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• The global retail video game market grew 17% y/y during Q1-Q3 2017 versus Q1-Q3 2016, 
mostly due to a strong uptick in hardware, mixed with a single-digit increase in software
 Hardware sales were up 31% y/y from $3.8 billion to $5.0 billion
 Software sales were up 7% y/y from $5.6 billion to $6.0 billion

• Japan saw the greatest year-over-year increase with hardware up a staggering 68% and 
software up 10% in local currency
 The strong growth in hardware sales can be attributed in large part to the introduction of the 

Nintendo Switch, which accounted for 42% of total hardware revenues in Japan during Q1-Q3 2017
• Thanks to the strong boost in Japanese sales, Japan expanded its global market share from 

18.5% in Q1-Q3 2016 to 20.5% in Q1-Q3 2017
• Europe surpassed the US by bringing in 40.0% of global revenues, while the US represented 

the remaining 39.5% of global revenues
 Western Europe’s combined HW and SW market grew 23% y/y, while the US’s market grew 7% y/y 

in Q1-Q3 2017 versus the prior year
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• Q4 is expected to be dominated by the Switch and although Nintendo is starting to 
deliver more product into the channel, IDG anticipates that Q4 will still experience supply 
constraints due to strong demand for the new console
 During its latest earnings report, Nintendo upped its forecast for Switch sales from 10 million to 

14 million for its fiscal year ending March 2018, or a total of 17 million life-to-date sales
 A number of first-party titles including The Legend of Zelda: Breath of the Wild and Mario Kart 8 

Deluxe, have dominated the charts, with the newly released Super Mario Odyssey expected to 
break those records

• The Xbox One X has already been sold out at most retail locations since its launch on 
November 7th

 However, IDG remains conservative with its Xbox One forecast, as the new console will unlikely 
be enough to shake Sony’s current dominance in all markets

 The new console’s premium price point, the improbability it will grow the market but rather poach 
from existing PS4 or Xbox One owners, and the lack of compelling content releasing in parallel 
with the new hardware SKU, all contribute to IDG’s conservative expectations for the new 
console
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• On the software front, many strong titles have already released and will release before 
year-end, ending 2017 on a high note
 With a Metacritic score of 97, Super Mario Odyssey topped the charts for the month of October 

and is expected to be one of the top-selling games of the year
 Several sequels are showing more promise than their prior iteration, including Call of Duty: 

WWII and NBA 2K18
 Although early performance of Middle-earth: Shadow of War has been positive and digital share 

is likely stronger than its predecessor, the Warner Bros. title is expected to trail its Middle-earth: 
Shadow of Mordor’s launch performance at retail through the end of year

 Preliminary feedback about EA’s long awaited Star Wars: Battlefront II indicates that the title 
might perform under expectations

• Overall, the global retail video game market is forecasted to grow 13% y/y in 2017 from 
$19.2 billion in 2016 to $21.6 billion in 2017
 The growth will be primarily driven by hardware with a 26% y/y boost in revenues
 Software revenue growth is expected to be more muted at 3% y/y



HOLIDAY PREVIEW
IDG Insights
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• This year’s holiday season promises to include some exciting new catalysts:
 Xbox One X – the new, most powerful console device built primarily for the 4K TV audience
 Nintendo Switch – this will be the Switch’s first holiday. With Nintendo finally alleviating its 

massive supply constraint issue, Nintendo’s recent raised guidance on holiday shipments, and 
with Nintendo historically overindexing at holiday plus Super Mario Odyssey support, it is likely 
that Switch will lend a major boost to holiday sales for both hardware and software.

 Black Friday + Cyber Monday discounting – based on preliminary IDG channel checks, it is 
extremely likely that there will be solid deals across both hardware and software at retail. While 
Xbox One X and PS4 Pro will focus on the higher-end audiences, Xbox One S and PS4 Slim will 
likely be available for as low as $190 during this promotional period.

 Call of Duty: WWII, has already outperformed its prior-year predecessor, Call of Duty: Infinite 
Warfare. After the first three days of launch, Activision announced that Call of Duty: WWII had 
revenues that were double those of Infinite Warfare over the same period last year.
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• Despite these promising catalysts, there are also some reasons for concern as we approach the 
holiday season:
 Other sequels, such as Star Wars Battlefront II and Assassin’s Creed Origins, might post middling 

performances. IDG channel checks indicate that pre-order tracking for Battlefront II is under expectations, 
and the recent controversy over the way that EA is monetizing its loot boxes with excessive paywalls is not 
helping the cause. While it is possible that Origins will sell better than weaker Assassin’s Creed iterations 
such as Syndicate and Unity, Origins will likely underperform the high water mark editions of this franchise 
(such as Black Flag).

 Racing is making a comeback at holiday, with a crowded slate of new releases including Gran Turismo Sport 
(launched in October), Forza Motorsport 7 (also launched in October), as well as Need for Speed: Payback 
(launched in November). However, the crowded nature of this slate, coupled with the overall headwinds in the 
racing category across these top-tier players, might be a cause for concern.

 The headwinds facing Star Wars Battlefront II and Assassin’s Creed Origins might be emblematic of a 
broader issue facing high-profile sequels. While Destiny 2 and Middle-earth: Shadow of War have performed 
solidly on digital, the retail numbers have been softer. And when factoring in earlier sequels in the past year, 
such as Watch Dogs 2 and Titanfall 2, it appears that the industry could be facing a sequel fatigue problem in 
the late stages of this generation.
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• From a technical standpoint, the Xbox One X is a massive step function advancement on prior 
console hardware

• Not only in terms of graphical fidelity, while maintaining high frame rates, but also in terms of the 
processing power and other specifications, the One X is unrivaled in terms of hardware strength

• At the same time, while the machine is already selling well at many retailers after its November 7th

launch, including in the UK where it sold 80K units in week 1, IDG believes that the overall 
addressable market for this machine will be somewhat muted in the early going. The most rabid 
demographic for this device is dominated by people who likely already have an Xbox One or a PS4. 
Thus, the purchase intent equation is complicated by the fact that many of these consumers already 
own a comparable device. 

• Moreover, the machine is selling at a premium price point, but at a time in this current cycle where 
more mass-market gamers would historically be entering the space. And since Xbox has moved 
away from a cycle-by-cycle strategy to a more iterative, family of products cohort, the One X might 
not be quite revolutionary enough to catalyze a large audience to invest high dollar amounts at this 
stage of the console market’s evolution.

• This is further compounded by the lack of content exclusivity, which would have helped to support a 
more robust hardware launch
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• As reinforced in prior quarterly updates, IDG remains bullish on the Nintendo Switch’s hardware 
sales prospects in the near-term

• Based on IDG channel checks, it appears that the platform’s supply constraints have been alleviated 
to some extent, with retailers across most parts of the globe beginning to receive healthier 
allocations ahead of the busy holiday season

• Moreover, Nintendo will likely benefit from the double-whammy of the Switch’s launch slate. This 
launch year is bookended by The Legend of Zelda: Breath of the Wild on the front end and Super 
Mario Odyssey on the back end.

• While the novelty and versatility of the Switch are key success factors, IDG believes that the bigger 
success driver is the strong software support for the platform in these early stages, buttressed 
around Nintendo 1st party’s top two tent-pole IPs.
 The last time Nintendo was able to launch a Zelda and Mario game in the same 12-month launch window 

was during the Nintendo Wii’s heyday, with The Legend of Zelda: Twilight Princess functioning as a Day 1 
launch title followed by Super Mario Galaxy roughly 12 months later. This comparable gives IDG higher 
confidence that the Switch will sell well during this holiday, as well as in the months to come.
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• While the Nintendo Switch will be a top seller this holiday and help to mitigate the likely 
growth declines on legacy platforms, IDG also has some medium-term and longer-term 
concerns on the Switch platform
 First, the Switch has been successful in part because it has dual purposes—as a console in the 

living room as well as a handheld on the go
 To be sure, this dual purpose value proposition will continue to differentiate Switch from other 

hardware competitors
 At the same time, analysts must remember that Nintendo’s success in earlier gaming cycles 

was tied to double-barreled upside across both console and handheld
▲ For example, while most industry observers view Nintendo’s historical peak as the top years during the 

Wii era, many people forget that Nintendo was also flying high on the handheld side, with the 
unprecedented sales performance of the DS Lite

▲ In that generation, Nintendo was benefiting handsomely from two market-leading gaming platforms, 
rather than one

 Therefore, when viewing Switch relative to prior Nintendo generations, Switch cannot merely be 
compared apples-to-apples against the Wii U, or even the Wii, but instead Switch must be 
compared against the combined impact of Wii U + 3DS, or Wii + DS Lite/DSi
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• Moreover, Nintendo’s digital capabilities have improved dramatically in the past year, but are still far 
behind the technological curve of Xbox Live and PlayStation Network
 The digital gap on console/handheld for Nintendo remains a major barrier, as Microsoft and Sony have both 

benefited significantly from innovating within their online console storefronts to become adept “retailers” of 
digital content

• The technical complexity of the Switch is also not as impressive from a developer standpoint. Even 
for one of the first “multi-platform games” across Switch vis-à-vis Xbox One and PS4—FIFA 18—
there were several key game modes that were excluded from the Switch SKU and the overall quality 
of the Switch SKU was noticeably lower than on Xbox One and PS4 (68 Metacritic for Switch versus 
83 on XBO and 84 on PS4, respectively).  

• Over time, IDG believes that 3rd party publisher support for Switch will grow. However, 3rd party 
needs to think about developing games natively for the Switch platform, since the core competencies 
and technical infrastructure of this platform are uniquely different from those of other platforms. 
Moreover, the versatility of the Switch ecosystem is also very different from the design best practices 
of other platforms, proffering a creative challenge to studios of all sizes.
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• One of the major trends throughout this past year has been a continued mix shift away 
from physical and in the direction of digital for many of the year’s major titles
 It is possible that this trend could continue with many of the year’s holiday releases as well, 

especially with publishers providing incentives to consumers to digitally download games
 Moreover, the shift away from single-player games in favor of heavily multiplayer-infused titles is 

another sign that digital distribution is disrupting the market, since the console market is being 
increasingly impacted by network effects on Xbox Live and PSN due to friends and competitors 
playing together via online multiplayer

 With newer digital business models such as loot boxes, add-on DLC, in-game 
microtransactions, and a host of others becoming more prominent in today’s gaming landscape, 
it is likely that this trend towards digital will continue for the foreseeable future

• IDG also believes that there will be fewer overall tent-pole titles releasing this holiday 
versus the year prior. Therefore, it is possible that retail software could be down year-
over-year in Q4, with October already demonstrating year-over-year decline, although 
that will be partially offset by additive Nintendo strength due to the Switch.
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*PS4 and Xbox One S console prices are for the 1TB PS4 and 500GB Xbox One S base SKUs

$199.99* $189.99* $299.99 $79.99 $299.99 $39.99 $24.99

$199.99*
$189.99*

(includes $25 
gift card)

$299.99 $79.99 $199.99
(headset only) $45 $29.99

$199* $189* $299 $79 $299 $43 $29

Note: GameStop had not published their Black Friday circular by the time of this publication



US Q1-Q3 ’17 PERFORMANCE



Copyright © 2017 IDG CONSULTING

US HARDWARE

18

-89% y/y

-25% y/y

-93% y/y

+13% y/y

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

556% y/y *

-26% y/y

0.0

0.5

1.0

1.5

2.0

2.5

3.0

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

Un
its

 in
 M

ill
io

ns

HW Units by Platform Q1-Q3 ’16 vs. Q1-Q3 ’17

Q1-Q3 '16
Q1-Q3 '17

-90% y/y

-35% y/y

-93% y/y

+1% y/y

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

567% y/y *

-32% y/y

$0
$100
$200
$300
$400
$500
$600
$700
$800
$900

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-Q3 ’16 vs. Q1-Q3 ’17

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

• Overall Q1-Q3 2017 HW sales went up 20% y/y in 
terms of volume and up 16% y/y in terms of value to 
$1.98B

• Older consoles now represent a very minute amount of 
sales for all three manufacturers
 Xbox 360, PS3 and Wii U unit sales represented 1.2%, 

0.3% and 0.1% of Xbox, PlayStation and Nintendo console 
sales respectively for the Q1-Q3 2017 time period

• The PS4 was the top selling platform for the first nine 
months, outselling all other platforms with 2.47M units

• The Nintendo Switch followed closely behind with 
2.30M units and is expected to leapfrog the PS4 during 
the holidays and match PS4 sales for the full year

• While PS4 sales grew year-over-year, Xbox One sales 
softened by 25% y/y
 The launch of the Xbox One X is expected to mitigate some 

of the drop experienced by Microsoft so far but IDG is 
nevertheless forecasting a 20% y/y fall in Xbox One sales 
volume for the year

• In its seventh year, the 3DS still managed to generate 
892K units in sales, aided by the newly released New 
2DS XL
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*Year-over-year growth for the Switch was calculated by aggregating Switch and Wii U sales

• Overall SW sales were fairly flat, with SW units 
decreasing only 1.8% y/y and revenues flat at 
$2.35B

• PS4 software sales were the largest by a 
strong margin, representing 44% of units and 
47% of total revenues for the first nine months 
of 2017
 The PS4’s share was up by a notable amount in 

2017, compared to 36% of units and 42% of 
revenues in Q1-Q3 2016

• The platform to show the second-largest sales 
figures was the Xbox One, with 24% of total 
SW units and 26% of total SW revenue
 The gap in PS4 and Xbox One sales widened in 

2017, with PS4 SW outselling Xbox One SW by 
1.8x, up from 1.5x in Q1-Q3 2016

• Xbox 360, Wii, Wii U and PS3 software sales 
share were cut in half compared to 2016, going 
from 29% of console SW units in Q1-Q3 2016 
to 14% of SW units in Q1-Q3 2017
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• Since launch, PS4 Pro has been selling at a large deficit against the standard PS4, but a strong jump 
was seen in September thanks largely to the release of a Destiny 2 Limited Edition PS4 Pro model
 With Sony not planning to discount the PS4 Pro model during the holidays and major retailers offering the 

base PS4 for $200 less than the Pro model, it seems likely that hardware share will skew back in favor of 
base PS4

• Sony also recently raised the base PS4 model’s storage up from 500GB to 1TB, alleviating pressure 
for consumers just coming into the ecosystem feeling the need to look for higher specs

• However, PS4 Pro may yet see some potential upside during the holidays with the release of another 
Limited Edition SKU PS4 Pro model for Star Wars Battlefront II

78% 85% 70% 79% 80% 78% 82% 85% 79% 75% 59%
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• Though genre rankings by share are often static for the first nine months of each year, top titles can have 
a significant impact on individual genre shares
 The first 9 months of 2016 saw a big year-over-year jump for the Shooter genre thanks to breakout successes for 

Overwatch and Tom Clancy’s The Division, but 2017’s Tom Clancy’s Ghost Recon Wildlands and Destiny 2 haven’t 
driven this same share for Shooters so far this year

 Mortal Kombat X greatly benefitted the Fighting genre in the first nine months of 2015, and 2017 saw a similar uplift 
for the Adventure genre thanks to strong performance from The Legend of Zelda: Breath of the Wild

• When Q4 is included, genre shares tend to skew even heavier toward Shooter, as the genre typically 
outperforms during the busy holiday season
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• Though Switch hardware sales continue to outperform industry expectations, Nintendo 
has struggled to gain third party AAA support for the console
 When EA brought FIFA 18 to the platform, the company opted for a limited version of the game 

using a custom engine because they were unable to adapt their Frostbite engine for the console
 EA’s Chief Financial Officer, Blake Jorgensen, publicly noted that the company is reticent to 

further support the console, waiting to see what its first year performance will be
• On the other hand, some AAA publishers have surprisingly been more open to releasing 

their titles on the platform
 2K Games was able to bring NBA 2K18 to the Switch and is now even bringing WWE 2K18 to 

the platform
 Rockstar, a sister company to 2K, also re-released L.A. Noire for the Switch alongside re-

releases for Xbox One and PS4
 Bethesda, having already been a launch partner for Nintendo with Skyrim Special Edition, has 

expanded its support for the console with the release of DOOM and the upcoming release of 
Wolfenstein II: The New Colossus for Switch
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• One tactic that Nintendo has employed to further coax third-party Switch support is the lending of the 
company’s first-party IP to help third-party games better resonate with the core Nintendo audience
 Mario + Rabbids Kingdom Battle is the most significant example of this strategy, with Ubisoft reporting that 

the title single-handedly generated 19% of the company’s Fiscal Q2 2018 revenue
 The company is also bringing Metroid- and Mario-themed cars to Psyonix’s Rocket League and has 

partnered with Bethesda to bring Zelda Amiibo support for The Elder Scrolls V: Skyrim Special Edition
• Nintendo has used this strategy as far back as the GameCube era, with titles like Soul Calibur II and 

NBA Street V3 featuring characters from classic Nintendo IP
• It’s also worth mentioning that the company is applying this cross-promotion strategy to one of its 

own upcoming titles, Xenoblade Chronicles 2, with Nintendo having added a new side quest based 
on the game The Legend of Zelda: Breath of the Wild
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 Citing this higher cost for manufacturing Switch cartridges, 
publisher Grey Box sold the physical copy of RiME for $10 
more than its PS4 and Xbox One counterparts

 Storage constraints are also forcing publishers to ship 
physical copies of their games with large required 
downloads, as seen with L.A. Noire’s 14GB and WWE 
2K18’s 24GB day-one download for Switch

• To help offset these poor COGS, IDG channel checks 
indicate that Nintendo may be experimenting with retail 
boxes for download-only software codes
 The company tried this strategy with Splatoon 2 in Japan 

and the Super Mario Odyssey Limited Edition Switch 
hardware bundle
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• Third party support for the Switch is further exacerbated by the much higher Cost of Goods Sold 
(COGS) for the console’s game cartridges compared to Xbox One and PS4 discs

• The cost of each cartridge unit scales based on its capacity, which ranges from 1GB to 32GB (16GB 
is reportedly the standard capacity)
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US Top 15 Console Publishers by Physical SW Revenue – Q1-Q3 ’17

The top 10 
publishers in 
the US 
captured 
86% market 
share from Q1-
Q3 2017

All Other
$147M

#15 Telltale Games
$15M

#14 
505 
Games
$18M

Nintendo’s self-published Switch 
titles accounted for 56% of the 
company’s physical software 

revenue from Q1-Q3 2017, vs. 29% 
from 3DS and 13% from Wii U

EA has moved up to the 
#2 spot, driven primarily 
by strong performance 
from Madden NFL 18

Destiny 2 became Activision Blizzard’s 
best-selling title from Q1-Q3 2017 and 

pushed the company to the #3 spot

Sony’s rank fell 
to #6 due to a 

lack of major new 
titles in Q3 2017 

outside of 
Uncharted: The 

Lost Legacy

NBA 2K18 became the 
second best-selling 

title in the US from Q1-
Q3 2017 and brought 
Take-Two up to the #4 

spot
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Rank Title Unit Sales

1 Madden NFL 18 1.46M

2 NBA 2K18 1.30M

3 Destiny 2 1.21M

4 Grand Theft Auto V 548K

5 Splatoon 2 524K

6 Crash Bandicoot N. Sane Trilogy 452K

7 The Legend Of Zelda: Breath Of The Wild 391K

8 Mario Kart 8 Deluxe 351K

9 FIFA 18 318K

10 Minecraft 295K
Note: Unit sales capture Q3 2017 only



Copyright © 2017 IDG CONSULTING

SALES TIERS BY SKU – Q1-Q3 ’17 VS. Q1-Q3 ’16

27

The same number of SKUs have 
sold 1M+ units, but generating 
slightly greater sales in 2017

A far greater number of SKUs 
are falling into the 500K-1M 

range this year

The number of SKUs selling 
100-500K is down 20% in 2017

The pool of SKUs that have sold 
fewer than 100K units is 

relatively changed
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Note: Y-axis indicates aggregated sales volume, bubble size indicates aggregated sales revenue

There is only 1 additional title that 
has sold 1M+ thus far in 2017 

compared to the previous year

The 500K-1M range of titles has 
shown a slight decrease in 2017

Significantly fewer titles have 
sold 100-500K in 2017

The number of titles that have 
sold fewer than 100K has shown a 

material  increase in 2017



WESTERN EUROPE  
Q1-Q3 ’17 PERFORMANCE
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WESTERN EUROPE HARDWARE
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• Q1-Q3 2017 hardware sales were up by a 
consequential amount year-over-year with units up 
37% and revenues up 34% to €1.75B

• Due to more muted y/y drops for legacy platforms 
and stronger y/y increase for the PS4, Europe 
surpassed the US in terms of unit sales by 5%

 PS3, PS4 and 3DS hardware units were 17%, 19% and 
15% higher respectively in Europe versus the US for the 
first nine months in 2017

 On the other hand, Xbox One and Switch hardware sales 
were 51% and 35% lower respectively in Europe versus the 
US

• Similarly to the US, the PS4 was the top-selling 
device in Europe, accounting for 47% of total units, 
or 3.0M units, and 53% of revenues

• The Nintendo Switch came in second with 24% of 
units, or 1.5M units and 28% of revenues

• Despite the launch of the hybrid Switch console 
this year, the 3DS still managed to grow a modest 
amount and hold the #3 spot for top-selling device 
on a volume basis, but was surpassed by the Xbox 
One in terms of revenue
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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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*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

• For the first nine months of the year, software 
sales were up 15% y/y in terms of volume and 
16% y/y in terms of value, reaching €2.23B

• PS4 was by far the best-selling platform for 
software, accounting for more than half of all sales
 The release of Uncharted: The Lost Legacy in August, 

helped boost PS4 units from an increase of 16% y/y 
for the first half of the year, to growth of 38% y/y for 
the first nine months

• Xbox One also saw an increase in software sales 
although more muted
 Xbox One-to-PS4 software sales ratio was 1:4 in Q1-

Q3 2017 versus 1:3 a year prior

• Market shares shifted in favor of Sony and 
Nintendo on a year-over-year basis
 Sony’s share grew from 53% in Q1-Q3 2016 to 56% 

in Q1-Q3 2017
 Microsoft’s share dropped from 19% in Q1-Q3 2016 to 

15% in Q1-Q3 2017
 Nintendo’s share grew from 19% in Q1-Q3 2016 to 

22% in Q1-Q3 2017
 PC’s share dropped from 10% in Q1-Q3 2016 to 7% 

in Q1-Q3 2017
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*Platforms with less than 1% market share are not labeled
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Germany remained the
top generating country 

for video game sales, 
with nearly a quarter of 
all HW and SW sales, 

followed by the UK and 
France

Note: For the purpose of this chart, Western Europe only includes the UK, France, Germany, Spain, Italy, Benelux and Nordic
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• According to a study led by UK’s industry trade body Ukie, two-fifths of gaming companies are 
considering relocating outside of the UK as a result of Brexit

• The fear of gaming companies leaving the UK has however been recently alleviated following the 
European Commission’s move to extend the UK’s Video Game Tax Relief (VGTR) until March 31st

2023
 So far in 2017, UK’s VGTR has aided in the development of 161 games with budgets totaling £160M
 Since its introduction in April 2014, the VGTR has paid out £119M to developers, £73M of which were in 2016 

and 2017
• Most countries in Europe including the UK, France, Spain and the Nordic countries have a system in 

place for tax breaks within the video game industry, but Italy has been the exception, where the 
government has been struggling to pass VGTR proposals for the industry and encourage local 
investment

• In Sweden, a chemical tax of 400 SEK was recently introduced, which adds ~40 EUR to the price of 
consoles. As a result, Swedish hardware sales figures may begin to shrink, and software rates may 
see artificial inflation, as gamers opt to purchase consoles from Germany via retailers like Amazon.
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• Europe is home to several major video game trade fairs—Paris Games Week organized 
by the SELL, Barcelona Games World organized by AEVI, and Gamescom organized by 
the BIU
 Gamescom—which took place from August 22 through August 26 this year—still stands out as 

the most important show in Europe for video games but very few announcements were made 
this year

▲ Attendance numbers were up again in 2017 to 335K visitors and 919 companies across 54 countries
 More announcements were made during the Paris Games Week, which took place November 1-

5th, 2017, including the future releases of Sucker Punch’s open-world adventure game Ghost of 
Tsushima, indie adventure game Spelunky 2, side-scrolling adventure game Guacamelee! 2, 
and puzzle game The Gardens Between

 Attendance for the Barcelona Games World convention, which took place October 5-8th, 2017, 
was up 11% y/y with 135K visitors and 35% more companies than the prior year of 210 
exhibitors, and proved profitable for both AEVI and participating publishers
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• The Nintendo Switch continues to perform strongly in Europe with nearly 1.6 million units 
sold through September, representing a quarter of all hardware sold
 Nintendo has been investing heavily in advertising across Europe

▲ Massive spending in the UK has brought Nintendo up to the #16 spot in the overall Top 20 UK advertisers 
for above the line advertising according to 4C Insights

▲ Nintendo ranks within the top 10 TV advertisers in France, which helped the publisher boost itself to the #1 
publisher spot for Q3 2017

х France was the top-selling country in Europe for Switch consoles through September

• PlayStation still dominates in Europe with 3.1 million PS4 units sold through the first nine 
months, or 27% more units than sold in the US
 Germany was by far the strongest country for PS4 sales, followed by the UK and France
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• Microsoft has failed to make inroads in Western Europe with the Xbox One
 Just a little over 700K units of Xbox One consoles sold in Q1-Q3 2017 in Western Europe, or less 

than a quarter of PS4’s sales and half of Xbox One sales in the US
 Microsoft appears to be moving toward leveraging influencers and YouTube to market the console 

in the region
 While there is positive sentiment about the quality of the new Xbox One X console, the lack of 

games that fully utilize the Xbox One X’s capabilities has resulted in lukewarm reception in 
continental Europe, and presale figures at multiple retail locations including Amazon, Media Markt, 
Saturn, and GameStop have been weak

 Since the Xbox One X targets early upgraders, the low installed base of Xbox One in Europe has 
definitely affected interest for the X model

 At the same time, the One X’s launch numbers in the UK have been solid, posting 80K units in 
Week 1. It must be noted that Xbox has historically overindexed in the UK, however.
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UK Top 10 Publishers by Physical SW Revenue – Q1-Q3 ’17
All Other
8.4%
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Germany Top 10 Publishers by Physical SW Revenue – Q1-Q3 ’17
All Other
9.4%

Bethesda
2.6%
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France Top 10 Publishers by Physical SW Revenue – Q1-Q3 ’17
All Other
13.9%
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Spain Top 10 Publishers by Physical SW Revenue – Q1-Q3 ’17
All Other
4.6%

2.1%
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Italy Top 10 Publishers by Physical SW Revenue – Q1-Q3 ’17
All Other
6.3%
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Benelux Top 10 Publishers by Physical SW Revenue – Q1-Q3 ’17
All Other
8.0%

Bethesda
2.0%
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The Nordic Top 10 Publishers by Physical SW Revenue – Q1-Q3 ’17
All Other
9.0%
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Rank Title Unit Sales

1 FIFA 18 824K

2 Destiny 2 277K

3 Crash Bandicoot N. Sane Trilogy 176K

4 Uncharted: The Lost Legacy 136K

5 Grand Theft Auto V 115K

6 Forza Horizon 3 73K

7 Fallout 4 68K

8 Splatoon 2 67K

9 F1 2017 64K

10 Minecraft 61K
Note: Unit sales capture Q3 2017 only
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Rank Title Unit Sales

1 FIFA 18 687K

2 Destiny 2 110K

3 Uncharted: The Lost Legacy 98K

4 Crash Bandicoot N. Sane Trilogy 86K

5 Grand Theft Auto V 90K

6 Splatoon 2 62K

7 F1 2017 55K

8 Mario Kart 8 Deluxe 50K

9 Project Cars 2 47K

10 Pro Evolution Soccer 2018 30K
Note: Unit sales capture Q3 2017 only
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Rank Title Unit Sales

1 FIFA 18 659K

2 Crash Bandicoot N. Sane Trilogy 126K

3 Destiny 2 120K

4 Uncharted: The Lost Legacy 92K

5 Splatoon 2 91K

6 Mario Kart 8 Deluxe 68K

7 Call of Duty: Infinite Warfare 66K

8 NBA 2K18 65K

9 Mario + Rabbids Kingdom Battle 57K

10 Grand Theft Auto V 56K
Note: Unit sales capture Q3 2017 only
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Rank Title Unit Sales

1 FIFA 18 213K

2 Destiny 2 28K

3 Pro Evolution Soccer 2018 25K

4 NBA 2K18 23K

5 Mario + Rabbids Kingdom Battle 21K

6 Mario Kart 8 Deluxe 11K

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

8 Pokken Tournament 5K

9 Splatoon 2 5K

10 Project Cars 2 5K
Note: Unit sales capture Q3 2017 only
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Rank Title Unit Sales

1 FIFA 18 238K

2 Destiny 2 33K

3 Pro Evolution Soccer 2018 30K

4 NBA 2K18 24K

5 Mario + Rabbids Kingdom Battle 23K

6 Mario Kart 8 Deluxe 12K

7 The Legend of Zelda: Breath of the Wild 10K

8 F1 2017 7K

9 Uncharted: The Lost Legacy 7K

10 Project Cars 2 6K
Note: Unit sales capture Q3 2017 only
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Rank Title Unit Sales

1 FIFA 18 213K

2 Destiny 2 28K

3 Pro Evolution Soccer 2018 25K

4 NBA 2K18 23K

5 Mario + Rabbids Kingdom Battle 21K

6 Mario Kart 8 Deluxe 11K

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

8 Pokken Tournament 5K

9 Splatoon 2 5K

10 Project Cars 2 5K
Note: Unit sales capture Q3 2017 only
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Rank Title Unit Sales

1 FIFA 18 112K

2 Destiny 2 21K

3 Mario + Rabbids Kingdom Battle 8K

4 Pro Evolution Soccer 2018 7K

5 Uncharted: The Lost Legacy 7K

6 NBA 2K18 7K

7 Crash Bandicoot N. Sane Trilogy 7K

8 Project Cars 2 6K

9 The Legend of Zelda: Breath of the Wild 5K

10 F1 2017 5K
Note: Unit sales capture Q3 2017 only



JAPAN
Q1-Q3 ’17 PERFORMANCE
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*Year-over-year growth for the Switch was calculated by aggregating Switch and Wii U sales

• Japan’s hardware market was up substantially in 
Q1-Q3 2017, with hardware units up 59% y/y 
and hardware revenues up an impressive 68% 
y/y to ¥124.1B

• Much of the market’s growth can be attributed to 
the success of the Switch, which outsold all 
other platforms and accounted for 36% of units 
and 42% of revenues

• Switch’s hybrid form factor that allows for 
portability did not seem to cannibalize the 3DS 
line, with sales for the handheld coming in 
second place in terms of volume, accounting for 
28% of total HW sales for the first nine months

• The only market that has still upheld PS Vita has 
been Japan, but this support dwindled to 
minimal levels in 2017 with the handheld’s share 
shrinking from 22% in Q1-Q3 2016 to 7% in Q1-
Q3 2017
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*Year-over-year growth for the Switch was calculated by aggregating Switch and Wii U sales

• Q1-Q3 2017 SW volume and revenue were up 7% 
and 10% y/y, respectively, generating ¥126.8B

• Switch SW sales were softest in Japan among the 
three profiled territories in this report, with a 2.0 tie 
ratio in Japan compared to a 2.3 tie ratio in the US 
and 2.4 in Western Europe

• The newly released Splatoon 2, however, has 
seen greater success in Japan with 34% of total 
Switch SW units attributed to the game vs. 23% in 
the US

• Nintendo grew its market share year-over-year 
from 51% to 61% in terms of volume and from 
42% to 54% in terms of value, while PlayStation’s 
share shrank from 49% to 39% in terms of volume 
and from 58% to 46% in terms of value

• Microsoft’s share remained infinitesimal in Japan 
with a 0.1% share both in terms of volume and 
value

• Dragon Quest XI: Echoes of an Elusive Age was 
the top selling title during the quarter, accounting 
for 19% of PS4 and 3DS software sales
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Demand for 3DS has generally been diminished 
with the introduction of each new model

New 2DS XL is outselling the original 2DS at its launch by 2x, 
but underselling the 2014’s New 3DS XL launch figures by multiples
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The DS line, which was the dominant platform for many 
years, is beginning to lose ground to PS4 and Switch
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Console gaming revenue has 
managed to pull out of its multi-
year decline in recent years…
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Handheld Gaming Revenue* vs. Mobile Gaming Revenue

Handheld gaming revenue, on 
the other hand, continues to 
decline in-step with mobile 
gaming revenue’s rise

*In order to make comparisons as apples-to-apples as possible, console and handheld gaming revenue in these graphs includes software only—no hardware
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As a result of the trends outlined on the prior slide, handhelds are on track to lose their 
dominance over consoles for the first time since the DS first rose to dominance
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Japan Top 15 Publishers by Physical SW Units – Q1-Q3 ’17

The top 15 
publishers 
captured 90% 
of the 
Japanese 
market from 
Q1-Q3 2017

All Other
2.15M

Mario Kart 8 Deluxe and
The Legend of Zelda: Breath of the Wild 

for Switch were the #4 and #5 SKUs
in H1 ’17

#13 
Nippon 
Columbia 
0.19M

#14 
Marvelous 
0.15M

#15 
Rockstar 
Games
0.14M

Dragon Quest XI: Echoes of an 
Elusive Age on 3DS and PS4 

became the best-selling title of 2017 
so far and propelled Square Enix to 

the #2 spot

Splatoon 2 launched to be Nintendo’s 
best-selling title for Switch in Japan so 
far in 2017, keeping Nintendo as the top 

publisher in the region
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Rank Title Unit Sales

1 Dragon Quest XI: Echoes of an Elusive Age 3.02M

2 Splatoon 2 1.21M

5 Monster Hunter XX 184K

3 The Snack World: TreJarers 172K

4 Gundam Versus 164K

6 Mario Kart 8 Deluxe 149K

7 Hey! Pikmin 146K

8 Everybody's Golf 145K

9 Final Fantasy XII: The Zodiac Age 138K

10 Layton's Mystery Journey: Katrielle and the Millionaires' Conspiracy 122K
Note: Unit sales capture Q3 2017 only



REVIEW OF CHANGES TO 
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• IDG kept its Xbox One forecast for 2017 at 3.8M units, but lowered outer years by 6%  over the 
2018-2021 timeframe

• Rationales include:
 Xbox One X sales will help move units but not more than IDG initially expected
 PUBG could have an uplifting effect for the console but no strong first-party software is in 

the pipeline
 IDG believes that Xbox One X sales could falter by the end of 2018 without promotional 

activity to help stimulate further demand
 Although IDG lowered its overall Xbox One forecast in most years, a boost was given to 

the 2021 estimate, assuming a new Xbox SKU will be launched in Holiday 2020

• IDG raised its PS4 forecast for 2017 by 300K units. IDG also increased its forecast in 
future years, or a total increase of 7% over the 2017-2021 5-year span.

• Rationales include:
 Thanks in part to outperformance in Q3, the PS4 has sold 13% more units in Q1-Q3 

2017 compared to the prior year
 The share of PS4 Pro sales was down slightly from September to October, but is still 

up compared to each month since its launch, which could indicate that consumers 
have had the opportunity to digest the available information on the Xbox One X and 
chosen to purchase the PS4 Pro over the new Xbox One X
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• After having raised its 2021 forecast in the prior August forecast update, IDG kept its 
Switch forecast across all years

• Rationales include:
 Although Nintendo increased its worldwide Switch shipment forecast from 10M to 

14M for its fiscal year ending March 2018, IDG believes Switch sales during the 
holidays will be limited by supply rather than by demand

 While Nintendo has had some smashing successes for the Switch in 2017 with 
titles such as The Legend of Zelda: Breath of the Wild and Super Mario Odyssey, 
it has yet to be seen if Nintendo can keep the pace in future years with equally 
compelling first-party titles

• IDG maintained its 3DS forecast for all years
• Rationales include:

 Although the 3DS is only down 27% y/y through September, IDG believes that gap 
will widen as the year progresses given that no brand new Pokémon titles are on the 
horizon (2016 benefited from Pokémon Sun and Moon), and no ancillary sales 
generator such as the Pokémon GO effect

 With recent news that the Nintendo Switch is more frequently used detached from 
the dock in its portable form factor than it is used while attached to its dock, IDG 
expects there could be some greater cannibalization of 3DS sales due to the Switch
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• IDG raised its PS4 forecast for 2017 by 500K, and 2018 by another 200K units but kept 
future years unchanged

• Rationales include:
 PS4 sales were particularly strong in Germany, with the latter becoming Sony’s 

strongest market in Europe
 Playlink, which merges mobile and console gaming, could provide a temporary 

boost to sales in Europe
 Several platform exclusive titles—including Uncharted: The Lost Legacy and Crash 

Bandicoot N. Sane Trilogy—have helped the PS4 gain momentum in Europe

• Xbox One’s forecast was maintained for 2017 but dropped slightly in future years for a total 
decline of -3% over the 2018-2021 timeframe

• Rationales include:
 Xbox One sales are down over 30% y/y in its strongest market, the UK
 The UK has been experiencing supply issues of the new Xbox One X, possibly due to 

Microsoft focusing its sales and marketing efforts on the US market rather than on the 
European market

 Pre-sales have been low for the Xbox One X in Europe, although UK launch 
performance was solid



Copyright © 2017 IDG CONSULTING

CHANGES TO IDG FORECAST – W. EUROPE (CONT’D)

65

• IDG raised its forecast for the Switch by 300K in 2017 but maintained its forecast in 
the outer years

• Rationales include:
 Nintendo has already sold 1.6M units of its new console in Europe through 

September
 Supply constraints are starting to be alleviated in Europe
 There has been a strong push on Nintendo’s part with regards to advertising 

across all of Europe, particularly in France

• IDG moved its 3DS forecast up slightly by 100K in 2017
• Rationales include:

 3DS sales have already reached 1.1M units in Europe through September
 While 3DS volume sales have dropped year-over-year in some of the strongest 

Western European markets, sales were stronger than expected in the Nordic region, 
Italy, Benelux and Germany
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• IDG’s forecast for PS4 sales in Japan remains unchanged
• Rationales include:

 Year-to-date sales for the PS4 are on track to slightly exceed IDG’s current 2017 
forecast, but IDG believes the outperformance is only due to a temporary bump from 
Dragon Quest XI’s release in late July, with hardware sales expected to subside in 
the remainder of the year

 The PS4 Pro has not had as much of an impact on the Japanese market, with its 
share of total PS4 hardware fluctuating between 15% and 25% depending on the 
month

• IDG kept its 2017 forecast for the PS Vita unchanged for 2017, but lowered its 2018 
slightly by 50K units

• Rationales include:
 Q1-Q3 2017 showed a significant drop of ~50%, which IDG was predicting
 No new growth catalysts are expected in Q4 to reverse this downward trend
 While IDG predicts that 2017 will be the last year of hardware sales for the PS Vita in 

the US, Sony’s handheld is expected to keep selling through 2020 in Japan thanks 
to occasional releases of Japanese-centric titles
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• The Switch’s forecast was raised in all years for a total increase of +8%
• Rationales include:

 2017’s forecast was raised by 300K to 2.6M given that sales through 
September have already reached 1.7M units

 The Switch’s share of total hardware units has consistently been over 40% in 
recent months

 IDG expects stronger growth in Q4 thanks to Splatoon 2 and Super Mario 
Odyssey

• IDG maintained its 3DS forecast across all years
• Rationales include:

 A marked increase in hardware sales were noted in July and August, but IDG 
attributes it to the release of Dragon Quest XI and does not expect it to hold over the 
remainder of the year

 IDG still believes that the 3DS sales tail will be longer in Japan than in other 
territories thanks to the greater adoption of new models, such as the New 2DS XL, 
which launched in July 2017, and has been accounting for well over half of total 3DS 
sales in Japan since its release
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