW sales grew by a healthy 
measure compared to Q1 2016, with volume up 
24% y/y and revenue up 15% y/y

• The positive growth can be attributed to the 
release of the Switch, which was the second best-
selling console during the quarter, despite only 
recording one month of sales
 The Switch accounted for 32% of units and 34% of 

revenues during the first quarter
 During the month of March, Nintendo’s new console 

brought in 55% of total hardware sales both in terms 
of volume and value 

• PS4 was the only console that experienced 
positive growth on a volume basis, but still saw 
revenue decrease 9% y/y due a 12% y/y drop in 
the console’s ARP

• Xbox One lost some traction against the PS4 in 
comparison to the prior year—the Xbox One-to-
PS4 sales ratio was 1:1.63 in Q1 2017 compared 
to 1:1.55 in Q1 2016

-83% y/y

-1% y/y

-43% y/y

+4% y/y

-98% y/y
-99% y/y

420% y/y *

-26% y/y

0.0

0.2

0.4

0.6

0.8

1.0

1.2

Xbox 360 Xbox One PS3 PS4 PS Vita Wii U Switch 3DS

Un
its

 in
 M

ill
io

ns

HW Units by Platform Q1 ‘16 vs. Q1 ‘17

Q1 '16
Q1 '17

-85% y/y

-18% y/y

-56% y/y

-9% y/y

-99% y/y
-99% y/y

426% y/y *

-42% y/y

$0
$50

$100
$150
$200
$250
$300
$350
$400

Xbox 360 Xbox One PS3 PS4 PS Vita Wii U Switch 3DS

Re
ve

nu
e i

n 
M

ill
io

ns

HW Revenues by Platform Q1 ‘16 vs. Q1 ‘17

*Year-over-year growth for the Switch was calculated by aggregating Switch and Wii U sales



Copyright © 2017 IDG CONSULTING

US SOFTWARE

25

• Overall SW sales were down slightly, with SW 
unit sales decreasing 2% y/y and SW revenue 
down 3% y/y

• Similarly to hardware, the PS4 was the only 
platform that saw an increase in sales with 
units and revenue both up 26% and 18% y/y 
respectively

• Sony consoles represented 52% of console 
software sales, with Xbox coming in second 
with 35% followed by Nintendo with 13% of 
sales
 Despite a healthy tie ratio of 1.42x on the Switch 

during its launch month, Switch software sales did 
not move the needle much for Nintendo’s market 
share versus Q1 2016 due to the small installed 
base of the Switch when compared to the PS4 
and Xbox One

• PC software sales continued to fall, but 
maintained its market share year-over-year at 
3% of total units
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US Top 15 Publishers by Physical SW Revenue – Q1 ‘17

Nintendo held the #1 spot during 
Q1 2017 thanks to The Legend of 
Zelda: Breath of the Wild, which 
accounted for 6% of all software 

units sold during the quarter

Ubisoft came in #2 position 
thanks to Tom Clancy’s Ghost 
Recon: Wildlands, which was 

the second top selling game for 
the quarter

4 out of the top 20 titles 
for the quarter were 

published by EA including 
highly anticipated 

Mass Effect: Andromeda, 
Madden NFL 17, Battlefield 1

and FIFA 17

Sony’s late February release 
Horizon: Zero Dawn set itself 
in the #3 top selling spot for 

Q1 2017

Despite having released three and a half 
years ago, Grand Theft Auto V held the #4 top 

selling spot and helped Take 2 maintain its 
ranking among the top 5 publishers
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Rank Title Platform Unit Sales

1 The Legend of Zelda: Breath of the Wild Switch 900K

2 Horizon: Zero Dawn PS4 755K

3 Tom Clancy’s Ghost Recon: Wildlands PS4 485K

4 Resident Evil 7: Biohazard PS4 480K

5 Tom Clancy’s Ghost Recon: Wildlands Xbox One 440K

6 Grand Theft Auto V PS4 395K

7 The Legend of Zelda: Breath of the Wild Wii U 370K

8 For Honor PS4 360K

9 NBA 2K17 PS4 355K

10 Pokémon Sun and Moon 3DS 340K
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REVENUE PER SKU BY BRACKET – Q1 ‘17 VS Q1 ‘16
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REVENUE PER TITLE BY BRACKET – Q1 ‘17 VS Q1 ‘16
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SALES TIERS BY SKU – Q1 ‘17 VS Q1 ‘16
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Note: Y-axis indicates aggregated sales volume, bubble size indicates aggregated sales revenue
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SALES TIERS BY TITLE – Q1 ‘17 VS Q1 ‘16
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Note: Y-axis indicates aggregated sales volume, bubble size indicates aggregated sales revenue
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SALES TIERS – KEY TAKEAWAYS
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• The sales distribution picture was similar in Q1 2016 and Q1 2017 in terms of SKUs with only slight 
variations:
 Unsurprisingly, no SKU broke the 1M unit mark in the first quarter’s timeframe for either year, but two sold 

between 500K and 1M units—The Legend of Zelda: Breath of the Wild on Switch and Horizon: Zero Dawn on 
PS4 in Q1 2017, and Tom Clancy’s The Division on PS4 and Xbox One in Q1 2016

 The largest revenue bucket in Q1 2017 was the 100-500K unit bracket, which brought in 46% of the quarter’s 
software revenues, whereas the <100K unit bucket was the core bucket in Q1 2016, bringing in 45% of 
revenues

 The average revenue per SKU was only slightly smaller in Q1 2017 versus the prior year with 192K units per 
SKU, compared to 197K units per SKU in Q1 2016

• Only one title sold over 1 million units in Q1 2017—The Legend of Zelda: Breath of the Wild—versus 
two titles in Q1 2016—Tom Clancy’s The Division and Call of Duty: Black Ops III

• Although only one title broke the 1M unit mark in Q1 2017, a higher percentage of total revenues 
were derived from titles that sold 500K units or more compared to the prior year—43% of total 
revenues were generated by titles that sold 500K units or more versus 30% in Q1 2016

• The average revenue per title was $305K in Q1 2017, down from $312K per title in Q1 2016



WESTERN EUROPE  
Q1 ‘17 PERFORMANCE
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WESTERN EUROPE HARDWARE
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• Q1 ‘17 hardware sales were up substantially year-
over-year with units up 46% y/y and revenues up 
42% y/y to €660M

• Hardware sales in Western Europe were only 
slightly lower than US sales—sales in the US were 
22% larger in terms of units but only 14% larger in 
terms of revenue

• Although the PS4 still dominates all other 
platforms in Western Europe and sales have 
expanded in Q1 ‘17, Sony’s market share of 
current-gen console hardware fell from 68% in Q1 
2016 to 54% in Q1 2017 due to the Switch effect

• While Xbox One’s market share of current-gen 
consoles also dropped, Nintendo grew from a 9% 
share in Q1 2016 to a 33% share in Q1 2017 in 
terms of volume
 The Nintendo Switch’s success was also apparent in 

Western Europe where the sales volume of the new 
console was 70% the magnitude of sales in the US, 
compared to 66% for the original Wii and 45% for the 
Wii U in each of the prior consoles’ launch year
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*Year-over-year growth for the Switch was calculated by aggregating Switch and Wii U sales
Note: For the purpose of these charts, Western Europe only includes the UK, France, Germany, Spain, Italy, Benelux and Nordic
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WESTERN EUROPE SOFTWARE
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• Although hardware grew dramatically year-over-
year, software sales were softer with units and 
revenue down 2% y/y and 6% y/y respectively
 Software revenue went from €821M, or 64% of 

combined HW and SW sales in Q1 2016, to €771M, 
or 52% of combined HW and SW sales

• PS4 towered over all other platforms and 
accounted for 50% of total SW units sold and 
57% of total SW revenue
 The second best-selling platform was the Xbox One 

but it only generated 27% as many software unit 
sales as the PS4

• The balance in Wii U and Switch sales was 
nearly even despite the Switch only being on the 
market for a few days
 Switch software volume was 1.06x larger than that 

of the Wii U, with a tie ratio of 1.29x for the Switch 
in its launch month

 Comparatively, Switch software sales were 1.32x 
larger than Wii U software sales in the US, where 
the Switch achieved a 1.42x tie ratio
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*Year-over-year growth for the Switch was calculated by aggregating Switch and Wii U sales
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*Platforms with less than 1% market share are not labeled
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W. EUROPE – COUNTRY MARKET SHARE
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Germany and France 
surpassed the UK to 

become the 
top generating 

countries for video game 
sales
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PS4
49%

Switch
25%

3DS
17%

Xbox One
7%

All Other
2%

Germany HW Sales by Platform – Q1 ’17

GermanyRest of Western 
Europe

PS4 Sales in Western Europe – Q1 ‘17 While the UK had represented Sony’s largest market 
for many years running, Germany has now become 
the largest market for Sony in Western Europe.

SONY’S LARGEST EUROPEAN MARKET

38

27% of PS4 
hardware sales 
originated from 

Germany, 
where ½ of HW 

sales were of the 
PS4

Note: For the purpose of this chart, Western Europe only includes the UK, France, Germany, Spain, Italy, Benelux and Nordic
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WESTERN EUROPE TRENDS (CONT’D)
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All Other Current-Gen 
Consoles

Nintendo Switch
640K units

Western Europe Console Sales Q1 ‘17

The main event across all territories was the launch of the Nintendo 
Switch, which did not disappoint in Western Europe

The Switch has 
already surpassed
sales of the Wii U 
in its launch year 

by 1.7x

27%

22%
19%
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7% 4%

Nintendo Switch Sales by Territory – Q1 ‘17

France
Germany
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Benelux
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Sales of the Nintendo Switch accounted for 
nearly one-third of all console sales in Q1

However, there have been 
complaints by the UK trade that 
most of the stock for the Switch 
was channeled to France and 
Germany first and foremost

France claimed 27% of sales, followed 
by Germany with 22% of sales, while the 

UK trailed with only 19% share

Note: For the purpose of these charts, Western Europe only includes the UK, France, Germany, Spain, Italy, Benelux and Nordic
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OTHER WESTERN EUROPE TRENDS
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• Despite a strong market in Germany, there has been a mix of success stories and failures whereby 
several local developers have been forced to cut back on their staff in the past several months
 In early May, digital entertainment company based in Sweden, MTG, raised its stake in German F2P publisher, 

InnoGames, to 51% following its initial investment in the company in October 2016
 Ubisoft Blue Byte, one of the top 10 developers in Germany known for the RTS game The Settlers, announced plans to 

open up an office in Berlin
 Crytek announced plans to restructure in late 2016 in order to concentrate on its development efforts in its Frankfurt 

headquarters and Kiev studios. An additional round of layoffs occurred in February 2017 within the developer’s 
publishing team at its Frankfurt headquarters.

 Other German developers that cut staff in 2016 in efforts to restructure include GameDuell, Goodgame Studios, 
Gameforge and Wooga

• On the retail end, GAME Digital has struggled in its home market, likely due to an overall slump in the 
UK, leading to a 7% drop in the company’s revenues for the 26 weeks ended January 28th, 2017
 However, GAME Digital reported a strong performance in Spain during the same time period, where the 

retailer’s revenues were up 22% y/y
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TOP PUBLISHERS – UK
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UK Top 10 Publishers by Physical SW Revenue – Q1’ 17
All 
Other
7.4%
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TOP PUBLISHERS – GERMANY

42

Germany Top 10 Publishers by Physical SW Revenue – Q1’ 17
All Other
10.9%
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TOP PUBLISHERS – FRANCE
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All Other
11.6%

France Top 10 Publishers by Physical SW Revenue – Q1’ 17



Copyright © 2017 IDG CONSULTING

TOP PUBLISHERS – SPAIN
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All Other
11.4%

Spain Top 10 Publishers by Physical SW Revenue – Q1’ 17
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TOP PUBLISHERS – ITALY
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All 
Other
8.3%

Italy Top 10 Publishers by Physical SW Revenue – Q1’ 17
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TOP PUBLISHERS – BENELUX
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All 
Other
8.2%

Benelux Top 10 Publishers by Physical SW Revenue – Q1’ 17
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TOP PUBLISHERS – NORDIC
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All 
Other
7.6%

The Nordic Top 10 Publishers by Physical SW Revenue – Q1’ 17
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TOP TITLES – UK
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Rank Title Unit Sales

1 Tom Clancy’s Ghost Recon: Wildlands 215K

2 Grand Theft Auto V 195K

3 Horizon: Zero Dawn 195K

4 Resident Evil 7: Biohazard 155K

5 FIFA 17 150K

6 Call of Duty: Infinite Warfare 135K

7 The Legend of Zelda: Breath of the Wild 120K

8 For Honor 115K

9 Mass Effect: Andromeda 115K

10 Battlefield 1 90K
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TOP TITLES – GERMANY
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Rank Title Unit Sales

1 Tom Clancy’s Ghost Recon: Wildlands 200K

2 Grand Theft Auto V 190K

3 Horizon: Zero Dawn 170K

4 Resident Evil 7: Biohazard 155K

5 Call of Duty: Infinite Warfare 145K

6 FIFA 17 145K

7 The Legend of Zelda: Breath of the Wild 140K

8 Steep 110K

9 For Honor 110K

10 Mass Effect: Andromeda 100K
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TOP TITLES – FRANCE
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Rank Title Unit Sales

1 The Legend of Zelda: Breath of the Wild 200K 

2 Horizon: Zero Dawn 150K 

3 FIFA 17 120K 

4 Resident Evil 7: Biohazard 115K 

5 Tom Clancy’s Ghost Recon: Wildlands 105K 

6 Pokémon Sun and Moon 100K

7 Call of Duty: Infinite Warfare 85K 

8 Grand Theft Auto V 75K 

9 Battlefield 1 60K

10 For Honor 60K
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TOP TITLES – SPAIN
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Rank Title Unit Sales

1 Tom Clancy’s Ghost Recon: Wildlands 105K

2 Grand Theft Auto V 100K

3 FIFA 17 85K

4 Horizon: Zero Dawn 80K

5 Resident Evil 7: Biohazard 80K

6 Call of Duty: Infinite Warfare 70K

7 The Legend of Zelda: Breath of the Wild 65K

8 Steep 60K

9 For Honor 55K

10 Battlefield 1 50K
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TOP TITLES – ITALY
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Rank Title Unit Sales

1 Tom Clancy’s Ghost Recon: Wildlands 125K

2 Grand Theft Auto V 120K

3 FIFA 17 100K

4 Resident Evil 7: Biohazard 95K

5 Horizon: Zero Dawn 95K

6 Call of Duty: Infinite Warfare 85K

7 The Legend of Zelda: Breath of the Wild 80K

8 Battlefield 1 75K

9 For Honor 65K

10 Mass Effect: Andromeda 60K
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TOP TITLES – BENELUX
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Rank Title Unit Sales

1 Tom Clancy’s Ghost Recon: Wildlands 55K

2 Grand Theft Auto V 45K

3 Horizon: Zero Dawn 45K

4 Resident Evil 7: Biohazard 40K

5 FIFA 17 35K

6 Call of Duty: Infinite Warfare 35K

7 Steep 35K

8 The Legend of Zelda: Breath of the Wild 35K

9 Mass Effect: Andromeda 30K

10 For Honor 25K
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TOP TITLES – NORDIC
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Rank Title Unit Sales

1 Tom Clancy’s Ghost Recon: Wildlands 45K

2 Grand Theft Auto V 35K

3 Horizon: Zero Dawn 35K

4 FIFA 17 35K

5 Resident Evil 7: Biohazard 35K

6 Call of Duty: Infinite Warfare 30K

7 NHL 2017 30K

8 Steep 25K

9 The Legend of Zelda: Breath of the Wild 25K

10 Mass Effect: Andromeda 25K



JAPAN Q1 ‘17 PERFORMANCE
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JAPAN HARDWARE
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• HW unit sales grew 42% y/y and revenue 
increased 43% y/y during Q1 ‘17

• While the 3DS has been losing momentum in 
the US and Western Europe, the picture is 
vastly different in Japan where 3DS sales 
accounted for 32% of volume, up one 
percentage point compared to the prior year

• The PS4 came in second in terms of units with 
a 30% market share, but took the number one 
spot in terms of revenue, bringing in 39% of 
total revenues for the quarter

• The Switch had a strong launch in Japan as 
well, where it sold 524K units
 Looking at its first month of recorded sales, 1 

out of every 2.2 consoles sold in Japan during 
Q1 2017 were the Switch

 Comparatively, the Switch accounted for 1 out 
of every 2.8 consoles sold in the US and 1 out 
of every 3.2 consoles sold in Western Europe
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*Year-over-year growth for the Switch was calculated by aggregating Switch and Wii U sales
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JAPAN SOFTWARE

57

• Overall, Q1 ‘17 SW volume and revenue were 
up 8% and 10% y/y, respectively

• The PS4 and 3DS were the only platforms to 
see increases in SW sales in Q1 2017 with unit 
sales up 45% and 41% respectively
 The 3DS’s contribution to SW sales was 

substantial, with the handheld’s SW volume 
outselling its closest contender, the PS4, by 
45%

 Capcom’s Monster Hunter XX March release 
helped thrust the 3DS into a solid first spot

 Top-selling PS4 games for the quarter included 
Resident Evil 7: Biohazard, NieR: Automata, 
and Kingdom Hearts HD 2.8 Final Chapter 
Prologue

• The Switch’s release failed to make up for the 
drop in Wii U software sales, with combined Wii 
U and Switch software units dropping 1% y/y

 Top titles on the Switch were The Legend of 
Zelda: Breath of the Wild, 1-2-Switch and Super 
Bomberman R, which each made up 51%, 23% 
and 10% of all Switch games sold during Q1 
2017
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JAPAN TOP PUBLISHERS
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Japan Top 15 Publishers by Physical SW Units – Q1 ‘17

The top 15 
publishers 
captured 90% 
of the 
Japanese 
market share 
in Q1 2017

All Other
0.9M

Capcom catapulted itself to the #2 
spot thanks to Monster Hunter XX, 

which sold 1.3M units in a mere two 
weeks, making it the #1 best-selling 

title in Q1 ‘17

Square Enix secured the third 
spot with two February releases, 
Action RPG NieR: Automata and 
Dragon Quest Monsters: Joker 3 

Professional, an expanded 
version of the 2016 Joker 3 title

Ubisoft broke 
through in the 

Japanese market 
to reach the #6 
spot thanks to 
Tom Clancy’s 
Ghost Recon: 

Wildlands

#15 NIPPON 
0.1M

#13 
Marvelous 
0.1M

#14 
Rockstar 
Games 
0.1M

Grand Theft 
Auto V was a 
consistent top 
20 title in Q1, 
allowing 
Rockstar to 
check in at #14

Although Nintendo’s top 3 titles  
(Super Mario Maker on 3DS, 

The Legend of Zelda: Breath of the Wild on Switch, and 
Momotaro Dentetsu 2017: Tachiagare Nippon!! on 3DS)
were collectively outsold by Capcom’s Monster Hunter 
XX, the fact that ¼ of the top 100 titles every quarter are 

published by Nintendo
allowed the publisher to sit pretty at #1
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SWITCH HW SALES FAIRLY STRONG IN JAPAN
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Total US IB 
thru April: 1.2M

In its launch month, 
Japan Switch sell-through 
was 58% that of the US

One month later, Japan 
Switch sell-through 

narrowed the gap with 
the US to 64% of sales

For additional context, in its first year of sales, PS4 sell-through in Japan was only 47% of US sales—this is in spite 
of the fact that Japan’s Y1 sales included 11 months of sales (Feb-Dec 2014), while US Y1 sales only included 2 
months of sales (Nov-Dec 2013)



Copyright © 2017 IDG CONSULTING

SWITCH SW SALES
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37%

52%

26%

22%

17%

10%

8%

7%

Japan

US

Japan vs. US - % of SW Sales thru April 2017 (Retail Only)

#1 The Legend of Zelda: Breath of the Wild      #2 Mario Kart 8 Deluxe Edition         #3 1-2-Switch       #4 Super Bomberman R

Software sales are significantly less concentrated around Breath of the Wild in 
Japan 

The top 4 titles 
in both Japan 
and the US 
rank in the 
same order 

and account for 
a high majority 

(88-90%) of total 
software sales

Total cumulative software tie ratios are about 20% lower in Japan versus the US… 

…Through April, Japan’s tie ratio was 1.4x versus 1.8x in the US
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SW – NEW RELEASES VS. CATALOG
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Over the years, Japan’s top SW 
chart has been showing a subtle 
but clear downward trend in the 
number of older titles ranking in 
the top 100. There are a couple of 
factors that could potentially be 
driving this trend:
• The decline of the Wii, which 

had a large catalog of older 
“evergreen” titles

• As the casual audience 
migrated en masse to the 
mobile platform, the 
remaining core gamers 
have a stronger tendency to 
buy the newest releases
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TOP SKUS – JAPAN
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Rank Title Platform Unit Sales

1 Monster Hunter XX 3DS 1.27M

2 Pokémon Sun and Moon 3DS 470K

3 Super Mario Maker 3DS 360K

4 Resident Evil 7: Biohazard PS4 310K

5 The Legend of Zelda: Breath of the Wild Switch 310K

6 NieR: Automata PS4 255K

7 Momotaro Dentetsu 2017: Tachiagare Nippon!! 3DS 255K

8 Kingdom Hearts HD 2.8 Final Chapter Prologue PS4 185K

9 Yo-Kai Watch 3: Sukiyaki 3DS 180K

10 Dragon Quest Monsters: Joker 3 Professional 3DS 170K



REVIEW OF CHANGES TO 
IDG FORECAST
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CHANGES TO IDG FORECAST – US
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• IDG has lowered its forecast for Xbox One in all years except 2019, which rose by 200K
• Rationales include:

 Project Scorpio may drive renewed interested in the platform when it launches later 
in 2017, and IDG has baked in this potential upside. But Microsoft is lacking strong 
exclusives to make the platform even more attractive.

 IDG believes it is possible that the Xbox One may see a new piece of hardware in 
2019 that drives sales as Microsoft representatives have publicly signaled the 
platform may be moving towards more frequent hardware releases

• IDG has maintained its previous PS4 forecast 
• Rationales include:

 As opposed to Xbox, PlayStation has delivered strong exclusive titles this year (e.g. 
Horizon: Zero Dawn) and early results indicate that the platform is on pace to meet 
IDG’s expectations for 2017

 However, IDG does not expect Sony to release a high-spec console comparable to 
Project Scorpio until 2019 and therefore Xbox One may take the sales lead in 2018

 PSVR is another key potential driver, although IDG would look to gain greater clarity 
on a more robust software release slate to support the platform during this year’s E3
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CHANGES TO IDG FORECAST – US (CONT’D)
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• IDG raised Switch’s forecast across all years except 2021, which was lowered by 100K
• Rationales include:

 The results for Switch’s launch have exceeded IDG’s expectation, as the critically 
acclaimed Legend of Zelda: Breath of the Wild delivered strong upside

 Efforts to boost production despite component supply issues also provides optimism
 However, IDG’s forecast is still measured in later years as the platform has yet to 

attract major third-party support, the specifications for the platform are not as 
advanced relative to other platforms, and sales momentum will likely decline should 
Nintendo fail to deliver strong first-party content

• IDG has maintained its forecast for the 3DS line
• Rationales include:

 Though the 3DS platform likely won’t benefit from the same Pokémon buzz seen in 
2016, the launch of the New 2DS XL in June will likely help to prolong the life of the 
platform

 IDG expects Nintendo to support the platform for as long as possible, but will 
eventually shift company resources to focus on the Switch and to develop 
smartphone titles for its major franchises
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CHANGES TO IDG FORECAST – W. EUROPE
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• IDG raised its PS4 forecast for 2017 by 200K, but has left all following years 
unchanged

• Rationales include:
 Sony has launched strong exclusive content this year and will likely have 

more to showcase at E3 2017
 As Sony appears to lack a mass market strategy for PS4, IDG expects 

the platform to decline in later years until a new console is launched

• Xbox One’s forecast was increased by 150K units in 2017 and 2019, but lowered 100K in 
2020 and 50K in 2021

• Rationales include:
 2017 has been boosted based on early results for the year and more upside for 

Project Scorpio in the back half of the year
 However, IDG has revised its thought process for later years as Microsoft’s strategy 

for more frequent hardware releases might not help the Xbox One reverse the 
stronger deficit against PS4 in Europe as opposed to the US
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CHANGES TO IDG FORECAST – W. EUROPE (CONT’D)
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• IDG has raised its initial forecast for the Switch across all years
• Rationales include:

 Though Nintendo’s presence has declined in Europe in recent years, the Switch has 
had a stronger than expected launch thanks to the success of The Legend of Zelda: 
Breath of the Wild

 However, IDG believes the Switch will reach peak sales in Europe as early as 2018, 
partly because the console launched earlier in 2017 and also because the platform 
is lacking major third-party support

• IDG has raised its 3DS forecast for all years through 2020
• Rationales include:

 Nintendo has reported that regular 2DS sales are neck-and-neck with all 3DS SKUs 
combined in Europe, taking much higher share than seen in the US and Japan

 IDG believes the announcement of the New 2DS XL may prove to bolster the 
platform through the end of its life in Europe
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CHANGES TO IDG FORECAST – JAPAN
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• IDG has slightly raised its PS4 forecast for Japan across all years
• Rationales include:

 Thanks to strong performances for Japanese-centric titles like Nioh, NieR:Automata, 
and Persona 5, early results for 2017 indicate hardware sales will outperform IDG’s 
previous expectations

 2017 will likely be the peak year of sales for the PS4, but IDG expects the PS4 to 
have softer declines going forward as Sony does a better job of catering content to 
the Japanese audience

• IDG has lowered its PS Vita forecast for all years in Japan
• Rationales include:

 Early results for 2017 indicate significant slowdown for the aging platform as content 
support from Sony has been falling off

 With more compelling content continuing to launch on 3DS and new handheld 
capabilities from the Switch, it is clear to see why Japanese consumers are 
choosing to invest more in Nintendo’s platforms
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CHANGES TO IDG FORECAST – JAPAN (CONT’D)
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• The 3DS forecast for Japan was significantly raised across all years, with flatter declines 
for the outer years

• Rationales include:
 Monster Hunter XX drove significant upside for the platform in early 2017
 Though the 2DS line is less popular compared to 3DS in Japan, the announcement 

of the New 2DS LL signals that Nintendo is continuing to support platform for as long 
as possible despite the launch of the Switch

• IDG has raised its initial Switch forecast by 600K in 2017 but lowered following years
• Rationales include:

 Strong follow-through for the Switch’s second month of sales indicate Japanese 
consumers are eager to invest in the platform

 Splatoon 2 is expected to perform strongly in Japan as well, with Nintendo having 
already sold out of pre-orders for the Splatoon 2 Switch bundle

 However, IDG predicts that a lack of fresh third-party content in later years will 
cause sales to peak more quickly
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