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METHODOLOGY
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• In this report, IDG covers digital games sales that are 

not covered by the main retail tracking services

• All digital gaming revenue is categorized into one of the 

following three platforms: mobile devices (including 

tablets), gaming consoles, or PCs

• Europe encompasses all countries in Western, Central 

and Eastern Europe

• Asia only includes China, Hong Kong, South Korea and 

Japan

• Rest of World territories include Canada, Latin America, 

Southeast Asia, Africa, India, Middle East, Australia/ 

New Zealand

I D G ’ S  D I G I T A L  C A T E G O R I E S
MOBILE
Gaming revenues derived from mobile phones and tablets

DIGITAL CONSOLE
Gaming revenues derived from console and handheld online networks

DIGITAL PC
Gaming revenues for PC-based games that do not include a retail-based transaction

iOS Android

RPG MOBA

MSFT XBL Sony PSN Nintendo eShop

Shooter Casual Other

• In developing its digital gaming forecast, IDG leverages and triangulates among as many primary resources as possible, including

company earnings reports and industry channel checks with key stakeholders for market intelligence across publishers, platform 

holders, manufacturers, retailers and other contacts. Secondarily, IDG considers information available from digital data tracking 

services as well as other analyst research for validation purposes. 

• Forecast figures in charts have been rounded to the nearest $10M for numbers >$10M and to the nearest $1M for figures <$10M



Copyright © 2018 IDG CONSULTING

EXECUTIVE SUMMARY
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• According to IDG estimates, the global digital gaming market is set to grow 19% year-over-

year and reach $141 billion in 2018

• IDG expects the market will grow at a 5-year CAGR of 9% and reach $184 billion by 2022

• Asia accounts for nearly half of all digital revenues with 48% share, followed by the US, 

Europe, and Rest of World with 23%, 17%, and 11% of revenues respectively

▪ Revenues will see decent-sized expansion in all territories, with Rest of World countries showing 

the highest 5-year CAGR of 17% compared to 11% in Europe and 7% in Asia and the US

• The Mobile market is the largest revenue driver with 56% market share in 2018, compared 

to 32% share for Digital PC and 12% share for Digital Console

▪ Digital Console is expected to see the strongest growth, growing at a 5-year CAGR of 15%, 

versus 10% for the Mobile segment and 6% for Digital PC

• DLC/Virtual Goods are the leading form of monetization in the digital gaming space 

generating $109 billion in 2018 versus $14 billion for full game/app purchases, $11 billion 

for advertising and $7 billion for subscription revenue



MOBILE
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MOBILE SEGMENT SNAPSHOT

* Mobile games as percentage of worldwide digital game revenues

** Based on 2017 worldwide revenue estimates
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SUMMARY OF FORECAST – MOBILE 
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• This quarter’s mobile revenue sees significant changes across all territories, including a 

retroactive adjustment to 2017’s revenue estimate

▪ The change is due to greater clarity on the size of the mobile games market, particularly in 

terms of advertising’s growing share of revenue

• IDG boosted the US’s 2018 growth rate incrementally due to stronger-than-expected 

growth in H1 but maintained the trajectory of all other territories

▪ The mobile version of Fortnite is especially popular in the US, increasing the US’s global share 

of mobile games revenue in 2018 from 19% in the prior forecast to 20% in the latest forecast

▪ PUBG Mobile’s global market share is more evenly split across territories, in terms of revenue, 

but this is because the Chinese market had not received the ability to make in-app purchases 

during the quarter covered by this report

• Asia remains the largest territory with almost 3x the market size of the US

• The total mobile games market is now projected to exceed $100 billion by 2021, 

increasing to $105 billion by 2022—a 5-year compounded annual growth rate (CAGR) of 

10%
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ASYMMETRICAL MULTIPLAYER – IDENTITY V
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• NetEase’s recent release for mobile platforms, Identity V, has been garnering praise and interest for 

its novel and fun gameplay

▪ Officially released in China since March, but globally released on Android and iOS since July, the F2P game 

has already been downloaded 100 million times and has reached over 10 million DAUs

• Identity V’s key novelty is that it features synchronous asymmetrical multiplayer, with four “Survivor” 

players pitted against a solo “Hunter” player

▪ However, this feature was originally featured in Behaviour Interactive’s Dead by Daylight for PC and console, 

with a similar suspenseful horror theme as well, and NetEase later revealed that Behaviour’s team was 

consulted on the design of Identity V

• On Steam, Dead by Daylight enjoyed popularity across the US, Asia, Europe and RoW markets, so 

Identity V’s potential to appeal to audiences outside of China is certainly promising

• If Identity V performs well globally, it would not be surprising to see more companies experimenting 

with asymmetrical multiplayer designs as a way to “freshen up” their offerings

▪ Like Battle Royale, this type of game design is something that would be relatively easy to “tack on” to an 

existing game franchise as an optional play mode
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HONOUR OF KINGS ANALYSIS
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• The biggest mobile game in the world, Tencent’s Honour of Kings (aka Arena of Valor), is really only 

a major game in a handful of countries within Asia

• Why is such a popular title, with the backing of one of the most influential publishers in the world, 

failing to gain traction in other markets?
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HONOUR OF KINGS ANALYSIS (CONT’D)
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• There are several factors that could be contributing to Honour of Kings’ failure to attract more 

popularity in Western markets

▪ Local publisher - The countries in which HoK is outperforming have a local publisher. However, this doesn’t 

explain the entire issue as HoK is locally published on South Korea’s Kakao network via Netmarble, and only 

0.2% of South Korea’s mobile games revenue in H1’18 were from HoK.

▪ Wrong market demo – The bigger factor could be a mismatch of the game and its target demographic. HoK

is a game that falls somewhere between mid-core and hardcore. While many Asian gamers are comfortable 

playing mid-to hardcore games on mobile devices, within Western markets, mobile gamers prefer mid-core 

games, and hardcore MOBA players play primarily on PC. This means that HoK lands in a no-man’s land 

where it’s too hardcore for most mobile players, but too mid-core to entice PC players to try the game out on 

mobile. It’s a similar issue of mismatched genre/platform in South Korea’s case, where the top grossing 

mobile games strongly favor RPGs or casual genres, while PC remains the platform of choice of hardcore 

multiplayer genres such as MOBAs and Shooters.

• On the positive side, Honour of Kings’ potential on Switch is more promising, as Switch’s audience 

tends to straddle between the mid-core and hardcore spectrum. HoK could be just the kind of more 

accessible entry point title Switch’s less-core market needs to test out the MOBA genre.
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DEEP DIVE ON HQ TRIVIA
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• Intermedia Labs’ HQ - Live Trivia Game Show, released near the end of 2017, has exceeded 10 

million downloads with its unique game format

▪ The game runs live trivia events at set times each day, with a real person hosting each game, speaking to 

players as if they were having a one-on-one conversation

▪ There are 8-15 questions per event, and once a player answers a question incorrectly, they are eliminated 

from the rest of the game, though they are still able to spectate

▪ Questions become increasingly harder as the rounds progress, and a cash prize is split across all players 

who answer the final question correctly

▪ The cash prize ranges from $5,000 to $25,000, with weekends featuring larger cash prizes; however, the 

larger pot also attracts a larger crowd, so the larger prize does not necessarily equate to bigger winnings per 

person

▪ The game monetizes primarily via ads, which were implemented in recent months after downloads exceeded 

10 million, with sponsorships including big brands such as Warner Bros. and Nike

▪ Monthly downloads were in the 2M range for a few months and viewership was as high as 1M+ per event, but 

downloads and viewership have dropped considerably since advertising began

▪ Perhaps in a bid to increase engagement, HQ seems to have recently made questions easier, but the greater 

number of winners has resulted in smaller prizes for winners, typically in the <$1 USD range. It is highly likely 

that this change will result in the opposite of the desired result, and may drive players away instead. 
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DEEP DIVE ON HQ TRIVIA (CONT’D)
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• The most recent development within HQ is the implementation of in-app purchases; players can 

purchase extra lives to rejoin an event that they have been eliminated from, with the caveat that the 

extra life cannot be used on the final question

▪ Previously, extra lives could only be earned by referring new players to the game

▪ The current pricing structure is a poor value for players, as spending $3.99 USD on an extra life for a chance 

to win $0.50 is not a wise investment

▪ In addition, this form of monetization toes the line between what constitutes gambling, since one might argue 

players are essentially buying chances to win a cash prize

• HQ still has many kinks to work out to fully capitalize on its mass market appeal, but in the 

meantime, it has proven that there is strong market potential for live event-based mobile games

▪ Mobile esports would be the most obvious beneficiary of wider market acceptance of events-based mobile 

game programming

▪ HQ could also partner with more brands that tie in directly with the subject matter of specific questions. For 

example, a sports apparel brand could have integrations with a sports-themed trivia event.

▪ Event-driven mobile programming hearkens back to the olden days of must-see TV
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NINTENDO’S NEXT STEPS
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• In April, Nintendo announced its latest endeavor to expand its mobile catalog—a partnership with 

Cygames (best known as the developer of hit mobile game Granblue Fantasy) to produce a brand-

new action RPG IP entitled Dragalia Lost

• What We Know:

▪ This partnership sees Nintendo deepening its relationship with DeNA, which owns 24% of Cygames, with 

Nintendo acquiring a 5% share in Cygames

▪ This is Nintendo’s first original IP for mobile (assuming one agrees that Miitomo was not truly original IP as it 

was more of an extension of the Wii’s Miiverse)

▪ The game is expected to release in Japan and a few Chinese-speaking markets this summer, but an official 

release date has still not been announced. A global release is coming later, including to Western markets.

▪ The game has been in secret development for some time, with even Cygames developers not involved in the 

project surprised at the official April announcement from Nintendo

▪ Nintendo has been running a rewarded pre-registration program, with bonuses based on the number of pre-

registered accounts. More than 300,000 players have pre-registered for the game. The highest reward tier is 

500,000 pre-registrations.
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NINTENDO’S NEXT STEPS (CONT’D)
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• IDG’s Thoughts:

▪ It’s about time for Nintendo to create a game from the ground-up for mobile platforms, and collaboration with 

an experienced mobile-first development team is a smart move

▪ On the other hand, though technically “original,” the game’s design seems like a mash-up of numerous other 

JRPGs already in the market, including Puzzle & Dragons, Final Fantasy, Kingdom Hearts, Cygames’s own 

Granblue Fantasy (which itself takes clear inspiration from Final Fantasy) and even Pokémon. Hopefully, in 

spite of the game taking inspiration from other popular titles, Dragalia Lost is not too “derivative” and able to 

find a unique voice of its own. 

▪ Notably, China and South Korea are not included in the initial lists of release markets. Most likely, since these 

are such important markets, Nintendo wants to do thorough beta testing in smaller markets before releasing 

in China and South Korea.

▪ Not much information has been released on the game’s monetization model, but based on the detailed 

character specs that have been releasing regularly leading up to the game’s launch, it would be a pretty safe 

bet to guess Dragalia Lost will utilize character or dragon collection to drive microtransactions, similar to 

Granblue Fantasy, which is estimated to have generated over $200M in the past 12 months alone

▪ Nintendo’s most successful mobile game to date, Fire Emblem Heroes, employs a similar system of 

character collection, along with a stamina ecosystem, to drive in-app purchases



Copyright © 2018 IDG CONSULTING

MOBILE ROYALE 
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• Although Fortnite and PUBG have their roots on PC and console, one can argue that 

these titles are mobile-first when looking at the success they have had on iOS and 

Android

▪ PUBG Corp announced in June that its flagship title, PUBG, sold 50 million copies on PC and 

console

▪ The publisher also stated that the game has reached 400 million total players worldwide; given 

that 50 million copies were sold on PC and Xbox One, the remaining 350 million players are 

engaging with the Battle Royale game on a mobile device

• Although PUBG Mobile is one of the top downloaded games on iOS and Android,

Fortnite is outclassing it in terms of revenues

▪ According to Sensor Tower, Fortnite generated $100 million in its first 90 days on iOS, 

compared to $5.2 million brought in by PUBG Mobile on iOS in its initial 60 days

▪ Most of Fortnite’s revenue growth was seen following the release of Season 4’s Battle Pass

▪ PUBG Corp’s introduction of the Royale Pass, a progression-based system akin to Epic’s 

Battle Pass, is reportedly having a positive impact on PUBG Mobile’s monetization, with 

Sensor Tower estimating that daily consumer spend has tripled since its inroduction
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MOBILE ROYALE (CONT’D) 

17

• Downloads of PUBG Mobile on a worldwide basis are multiples higher than downloads of Fortnite; 

however, Fortnite is estimated to have global revenue that is multiples higher than PUBG Mobile’s

▪ This is largely attributable to the fact that PUBG Mobile did not enable in-app purchases until April and then 

only in countries outside of China

▪ Also, PUBG Mobile did not release its Royale Pass until mid-June so the full revenue potential of the Royale 

Pass is not captured in the scope of the graph

• Fortnite’s primary audience is in the US, while PUBG Mobile’s audience is largely Chinese players
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CROSS-PLATFORM GAMING
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• While many popular console and PC titles have a mobile companion app, it is rare for a 

mobile game to feature a full-fledged game with cross-platform progression-and-play 

between mobile and console/PC platforms

▪ The rationale for making mobile versions of games “companions” rather than full-fledged made 

sense for a time. Mobile hardware simply did not have the capability to produce games that 

could compare to a game on console/PC, and a companion app was a great way to keep 

players of a console/PC game engaged when not at their gaming stations.

• However, in recent months, an increasing number of major titles have released full-

fledged mobile games with cross-platform progression-and-play, and the results make a 

strong case for the potential of cross-platform-enabled mobile games being even more 

lucrative than that of companion apps

▪ Fortnite is the most high-profile example, with its mobile version providing ubiquitous 

accessibility to the game, especially to youths, helping to drive engagement even higher

▪ After the success of Fallout Shelter, Bethesda announced at E3 that future titles would also 

support cross-platform progression, starting with The Elder Scroll: Legends, a card strategy 

game, and The Elder Scroll: Blades, an RPG—both titles are slated to be F2P
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CROSS-PLATFORM GAMING (CONT’D)
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• Cross-platform play between mobile and console/PC works best when a game is F2P as 

it simplifies the question of, “If a player owns the game on one platform, should he or she 

have to pay an additional fee to own it on another?”

▪ If the publisher of a premium-priced game decides the answer to this question is “yes,” then they 

face the risk of appearing greedy and generating consumer backlash

▪ Based on the potential benefit a publisher can enjoy with a cross-platform-enabled mobile game, 

it could make sense for a publisher to give free access to a game on mobile once a player 

purchases the title for console/PC, but execution would not be simple. It would probably involve 

a messy process of issuing codes for free downloads, which would then open the market up for 

re-selling codes on the black market and other exploitative mechanisms.

▪ F2P games would not have to deal with either of these two sticky scenarios
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TRY-BEFORE-YOU-BUY RETURNS 
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• Apple recently announced that apps without subscriptions can now also provide users with a free 

timed trial before locking up and requiring purchase to continue

• Premium-priced mobile games would be an obvious beneficiary of this new policy, as mobile 

gamers—being accustomed to free games—are more wary than their console/PC counterparts at 

the prospect of spending money on a game they aren’t sure they’ll enjoy

▪ A decade ago, this free trial business model, aka “try-before-you-buy,” was commonly employed among 

leading casual PC games including Plants vs. Zombies

• The only surprising aspect of this latest development is how long it took to come about, but with 

increasing research indicating that the market is reaching app-saturation, the timing may not be a 

coincidence but rather Apple’s response to a slowing app download market

• Among the top 5 countries for premium-priced mobile games—the US, UK, Germany, China and 

Japan—only one country, China, did not see steady year-over-year declines in mobile game 

purchases since 2012

▪ Granted, due to the lack of available data, these estimates do not factor in Android-based purchases in China

• As a sign of the difficulties of the paid app market, Square Enix’s Montreal studio, which developed 

paid mobile games like Hitman GO, Lara Croft GO, and Deus Ex GO, recently announced that it no 

longer makes premium-priced mobile games due to the challenging market
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APPLE KEEPING TIGHT REIN ON APP STORE 
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• The new Steam Link App, which allows Steam users to play their games on devices 

other than a PC, was made available in beta on Android in May, but Apple initially 

rejected the app from its store, stating “business conflicts”

▪ This move was an obvious effort to bar Valve from being the beneficiary of sales made through 

the app and to secure gaming revenues on Apple devices

▪ Apple later changed its guidelines to allow remote mirroring apps such as Steam Link as long as 

the app complies with certain rules

▲ These apps are not allowed to offer an interface through which a user can purchase software

▲ Instead, purchases that are made on the host device—a PC in the case of Steam Link—can be 

accessed through the app

▲ In other words, users will not have the ability to make purchases through the Steam Link App, but will 

have the ability to access their existing Steam library that was set up through their PC
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TOP IOS GAMES BY REVENUE – Q2’18 

22

Title Publisher Release

Honour of Kings Tencent Nov. 2015

Fantasy Westward Journey NetEase Feb. 2015

Fate/Grand Order Aniplex Aug. 2015

QQ Speed Tencent Dec. 2017

Monster Strike Mixi Aug. 2013

Chu Liuxiang NetEase Apr. 2018

Candy Crush Saga King Apr. 2012

Global Top Grossing - iOS Games

Title Publisher Release

Honour of Kings Tencent Nov. 2015

Fantasy Westward Journey NetEase Feb. 2015

QQ Speed Tencent Dec. 2017

China Top Grossing - iOS Games

Title Publisher Release

Monster Strike Mixi Aug. 2013

Fate/Grand Order Aniplex Aug. 2015

Knives Out NetEase Nov. 2017

Title Publisher Release

Fortnite Epic Games Mar. 2018

Candy Crush Saga King Apr. 2012

ROBLOX Roblox May 2011

Japan Top Grossing - iOS Games

US Top Grossing - iOS Games

Source: AppAnnie
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TOP IOS GAMES BY DOWNLOAD – Q2’18 
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Title Publisher Release

PUBG Mobile Tencent (PUBG Corp) Feb. 2018

Helix Jump Voodoo Feb. 2018

Fortnite Epic Games Mar. 2018

Rise Up Serkan Ozyilmaz Mar. 2018

Love Balls SuperTapx Feb. 2018

Identity V NetEase Jul. 2018

Harry Potter: 

Hogwarts Mystery
Jam City Apr. 2018

Global Top Downloads - iOS Games

Title Publisher Release

Rise Up Serkan Ozyilmaz Mar. 2018

Fortnite Epic Games Mar. 2018

Helix Jump Voodoo Feb. 2018

US Top Downloads - iOS Games

Title Publisher Release

PUBG Mobile PUBG Corp/Tencent Feb 2018

Identity V NetEase Jul. 2018

Honour of Kings Tencent Nov. 2015

Title Publisher Release

Knives Out NetEase Nov. 2017

Dragon Ball Legends Bandai Namco May 2018

Balls vs. Blocks Voodoo May 2017

China Top Downloads - iOS Games

Japan Top Downloads - iOS Games

Source: AppAnnie
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TOP GOOGLE PLAY GAMES BY REVENUE – Q2’18
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Title Publisher Release

Lineage M NCsoft Jun. 2017

Monster Strike Mixi Dec. 2013

Fate/Grand Order Aniplex Jul. 2015

Candy Crush Saga King Nov. 2012

Pokémon GO Niantic Jul. 2016

Lineage II Revolution Netmarble Dec. 2016

Dragon Ball Z Dokkan Battle Bandai Namco Jul. 2015

Global Top Grossing - Google Play Games

Title Publisher Release

Candy Crush Saga King Nov. 2012

Slotomania Playtika Dec. 2011

Pokémon GO Niantic Jul. 2016

US Top Grossing - Google Play Games

Title Publisher Release

Lineage M NCsoft Jun. 2017

Black Desert Pearl Abyss Feb. 2018

Lineage II Revolution Netmarble Dec. 2016

Title Publisher Release

Monster Strike Mixi Dec. 2013

Fate/Grand Order Aniplex Jul. 2015

Puzzle & Dragons GungHo Online Ent. Sept. 2012

South Korea Top Grossing - Games

Japan Top Grossing - Google Play Games

Source: AppAnnie
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TOP GOOGLE PLAY GAMES BY DOWNLOADS – Q2’18
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Title Publisher Release

Helix Jump Voodoo Mar. 2018

Subway Surfers Kiloo Sept. 2012

PUBG Mobile PUBG Corp Feb. 2018

Free Fire Garena Online Oct. 2017

Kick the Buddy
Playgendary

(Chill Fleet)
May 2018

Love Balls Lion Studios Apr. 2018

Granny DVloper Nov. 2017

Global Top Downloads - Google Play Games

Title Publisher Release

Helix Jump Voodoo Mar. 2018

Granny DVloper Nov. 2017

Kick the Buddy
Playgendary

(Chill Fleet)
May 2018

US Top Downloads - Google Play Games

Title Publisher Release

Ludo King Gamotronix Dec. 2016

Subway Surfers Kiloo Sept. 2012

Temple Run 2 Imangi Jan. 2013

Title Publisher Release

Helix Jump Voodoo Mar. 2018

Free Fire Garena Online Oct. 2017

Subway Surfers Kiloo Sept. 2012

India Top Downloads - Google Play Games

Brazil Top Downloads - Google Play Games

Source: AppAnnie
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Q2’18 NEWS – MOBILE 
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• In a decision that could have implications across the games industry, a US federal appeals court 

found monetization in the mobile game Big Fish Casino to constitute illegal gambling (April)

• PUBG Corp filed a copyright infringement lawsuit against NetEase for its mobile Battle Royale 

games, Knives Out and Rules of Survival (April)

• Tencent opened up its WeChat Mini Programs platform (essentially, apps within apps) to third-party 

developers and released a number of new games on the platform as well; in-app purchases made 

within Mini Programs share 40% of the revenue with Tencent (April)

• Without specifying details, PlayStation chief, John Kodera, affirmed Sony’s commitment to the 

portable games market (May)

• NetEase unveiled that Minecraft in China had reached 100 million players across PC/mobile after 

less than a year in the market (May)

• According to Sensor Tower, the iOS App Store’s greater focus on Featured Games helped increase 

the percentage of games that were downloaded by browsing visitors, and that maintaining a rating 

of 4.5 stars could significantly improve a game’s revenue potential (May)
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Q2’18 NEWS – MOBILE (CONT’D)
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• In its Q1’18 earnings, Tencent reported mobile games revenue grew 68% y/y, largely due to the 

popularity of Honour of Kings (May)

• Facebook announced that its Instant Games platform would be getting in-app purchases with a 

30% revenue share for Facebook (May)

• Nintendo’s new President Shuntaro Furukawa admitted the company has not reached a 

satisfactory profit on mobile and plans to further invest in the space (May)

• Apple unveiled at its WWDC that developers had earned $100 billion in revenue from the App Store 

to date (June)

• Finnish developer Critical Force raised funding to launch a global esports ecosystem for its popular 

mobile FPS, Critical Ops (June)

• Bethesda filed a lawsuit against Behaviour Interactive and Warner Bros., alleging that the latter's 

mobile title Westworld Mobile used copyrighted code from Fallout Shelter, which Behaviour had 

developed for Bethesda; Warner Bros. responded that Behaviour had reassured them no copyright 

code was used (June)

• Google launched the Indie Games Accelerator program for indie studios in Southeast Asia and

India developing games for Android (June)



DIGITAL PC
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Note: This is the quarterly sum of monthly average peak concurrent users (APCCU) across all Steam titles, not the 

platform itself

#2 out of 3 digital game segments **

DIGITAL PC SEGMENT SNAPSHOT

29

* Digital PC games as percentage of worldwide digital game revenues

** Based on 2017 worldwide revenue estimates
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SUMMARY OF FORECAST – DIGITAL PC
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• IDG’s Digital PC forecast saw a few significant changes in this latest update

▪ IDG recategorized revenue from Battle Royale games from within the Other category into the 

Shooter category (which was formerly the First Person Shooter category)

• This change now sees Shooter becoming the largest Digital PC games category, growing 

at an 18% 5-year CAGR thanks to the breakout popularity of Battle Royale

• IDG still expects the Other category to experience growth over the next 5 years thanks to 

the popularity of games within Strategy, Trading Card, and Survival games

• RPG’s trajectory is more moderated within the near-term but expected to see growth in 

the outer years with the release of major new titles, such as Bethesda’s recently revealed 

Starfield and Elder Scrolls VI

• Casual and MOBA are still the only categories forecasted to see declines over the 5-year 

horizon

• Overall, the global Digital PC market is forecasted to reach $45.3 billion in 2018 and 

grow to $53.1 billion by 2022, representing a 5-year CAGR of 6%
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LEAVING STEAM
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• Last quarter, Activision Blizzard unveiled that the PC version of Call of Duty: Black Ops 4 

will be released on Battle.net rather than on Steam

• This decision makes business sense for a number of reasons:

▪ Activision will no longer have to share 30% of revenue with Valve

▪ Activision will be able to cross-market BO4 to its Blizzard community, as well as market its 

Blizzard games to its CoD fanbase

▪ Battle.net’s top countries by traffic (US, Germany, Russia, and UK) align very closely with the top 

countries that own CoD’s games on Steam, so Activision Blizzard will not be creating barriers for 

any of its major audience markets

▪ The PC audience for CoD has never been as large as the audience on console, even in spite of 

Steam’s large market reach, so Activision Blizzard is not losing much by leaving the Steam 

ecosystem
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LEAVING STEAM (CONT’D) 
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• In terms of how Activision’s decision affects consumers, it is overall a net negative:

▪ Gamers will have to trade Steam’s larger community for Battle.net’s more limited one

▪ Many CoD players do not have the Battle.net launcher installed, so their PC games collection will become 

increasingly fragmented across multiple ecosystems

▪ Battle.net’s culture is more adapted to players of Blizzard games and it is not clear if Activision Blizzard will 

make the changes necessary to make Battle.net more welcoming for players of Activision games

▪ On the other hand, Battle.net’s ecosystem has stricter community regulations in place versus Valve’s overly lax 

oversight of its community, so the quality of gamers’ experience may be better on Battle.net

• What about for the industry?

▪ It’s high time for Steam’s dominance to be challenged, but Steam is so deeply entrenched in the PC market, it 

could take more than a single strong competitor to dislodge Steam from its upper echelon

▪ Therefore, IDG views it as an overall positive move for the industry, especially as a growing number of 

challengers are making a more concerted effort to compete with Steam (see next slide)

• For smaller developers/publishers, publishing on a platform other than Steam makes increasing sense 

due to the enormous glut of games released on Steam on a regular basis nowadays

▪ Publishers like Paradox Interactive and recently Bethesda with Fallout 76 have found that publishing on their 

own platforms allows them to serve an engaged audience for their games and therefore own the relationship 

with their consumers
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PLATFORM COMPETITION RAMPS UP
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• Tencent’s WeGame platform, announced in mid-2017, is finally ready to expand beyond 

China. The company announced that an international site will be released soon, starting 

with a site for Hong Kong.

▪ Even if WeGame becomes the dominant PC games platform in just China and Hong Kong, this 

is already a significant chunk of the global PC gaming market and will affect the current market 

leader, Steam, significantly

▪ The Chinese-speaking market is a layup for Tencent; whether or not the company can break into 

Western markets is a bigger question mark because even with a strong product, neither the 

company nor its products have much brand recognition outside of China

• Twitch is also working to build its status as a games-providing platform

▪ In addition to offering viewers the ability to purchase games directly from streamers’ sites, in 

March, the company began offering free games to Twitch Prime subscribers

▪ Twitch, like WeGame, has the benefit of a very strong backer with deep pockets—it is owned by 

global conglomerate Amazon
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VALVE’S DEFENSIVE STRATEGY
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• Perhaps the market’s collective efforts to usurp some of Steam’s market share is making 

Valve feel threatened, as recent years have seen Valve’s return to in-house game 

development

▪ Valve is reportedly working on several new titles, including a few VR-enabled games

▲ This is a smart move to shore up Steam’s place in the market, as a cardinal rule of the games industry is 

that software exclusivity drives platform choice

▪ Recently, Valve acquired developer Campo Santo in order to augment its game development team

• In addition, Valve has partnered with Perfect World in an effort to cement Steam’s place in 

the Chinese market

▪ The rumor mill has suggested that competitor Tencent has been pressuring the Chinese 

government to ban Steam in China—the Perfect World partnership should help ensure that the 

official Chinese version of Steam meets the government’s stringent standards
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A CO-DEPENDENT BIOME
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• Although the gaming industry is led by a select number of major games, publishers and 

developers, certain shifts in the behavior of these behemoths act as reminders that smaller 

ecosystems also buttress the gaming market

• Valve’s update to Steam’s privacy policy had a direct impact on indie developers’ ability to 

obtain funding for their games

▪ In an update to its Steam platform back in April, Valve increased privacy measures for its users, 

hiding games on Steam user accounts by default

▪ As a result of these changes, Steam Spy, an analytics tool for Steam usage that makes use of the 

Steam API in order to estimate sales numbers for titles sold on the platform, was no longer able to 

operate

▪ Following this change, the developer community lashed out given that Steam Spy had been used 

by many smaller indie studios as a source to gauge sales potential for certain games and garner 

funding from investors
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A CO-DEPENDENT BIOME (CONT’D)
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• A more positive example of how a “smaller” player can create an impact throughout the 

market is a recent move by Epic Games

• Epic made an unsolicited change to the revenue share on its Unreal Engine Marketplace to 

more strongly benefit the creators of assets on its digital storefront

▪ While Epic Games followed the common 70% / 30% revenue split on its Unreal Engine 

Marketplace until now, the company announced that it would increase the portion to 88% for 

content creators

▪ Not only is Epic implementing this policy change for current and future purchases, but also paying 

out sellers retroactively for all prior transactions dating back to the creation of the Marketplace in 

2014

▪ Although this decision can arguably be called a PR stunt on Epic Games’ part, it is also a laudable 

revision done by a video game powerhouse seeing massive success of one of its games to give 

back to designers and programmers that support it
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AN OBSCURE MARKET
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• Valve appears determined to keep certain Steam stats private

▪ Recently, developer Tyler Glaiel published a new way of estimating Steam playerbases for 

individual games by leveraging Steam Achievements; Valve promptly changed the API so that the 

method could no longer be used

• This makes sense in light of news from Valve that the company is working on its own 

“better” version of SteamSpy

▪ Valve’s proprietary suite of data analytics would most likely be exclusively for game developers

▪ It is highly unlikely that Valve would provide access to the analytics suite to the open market even 

behind a paywall

• Recent news that Steam playerbases have been in decline since the beginning of the year 

present another potential reason for Valve’s desire to obscure Steam’s performance
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SQUELCHING TOXIC SPEECH 
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• As online play becomes the main gameplay mode for most titles, publishers are working to 

strike the right balance in policing their gaming communities without alienating players

▪ Ubisoft took a hard line on its ban of players who use toxic language on Rainbow Six Siege

▲ Based on a clearly outlined Code of Conduct, Ubisoft stated its right to suspend a player’s account if 

his/her conduct is in breach of the rules

▲ Disciplinary action involves a 30-minute ban for the first offense, a 2-hour ban for the second and third 

offenses, and a possible permanent ban after three offenses

▲ Ubisoft was unapologetic in its response to a gamer who complained on Twitter that he was banned for 

using a racial slur. Rainbow Six Siege’s Twitter account simply responded with “Good.”

▪ Guild Wars 2 developer, ArenaNet, fired two employees—Jessica Price and Peter Fies—following 

an exchange they had with a streamer on Twitter

▲ When a streamer responded to a thread that Jessica Price had posted on Twitter, disagreeing with some 

of her statements, Price fired back in a manner that the company deemed unacceptable

▲ While IDG does not take a stand on whether or not ArenaNet acted too hastily by terminating their two 

employees, this culmination is a demonstration of the decisions that developers and publishers face when 

determining where to draw the line in regards to voicing personal opinions from not only the gamer 

community, but also the developer community
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ESPORTS BY BRUTE FORCE?
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• Esports is not a branch of gaming for the faint of heart—participants have been pouring imposing sums of money into 

esports in an effort to either maintain or grow their playerbase

• As IDG outlined in its Esports Thought Piece published in September 2017, it is difficult to estimate the size of the 

esports market and the direct monetary impact that publishers are seeing from their investment in the space

• Considering the colossal scale at which deals are being struck in the space, it is reasonable to wonder if contributors 

are putting the cart before the horse

• Epic announced in May that it would be providing $100 million in prize pools for Fortnite tournaments in its first year 

▪ Comparatively, the ten largest esports games gave $91 million in prize money in 2017

▪ The $100 million amount seems like a gargantuan leap past the $38 million in prize money paid out for Dota 2 tournaments, the #1 

prize money contributor in 2017
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ESPORTS BY BRUTE FORCE? (CONT’D)

40

• Overwatch fans have been able to follow the Overwatch League on streaming platforms 

such as Twitch, and the games occasionally aired on secondary sports channels including 

ESPN2 and ESPN3

• The hero shooter will now be getting more exposure through a multi-year deal struck in 

July between Blizzard and Disney to air the competitions on premium channels including 

ESPN, Disney XD and ABC

• Bringing Overwatch to traditional television suggests Blizzard’s wish to broaden the 

audience for the game and increase engagement for existing fans

• Rather than stemming from a request on the part of the Overwatch player base, Blizzard 

took it upon itself to push the league into more conventional sports circles

• It has yet to be seen whether or not fans of the Overwatch League will switch their viewing 

platform for the competitions and if the crossover between sports fans and video game 

fans is wide enough to warrant Blizzard’s new focus on traditional television programming
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TOP TITLES – STEAM – Q2’18
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Rank Title SubGenre Publisher

1 PLAYERUNKNOWN'S BATTLEGROUNDS 1st Person Shooter PUBG Corporation

2 Dota 2 MOBA Valve

3 Counter-Strike: Global Offensive 1st Person Shooter Valve

4 Tom Clancy's Rainbow Six Siege 1st Person Shooter Ubisoft

5 Grand Theft Auto V General Action Rockstar Games

6 Warframe Third-Person Shooter Digital Extremes

7 Football Manager 2018 Soccer SEGA

8 Rocket League Soccer Psyonix, Inc.

9 Team Fortress 2 1st Person Shooter Valve

10 ARK: Survival Evolved Survival Action Studio Wildcard

Source: IDG’s estimates, based on average peak concurrent users (APCCU)
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Q2’18 NEWS – DIGITAL PC 
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• Valve removed the section for Steam Machines from its hardware storefront, signaling the 

end of the company’s efforts to bring SteamOS to the mainstream (April)

• Razer opened a digital PC storefront for Steam and Uplay key codes, offering customers 

discounts on Razer peripherals and accepting payments in the company’s zGold virtual 

currency (April)

• Shortly after launching another title in April, Boss Key, the studio behind the ambitious but 

unsuccessful shooter LawBreakers, completely shut down a month later (May)

• Valve became embroiled in a bit of controversy over its choice to ban certain titles and not 

others; as a result Valve reviewed its policies and decided it would no longer impose any 

content restrictions at all and only ban illegal and deceptive games (May, June)

• Valve announced that it had partnered with Perfect World to officially launch the Steam 

store in China (June)

• EA revealed details for its new service, Origin Access Premiere, a PC gaming subscription 

that offers early access to EA’s latest first-party titles for a price of $15 per month (June)
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Q2’18 NEWS – DIGITAL PC (CONT’D)
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• PUBG went on sale for $20 (originally priced at $30) for the first time on Steam, driving a 

significant boost in users (June)

• Blizzard announced that World of Warcraft and all of its already-released expansion packs 

would be free for subscribers, although the upcoming Battle of Azeroth expansion pack 

would still be premium-priced (July)

• Valve disabled item trading and then loot boxes for CS:GO in the Benelux following 

pushback from the government over gambling regulations (July)

• Blizzard added Japan as an official region for its Heroes of the Storm esports tournament 

(July)



DIGITAL CONSOLE
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DIGITAL CONSOLE SEGMENT SNAPSHOT
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* Digital Console games as percentage of worldwide digital game revenues

** Based on 2017 worldwide revenue estimates
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SUMMARY OF FORECAST – DIGITAL CONSOLE
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• Fortnite seems to have made quite a splash in the Digital Console segment this past quarter, with all 

three platform holders reporting strong Q2 figures

• As a result, IDG increased the forecast for XBL, PSN, and Nintendo eShop’s 2018 number, with much 

of that growth categorized within the DLC/Virtual Goods revenue line

▪ The DLC/Virtual Goods revenue forecasts for 2019 and beyond are not expected to see as much growth as in 

2018 as Fortnite is expected to make its greatest impact in its initial year

▪ On the other hand, the strong reception of Fortnite is likely to open consoles up even more to F2P games, and 

so the DLC/Virtual Goods revenue forecast is now expected to grow at a 5-year CAGR of 8%, versus 6% in the 

last report

• In addition to raising Nintendo’s DLC forecast, Game Download and Subscription revenue was also 

give a slight boost in 2018 and in the outer years

▪ While Nintendo is still far behind its peers in terms of digital sales, Nintendo has been consistently making the 

right moves when it comes to its digital strategy and showing it no longer has its head in the sand when it 

comes to the importance of digital content within the games ecosystem

• Overall, the total Digital Console space is forecasted to reach $17.4 billion in 2018 and grow to $26.0 

billion by 2022, representing a 5-year CAGR of 15%
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MICROSOFT STUDIOS
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• Xbox announced a much needed boost to its first-party 

development roster this past E3 with the acquisitions of:

▪ Compulsion Games, developer of We Happy Few

▪ Undead Labs, developer of State of Decay 1 and 2

▪ The Initiative, a newly created studio headed by Crystal 

Dynamics’ Darrell Gallagher

▪ Ninja Theory, developer of Hellblade: Senua’s Sacrifice

▪ Playground Games, developer of Forza Horizon

• Many of these studios already had close relationships with 

Xbox to develop exclusive titles, but Microsoft is solidifying its 

commitment to first-party by bringing them into the fold

• This of course comes at a time when the company’s exclusive 

lineup is struggling to compete with that of Sony’s
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MICROSOFT STUDIOS (CONT’D)
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• Microsoft gaming chief Phil Spencer had hinted at major investments and acquisitions 

being made to bolster first-party earlier in the year

▪ Some outlets had reported rumors that the acquisitions could be along the scale of Electronic 

Arts or even Valve, but obviously these reports embellished the scale of Xbox’s intentions

• It will likely be several years before we see exclusive games with new or refreshed IP 

produced by these studios, but the investments show a clear focus from Microsoft to 

leverage small but experienced teams to produce high-quality content

▪ The landscape for major AAA developers has already been heavily consolidated in recent years, 

as evidenced by quick-turnaround acquisition/publishing deals for Hitman-developer IO 

Interactive and Titanfall-developer Respawn Entertainment not long after they were brought to 

the open market

▪ At the same time, investments in smaller teams are looking increasingly attractive not only to 

Xbox but other publishers like Take-Two with their Private Division label and EA with their 

Originals program, because these studios are often headed by industry veterans that have 

proven abilities to produce quality content given limited budgets
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THE ALLURE OF STREAMING 
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• Cloud gaming is a technology that has been experimented with for many years, with 

companies like OnLive having both entered and exited the space already

• Current players include Sony with the PlayStation Now service through which older 

PlayStation games can be played, and Nvidia with GeForce Now through which PC 

games can be streamed

• Streaming allows more complex games to be run on gaming consoles with limited 

storage space and processing power, such as the Switch, as some of the game 

processing can be performed in the cloud rather than locally

• In recent months, a larger-than-ever number of publishers have been voicing interest in 

launching their own streaming service in the near future

▪ During E3, Microsoft announced that the company is currently working on an Azure-based game 

streaming service that would allow gamers to play across the Xbox, PC and phone. Although no 

date has been announced, Microsoft’s head of gaming, Phil Spencer, had alluded in late 2017 to 

the fact that Xbox would have a game streaming service in the next three years.
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THE ALLURE OF STREAMING (CONT’D)
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• Publishers working on game streaming services (cont’d)

▪ While EA has been innovating with business models on its digital storefront with the EA Access 

subscription service, the company has also demonstrated its interest in streaming technology 

through its acquisition of GameFly’s cloud gaming subsidiary

▪ Nintendo is allowing certain major titles to be streamed on the Switch in Japan including 

Resident Evil 7 and Phantasy Star Online 2

▪ While specifics on the project have not been divulged, Google is reportedly working on its own 

service, codenamed Project Yeti. Some speculate that the services would be integrated with 

Google-owned YouTube to allow players to watch gameplay walkthrough videos without leaving 

their game.

▪ Yves Guillemot, Ubisoft’s CEO, publicly discussed the coming irrelevance of console 

generations, stating that more AAA content will be available on a multitude of devices as the 

streaming technology dramatically improves in the coming years, and that streaming would 

replace hardware after the next console generation 
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STREAMING’S VIABILITY
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• Why the swelling interest in game streaming? It’s possible that game streaming has been 

swept up in the same current as VR once had—the market has become so convinced 

that this tech is the “next big thing” that companies are funneling investment into the 

space simply so as not to be left behind

• However, whether market conditions are actually ready for game streaming to take off is 

not clear—in fact, IDG believes that it is still many years off from being ready

• Broadband speeds are still too slow and with the US repealing its net neutrality 

regulations, the prospect for game streaming, at least in the US, has never looked 

murkier



Copyright © 2018 IDG CONSULTING

CROSS-PLAY PR DEBACLE 
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• The long-established mindset from console makers to keep players within their ecosystem at all costs, has 

been turned on its head as an increasing number of players are consuming game content across multiple 

platforms 

▪ PlayStation had always touted itself as a company “for the players since 1995” with a memorable marketing 

performance during E3 2013—prior to the launch of the PS4—where an instructional video showed Sony President 

Shuhei Yoshida explaining “this is how you share your games on PS4” while physically handing over a game to SCEA 

head of publisher relations, Adam Boyes

▪ Sony was then seen as “the good guy” while Microsoft was under fire for its DRM policy whereby publishers could 

charge for playing used games on the Xbox One

▪ The course was reversed more recently when it was discovered in June following the release of Fortnite on Switch, 

that PS4 owners could not access their Epic accounts on Switch

▪ PlayStation allows Fortnite gamers to play alongside PC and mobile players, but has restricted cross-play and cross-

progression allowed with platforms that Sony considers to be a threat, namely the Xbox One and Nintendo Switch

▪ Just as Sony used Microsoft’s DRM blunder to its advantage in June 2013 to gain approval from its fans, Microsoft is 

now benefiting from negative sentiment about Sony’s cross-platform stance by advertising Minecraft cross-play on 

Nintendo and Xbox with the slogan “Better Together”

▪ Bethesda Game Director, Todd Howard, rubbed salt into the wound by announcing that there would be no cross-

platform play for Fallout 76 stating that PlayStation is “not as helpful as everyone would like it.”



Copyright © 2018 IDG CONSULTING

CROSS-PLAY PR DEBACLE (CONT’D)
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• Technical barriers are gradually being torn down whereby games are playable on PC, console and 

mobile

▪ Panic Button, the developer that was behind bringing Rocket League, DOOM and Wolfenstein II: The New 

Colossus to the Switch, announced in July that it would also be helping port the free-to-play FPS Warframe, 

which has been available on Xbox One and PS4 since 2013, to the Nintendo console

▪ Warframe isn’t currently expected to launch with cross-play support, but the developer has stated its intention 

to explore the option

▪ It will be interesting to see how Sony responds to the Fortnite backlash as this will also likely impact other 

games including Warframe

▪ While PS4 Fortnite players cannot carry over cosmetic items they’ve accumulated in the game onto the 

Switch, the repercussions can be more debilitating for games like Warframe where prior progress has a direct 

impact on gameplay

• Sony’s rationale for blocking cross-platform play makes sense for now—it’s clearly intended to keep 

players within its walled garden, and as the market leader, Sony has no incentive to allow cross-

platform play

• But Sony needs to take caution. If negative sentiment continues to grow, Sony’s resistance to join 

the cross-playing world may end up producing the opposite desired effect—gamers may increasingly 

opt to purchase their multiplayer games for platforms with more open ecosystems
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Rank 3DS eShop Games Publisher SRP (USD)

1 Pokémon Crystal Nintendo $9.99 

2 Pokémon Yellow Nintendo $9.99 

3 Super Mario Bros. 3 Nintendo $4.99 

4 Pokémon Silver Nintendo $9.99 

5 Pokémon Gold Nintendo $9.99 

6 The Legend of Zelda: Ocarina of Time 3D Nintendo $19.99 

7 Super Mario World Nintendo $7.99 

8 Pokémon Red Nintendo $9.99 

9 Pokémon Ultra Sun Nintendo $39.99 

10 Sudoku Hamster $4.99 

Rank Switch eShop Games Publisher SRP (USD)

1 Stardew Valley Chucklefish $14.99 

2 Arcade Archives Vs. Super Mario Bros. Hamster $7.99 

3 Mario Kart 8 Deluxe Nintendo $59.99 

4 Overcooked: Special Edition Team17 Digital $19.99 

5 Rocket League Psyonix $19.99 

6 Minecraft: Nintendo Switch Edition Mojang $29.99 

7 The Legend of Zelda: Breath of the Wild Nintendo $59.99 

8 Splatoon 2 Nintendo $60.99 

9 Wizard of Legend Humble Bundle $15.99 

10 Donkey Kong Country: Tropical Freeze Nintendo $59.99 

Source for eShop top titles: Nintendo Everything (US)
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Source for PSN top titles: PlayStation Blog (US)

Rank PlayStation 4 Games Publisher SRP (USD)

1 God of War (2018) Sony Interactive Entertainment $59.99 

2 Grand Theft Auto V Take-Two Interactive $59.99 

3 Detroit: Become Human Sony Interactive Entertainment $59.99 

4 The Last Of Us Remastered Sony Interactive Entertainment $19.99 

5 Far Cry 5 Ubisoft $59.99 

Rank PlayStation VR Games Publisher SRP (USD)

1 Job Simulator Owlchemy Labs $19.99 

2 Rick and Morty: Virtual Rick-ality Adult Swim $29.99 

3 Superhot VR Superhot $24.99 

4 Killing Floor: Incursion Tripwire Interactive $29.99 

5 Arizona Sunshine Vertigo $39.99 

Rank PlayStation Free-to-Play Games Publisher

1 Fortnite Battle Royale Epic Games

2 Brawlhalla Blue Mammoth Games

3 Paladins Hi-Rez Studios

4 H1Z1: Battle Royale Daybreak Games

5 Pro Evolution Soccer 2018 Lite Konami
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• Xbox partnered with PC gaming chat service Discord, highlighting the company’s 

continued push to connect console and PC (April)

• Sega announced a number of classic games would be re-released on the Nintendo 

Switch starting this summer, including the original Phantasy Star, Sonic the Hedgehog

and Thunder Force 4 (April)

• Rumors began to swirl that the PS5 would be released sometime in 2020 (April)

• Nintendo unveiled several new upcoming Pokémon titles for the Switch—Let’s Go, 

Pikachu! and Let’s Go Eevee! are more casual titles releasing in November, a core 

mainline Pokémon RPG will be released in H2’19, and Pokémon Quest is a lighter-fare 

F2P title available immediately on Switch’s eShop (May)

• Nintendo also announced that a dockless Switch SKU would release in Japan as part 

of an effort to push multiple Switch devices per household and target the Japanese 

portable gaming audience (May)

• Sony announced it will end production of PS Vita game cards in the US and Europe by 

March 2019 but will continue production in Japan beyond this timeframe (May)
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• Nintendo confirmed it will not be bringing Virtual Console to the Switch, instead opting 

to bring a number of NES titles to the console through its Switch Online subscription 

service, which will be priced at $4 per month, $8 for three months, $20 for one year, and 

$35 for an annual family subscription up to 8 members (May)

• Sony announced that God of War for the PS4 sold 3.1 million copies in three days, 

making it the console’s fastest-selling first-party title to date (May)

• Microsoft reported that Xbox One hardware sales were up 15% y/y in Q1’18 but didn’t 

specify actual sales figures (May)

• Sony added three PS2-era titles to its PS Now subscription service, following Microsoft’s 

move to make original Xbox titles available on Game Pass through its backwards 

compatibility program (May)

• 2K Games announced it was working on a Carnival Games title for the Nintendo Switch, 

due out in November; the previous entry in this franchise sold 9.5 million units on the 

Wii (June)
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• Microsoft unveiled that Xbox is using blockchain technology in conjunction with 

Microsoft Azure to deliver payments to publishers significantly faster (June)

• Nintendo’s software chief Shinya Takahashi noted that the re-organization of the 

company’s console and handheld development divisions into a single entity 5 years ago 

has led to the Switch’s strong software lineup (June)

• Microsoft reported Rare’s Sea of Thieves beat its 3-month sales target in a single day, 

with Xbox Game Pass playing a significant role in achieving such high sales (June)

• Nintendo announced release dates for numerous key titles: Super Smash Bros. Ultimate

will release December 7th, Super Mario Party will release October 10th, Fire Emblem: 

Three Houses will be out in spring 2019, and Arena of Valor will release this fall (June)

• At E3 Sony highlighted upcoming titles including The Last of Us: Part II, Ghost of 

Tsushima, Death Stranding, Control, and Nioh 2 (June)

• Square Enix announced the publisher has a new division dedicated exclusively to 

developing games for the Switch (June)
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• At E3, Microsoft announced an October release window for Forza Horizon 4, a 

February release window for Crackdown 3, two new expansions coming for Sea of 

Thieves and the announcement of new Gears of War games for console, PC and mobile 

(June)

• Ubisoft unveiled Rainbow Six Siege had reached 35 million players after 2.5 years on 

the market due to strong implementation of live ops for the game; its upcoming titles 

include The Division 2, Beyond Good and Evil 2, Assassin’s Creed Odyssey, Starlink: 

Battle of Atlas, Skull & Bones, Just Dance 2019 and Trials Rising (June)

• Former Xbox marketing executive Albert Penello joined Amazon, leading to speculation 

that Xbox One will soon support third-party voice assistants such as Amazon’s Echo 

and Google Assistant (June)

• In its latest earnings report, GameStop reported that used game sales continue to fall 

while digital sales continue to grow, and that former Xbox executive Shane Kim would be 

taking the role of interim CEO following Mike Mauler’s departure (June)



Q2’18 M&A, INVESTMENTS & 

PARTNERSHIPS



Copyright © 2018 IDG CONSULTING

M&A / INVESTMENTS / PARTNERSHIPS

61

D A T E H O S T T A R G E T N O T E S

Apr 2018
Netmarble acquired a 25% stake in K-Pop music company Big Hit 

Entertainment for $190 million, as the company pushes into mobile games 

based on K-Pop artists, including popular South Korean pop group BTS.

Apr 2018

In an effort to bring more video game services in-house, Keywords Studios 

acquired multiple audio service companies including Cord Worldwide and 

Laced Music Group in a deal worth £4.5 million, as well as Maximal in a deal 

worth €300,000.

Apr 2018
Gaming hardware manufacturer, Razer, which already owned a 35% stake in 

Malaysia-based virtual currency company MOL Global, announced it would 

acquire the company for $61 million.

Apr 2018
Valve acquired indie studio Campo Santo, the developer behind Firewatch and 

upcoming title In the Valley of Gods, further signaling that Valve is investing in 

in-house game development.

Apr 2018

Tencent officially launched Fortnite in China and said it will support the game 

with a $15.8 million investment. The company currently owns 40% of Fortnite

maker, Epic Games, and claims the title currently has 45 million users, likely 

globally and cross-platform.

May 2018

T-Mobile is planning to acquire Sprint in a deal worth $26 billion, which if 

approved by antitrust regulators would mean much less competition in the US 

mobile wireless market though the company is claiming the deal would help 

them to develop 5G technology.

May 2018
Russian tech conglomerate Mail.Ru acquired a 51% stake in mobile studio 

Bit.Games for an undisclosed amount.
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D A T E H O S T T A R G E T N O T E S

May 2018
Walmart acquired a 77% stake in Indian e-commerce platform Flipkart 

for $16 billion; both brands will remain separate.

May 2018

Nordic media firm Nordisk Film invested $17.9 million into Swedish 

studio Star Stable Entertainment, the studio behind a horse-themed 

multiplayer online adventure game geared towards young girls entitled 

Star Stable Online.

May 2018

Bigben Interactive expanded its development portfolio by acquiring 

Cyanide, a French developer behind upcoming title Call of Cthulhu, for 

€20 million ($24 million).

May 2018

Riot Games, Y Combinator, Skycatcher Fund, and M Ventures invested 

$1.2 million in new mobile developer Gamelynx, which is focused on 

developing games with an esports focus.

May 2018
Tencent acquired a majority stake in New Zealand developer Grinding 

Gear Games, the studio behind free-to-play RPG Path of Exile.

May 2018
Adult Swim acquired mobile developer Big Pixel Studios, the studio 

behind its Pocket Mortys title based on the Rick and Morty IP.

May 2018
EA acquired GameFly's Israel-based cloud gaming subsidiary, 

highlighting the company's investments in game streaming.
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D A T E H O S T T A R G E T N O T E S

May 2018

Keywords acquired Fire Without Smoke, a London-based games marketing 

firm, for $6.9 million. The company produces game trailers, CG/animation and 

marketing artwork for many publishers including Sony, Square Enix, Riot 

Games, Deep Silver, Sega, Capcom and Ubisoft.

May 2018
Zynga acquired Turkish mobile developer Gram Games for $250 million. Gram 

Games has published nine mobile games to-date and is seeing recent 

success with Merge Dragons!

June 2018
Tencent invested an undisclosed sum in Chinese esports tournament operator 

VSPN. This follows Tencent’s announcement last year that the company plans 

to invest $15 billion into esports in China by 2022.

June 2018
Microsoft acquired software development platform GitHub for $7.5 billion, with 

plans to keep the platform operating independently.

June 2018

NetEase invested over $100 million in Bungie for a minority stake in the 

developer, with the studio interested in working on more franchises outside of 

Destiny and opening up the possibility of launching its games in Mainland 

China.

June 2018
Paradox Interactive acquired Harebrained Schemes, the developer behind 

XCOM-style, strategy game BattleTech, for $7.5 million.

June 2018
Finnish mobile developer Supercell invested $5 million in casual developer 

Redemption Games to help them through the development of their first game 

that has yet to be announced.
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D A T E H O S T T A R G E T N O T E S

June 2018
Tencent and Warner Bros. invested in a new games division from J.J. Abrams’ 

film studio Bad Robot. Bad Robot Games will focus on original IP on Console, 

PC and Mobile.

June 2018

Esports media network GAMURS raises $2.2 million from Alium Capital to 

expand competitive gaming platform and AI development. The funding will go 

toward the further development of online publication Dot Esports, AI 

development, and skill improvement training.

June 2018

Developer of Beasts of Balance, Sensible Object, brought in $3.2 million in its 

latest funding round. Investors included NCSOFT, March Capital, London 

Venture Partners and the Amazon Alexa Fund. This round of funding brings 

total investments for the developer to over $5 million.

June 2018

Finnish mobile developer Critical Force raised $6.3 million in funding through a 

public grant from Business Finland. The developer’s flagship game, Critical 

Ops, is a mobile esports FPS that has over 40 million downloads and was 

released in 2015 in beta with a full launch set for summer 2018.

June 2018
Disney increased its bid to acquire 21st Century Fox's entertainment 

assets to $71.3 billion following a bidding war with Comcast.

June 2018

The Immortals esports organization acquired Brazilian esports brand 

MIBR, which had been defunct for a few years, but had a strong CS:GO 

team when active.

June 2018
Bluehole is set to acquire South Korean mobile developer Delusion 

Studio, maker of Castle Burn.
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TOTAL $66.7B $39.2B $13.0B

Rest of World $7.2B $4.6B $1.6B

Asia $40.1B $18.6B $0.4B

Europe $6.6B $8.3B $4.7B

United States $12.8B $7.8B $6.3B

2017 Revenue by Territory & Category
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TOTAL $105.2B $53.1B $26.0B

Rest of World $18.7B $6.2B $4.0B

Asia $56.7B $26.0B $1.5B

Europe $12.1B $12.0B $9.0B

United States $17.7B $8.9B $11.4B

2022E Revenue by Territory & Category
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TOTAL $140.8B $18.4B $7.3B $17.8B

Rest of World $21.3B $3.5B $1.0B $3.1B

Asia $70.7B $1.8B $2.2B $9.5B

Europe $22.3B $6.9B $1.9B $2.1B

United States $26.6B $6.2B $2.2B $3.1B

2022E Revenue by Territory & Monetization Scheme
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TOTAL $92.3B $12.2B $5.3B $9.0B

Rest of World $9.5B $2.3B $0.5B $1.0B

Asia $51.6B $1.0B $1.2B $5.2B

Europe $12.3B $4.7B $1.7B $0.9B

United States $18.9B $4.2B $1.9B $1.9B

2017 Revenue by Territory & Monetization Scheme
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TOTAL $38.1B $33.1B $84.2B $28.9B

Digital Console $11.4B $9.0B $1.5B $4.0B

Digital PC $8.9B $12.0B $26.0B $6.2B

Mobile $17.7B $12.1B $56.7B $18.7B

2022E Revenue by Category & Territory
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TOTAL $26.9B $19.6B $59.1B $13.3B

Digital Console $6.3B $4.7B $0.4B $1.6B

Digital PC $7.8B $8.3B $18.6B $4.6B

Mobile $12.8B $6.6B $40.1B $7.2B

2017 Revenue by Category & Territory
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Virtual Goods
Paid 

Downloads
Advertising Subscription

Mobile iOS $7,496 M $97 M $1,148 M $88 M

Android $5,567 M $33 M $848 M $78 M

Digital PC $5,544 M $2,375 M $345 M $371 M $8,635 M

Microsoft Xbox Live $1,974 M $980 M - $856 M

Sony PlayStation Network $2,464 M $1,027 M - $859 M

Nintendo eShop $117 M $192 M - $10 M

Total $23,161 M $4,703 M $2,342 M $2,262 M $32,468 M

Digital Console $8,478 MU
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Virtual Goods
Paid 

Downloads
Advertising Subscription

Mobile iOS $2,701 M $203 M $439 M $34 M

Android $4,182 M $74 M $645 M $60 M

Digital PC $5,338 M $3,792 M $156 M $438 M $9,724 M

Microsoft Xbox Live $434 M $211 M - $286 M

Sony PlayStation Network $2,589 M $1,296 M - $1,196 M

Nintendo eShop $64 M $116 M - $4 M

Total $15,309 M $5,693 M $1,239 M $2,016 M $24,257 M

Digital Console $6,196 M
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Virtual Goods
Paid 

Downloads
Advertising Subscription

Mobile iOS $21,185 M $199 M $3,232 M $249 M

Android $17,870 M $21 M $2,711 M $250 M

Digital PC $19,606 M $876 M $438 M $986 M $21,906 M

Microsoft Xbox Live $3 M $1 M - $1 M

Sony PlayStation Network $182 M $112 M - $81 M

Nintendo eShop $75 M $117 M - $5 M

Total $58,921 M $1,326 M $6,381 M $1,571 M $68,200 M

Digital Console $578 M
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