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Overview




\éio‘leo ame market revenue worldwide from 2017 to 2027 (in billion U.S.
ollars

Video game market revenue worldwide 2017-2027

Revenue in billion U.S. dollars

2017 2018 2019 2020 2021 2022 2023 2024 2025 2026 2027

Description: The global revenue in the 'Games' segment of the media market was forecast to continuously increase between 2023 and 2027 by in total 197.8 billion U.S. dollars (+40.32 percent). After the tenth consecutive increasing year, the indicator is estimated to

L] r
reach 688.37 billion U.S. dollars and therefore a new peak in 2027. Notably, the revenue of the 'Games' segment of the media market was continuously increasing over the past years. Read more Statl sta _‘
Note(s): Worldwide; 2017 to 2027; digital and physical; all values are estimates

Source(s): Statista; Statista Advertising & Media Insights



http://www.statista.com/statistics/1344668/revenue-video-game-worldwide

Video game market revenue worldwide from 2017 to 2027, by segment (in
billion U.S. dollars)

Video game market revenue worldwide 2017-2027, by segment

B Download Games M Physically Sold Video Games

Revenue in billion U.S. dollars
No
(@]

2017 2018 2019 2020 2021 2022 2023 2024 2025 2026 2027

Description: The revenue is forecast to experience significant growth in all segments in 2027. Comparing the two different segments for the year 2027, the segment 'Download Games' leads the ranking with 25.4 billion U.S. dollars. Contrastingly, 'Physically Sold Video

- r
Games' is ranked last, with 11.43 billion U.S. dollars. Their difference, compared to Download Games, lies at 13.97 billion U.S. dollars. Read more statlsta J

Note(s): Worldwide; 2017 to 2027
Source(s): Statista; Statista Advertising & Media Insights


http://www.statista.com/statistics/1344673/revenue-video-game-worldwide-segment

Global video games market revenue growth from 2018 to 2027

Video gaming market revenue growth worldwide 2018-2027
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Description: In 2023, global video gaming market revenues are projected to increase by 14.2 percent year-over-year and continue growth before slowing to an annual industry growth rate of 5.8 percent in 2027. Cloud gaming is projected to be the strongest-growing H r
sector, with in-game advertising ranking second. Read more s a IS a J

Note(s): Worldwide; 2018 to 2022; *Forecast. Definition: The games market refers to the entire industry involved in the creation, development, publishing, distribution, and monetization of video games. This market encompasses a wide range of [...] Read more
Source(s): Statista Digital Market Insights



http://www.statista.com/statistics/1391724/video-gaming-market-global-growth
http://www.statista.com/statistics/1391724/video-gaming-market-global-growth

Global video games market revenue growth from 2018 to 2027, by segment

Video gaming market revenue growth worldwide 2018-2027, by segment

—e—Cloud Gaming —e—Download Games Gaming Live Streaming —e—Gaming Networks

=o—|n-game Advertising Mobile Games —o—0Online Games —o—Physically Sold Video Games

Year-over-year growth

2018 2019 2020 2021 2022 2023* 2024* 2025* 2026* 2027*

-
Description: In 2023, global gaming network revenues are projected to increase by 13 percent year-over-year before slowing to an annual industry growth rate of 5.8 percent in 2027. Cloud gaming is projected to be the strongest-growing sector, with in-game I r
advertising ranking second. Read more J

Note(s): Worldwide; 2018 to 2022; *Forecast. Definition: The games market refers to the entire industry involved in the creation, development, publishing, distribution, and monetization of video games. This market encompasses a wide range of [...] Read more
Source(s): Statista Digital Market Insights



http://www.statista.com/statistics/1391729/video-gaming-market-global-growth-segment
http://www.statista.com/statistics/1391729/video-gaming-market-global-growth-segment

Revenue of the video game consoles market worldwide from 2018 to 2028 (in
billion U.S. dollars)

Global video game consoles revenue 2018-2028

Revenue in billion U.S. dollars

2018 2019 2020 2021 2022 2023 2024 2025 2026 2027 2028

L]
Description: The global revenue in the 'Game Consoles' segment of the consumer electronics market was forecast to continuously increase between 2023 and 2028 by in total 1.9 billion U.S. dollars (+8.95 percent). After the ninth consecutive increasing year, the Statl sta r
indicator is estimated to reach 23.13 billion U.S. dollars and therefore a new peak in 2028. Read more _‘
Note(s): Worldwide; 2018 to 2028

Source(s): Statista; Statista Consumer Market Insights


http://www.statista.com/statistics/1196090/revenue-video-game-consoles-worldwide
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Revenue growth of the video game consoles market worldwide from 2019 to

2028

Global video game consoles revenue growth 2019-2028
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Description: In 2023, the global video gaming console market is projected to increase by 4.3 percent compared to the previous year. In 2027, the annual growth of the gaming console hardware market is projected to slow to an annual growth rate of 1.4 percent.
Read more

Note(s): Worldwide; 2019 to 2028
Source(s): Statista; Statista Consumer Market Insights

statista %a


http://www.statista.com/statistics/1196093/revenue-growth-video-game-consoles-worldwide
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((j)n|||ine PC gaming market value worldwide from 2011 to 2027 (in billion U.S.
ollars)

Online PC gaming market value worldwide 2011-2027

Value in billion U.S. dollars
N
()]

2011 2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022* 2023* 2024* 2025* 2026* 2027*

L]
Description: In 2022, the global online PC gaming market was worth 42.9 billion U.S. dollars and is projected to decline to 41.3 billion U.S. dollars in 2027. PC gaming growth is projected to slow in the next few years to do consumer uptake of console gaming. Read Statl sta r
more _‘

Note(s): Worldwide; 2011 to 2022; * Forecast Read more
Source(s): Capcom; International Development Group


http://www.statista.com/statistics/292516/pc-online-game-market-value-worldwide
http://www.statista.com/statistics/292516/pc-online-game-market-value-worldwide

12I

Console gaming content market value worldwide from 2018 to 2027 (in
billion U.S. dollars)

Console gaming consumer market value worldwide 2018-2027

Value in billion U.S. dollars
N
()]

2018 2019 2020 2021 2022* 2023* 2024* 2025* 2026* 2027*

L]
Description: In 2022, the global console gaming market was worth 37.9 billion U.S. dollars and is projected to reach 45.4 billion U.S. dollars in 2027. Console gaming growth is significantly impacted by the limited availability of current-gen gaming hardware. Read Statl sta r
more _‘

Note(s): Worldwide; 2018 to 2022; consumer market (package + digital); content only, excluding hardware; * Forecast Read more
Source(s): Capcom; International Development Group



http://www.statista.com/statistics/217524/digital-console-games-market-revenue-by-type
http://www.statista.com/statistics/217524/digital-console-games-market-revenue-by-type
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Mobile gaming content market value worldwide from 2011 to 2027 (in billion
U.S. dollars)

Mobile gaming content market value worldwide 2011-2027
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L]
Description: In 2022, the global mobile gaming content market was worth 122.6 billion U.S. dollars and is projected to reach 155.4 billion U.S. dollars in 2027 with Asia generating the most revenues in the segment. Mobile accounts for a significant share of the overall I r
gaming software market. Read more _‘

Note(s): Worldwide; 2011 to 2022; * Forecast Read more
Source(s): Capcom; International Development Group


http://www.statista.com/statistics/292512/mobile-contents-market-value-worldwide
http://www.statista.com/statistics/292512/mobile-contents-market-value-worldwide
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Industry benchmark




Enterprise-value-to-revenue (EV/R) of selected digital media verticals
worldwide as of June 2023

EV/R of selected digital media verticals worldwide 2023

EV/ revenue factor
0.0 0.5 1.0 1.5 2.0 2.5 3.0 3.5 4.0 4.5

Diversified online content and social media (e.g. MetaTwitter, Weibo, Tencent)
Music, video, photos (e.g. Spotify, Netflix, Bilibili, Roku)
Western gaming (e.g. EA, TTE, ATVI, Paradox)

Asian gaming (e.g. Nintendo, SEA, NetEase, Konami)

L]
15 I Description: As of June 2023, digital media companies in the music, video, and photo vertical had the lowest enterprise-value-to-revenue multiple. According to recent industry estimates, companies in the segment had an average EV/R of 2.2x. Companies in the I r
Western gaming segment had an average EV/R of 4.1x. Read more _‘

Note(s): United States; June 30, 2023; vertical average
Source(s): GP Bullhound; S&P Capital IQ


http://www.statista.com/statistics/1244527/media-company-vertical-ev-revenue

Enterprise-value-to-EBITDA (EV/EBITDA) of leading gaming companies
worldwide from 2021 to 2022

Leading gaming companies worldwide 2022, by EV/EBITDA

Name (HQ) LT™M CY22A CY23E
Activision Blizzard (US) 27.4X 32.3X 15.6x
Electronic Arts (US) 18.2% 17.0x 12.3x
Take-Two Interactive (US) 23.5x 36.2x 29.3x
Ubisoft Entertainment (FR) 5.4x 4.4x
Embracer Group (SE) 8.1x 6.1x 5.1x
CD Projekt (PL) 37.6x 33.6x 24.5x
Paradox Interactive (SE) 29.3x 28.4x 15.5x
Nintendo (JP) 10.2x 9.7x 11.9x
NetEase (CN) 13.5x 14.7x 12.8x
Nexon (JP) 12.5x 14.3x 13.1x
Bandai Namco (JP) 12.0x 10.4x 12.0x
Ncsoft (KR) 8.2x 6.1x 9.1x
Netmarble (KR) 64.0x

e A P . . B , Cropped Version

Double click to open excel
file with complete data

L]
Description: The 12 months preceding June 2023, Netmarble had the highest enterprise-value-to-EBITDA multiple in the gaming segment. Overall, leading Asian gaming companies in the gaming segment had an median LTM EV/EBITDA factor of 18.7x. Ubisoft r
Entertainment had the lowest estimated 2022 EV/EBITDA multiple with 5.4x. Read more S a I s a J
Note(s): Worldwide; June 30, 2023; EV/EBITDA factor; public companies

Source(s): GP Bullhound; S&P Capital IQ


http://www.statista.com/statistics/1244541/top-gaming-companies-by-ev-ebitda

Market capitalization of the largest gaming companies worldwide as of April
2023 (in billion U.S. dollars)

Market value of the largest gaming companies worldwide 2020-2023

Jun 2021 Nov 2021 May 2022 Jan 2023 Apr 2023
Activision Blizzard 75.22 46.98 61.41 59.91 67.06
Nintendo 74.71 53.23 52.15 48.53 47.8
Electronic Arts 41.64 35.32 36.13 33.73 35.12
Roblox Corporation 52.09 74.88 18.95 17.1 24.55
Take-Two Interactive Software, Inc. 21.47 19.56 14.21 17.48 20.98
Square Enix Holding Group 6.17 6.23 5.2 5.51 5.72
Embracer Group 5.93 5.12
Ubisoft 7.05 5.69 5.51 3.5 3.04
CD Projekt 5.26 4.67 2.74 2.95 2.64
Noverber 2021, Robiow CorparaHon was ranked 1St mang he BISECSt ZAMINE Companies worldwide with 2 markel cap of 7455 b1lon US. aslars, which had been beosted by market activy surrounding the metaverse nype 1 October 2031, (.1 Reat more StatiSta E

Note(s): Worldwide; May 2020 to April 2023; select publicly listed companies; excluding gaming segments of Microsoft, Sony and Tencent
Source(s): Yahoo


http://www.statista.com/statistics/1197213/market-value-of-the-largest-gaming-companies-worldwide

Estimated annual gaming revenue of leading gaming companies worldwide in
1st quarter 2023 (in million U.S. dollars)

Game revenues of global companies 2023

Game revenues in million U.S. dollars
0 1,000 2,000 3,000 4,000 5,000 6,000 7,000 8,000

Tencent : : : : | : : 7,556
Sony : : : : 4,380 . . . .
Apple : : : 3,68?3
Microsoft : : : 3,152 :
NetEase : : 2,7157
Google : : 2,432 .
Activision Blizzard : : 2,261
Electronic Arts (EA) : 1;,874
Nintendo 1,295 |

Take-Two Interactive . 1,266

L]
18 I Description: In the first quarter of 2023, Tencent was was the highest-grossing gaming company worldwide. The Shenzhen-headquartered online company generated approximately 7.56 billion U.S. dollars in gaming revenues during the measured period. Japanese I r
competitor Sony was ranked second with 4.38 billion U.S. dollars in quarterly gaming revenues. Sony is one of the biggest gaming publishers worldwide and also owns the PlayStation gaming platform. Read more _‘

Note(s): Worldwide; Q1 2023; all values are estimates
Source(s): Newzoo


http://www.statista.com/statistics/421848/game-revenues-global-companies

Number of employees at leading Western gaming companies as of June 2023

Workforce of leading Western gaming companies 2023

Number of employees
0 5,000 10,000 15,000 20,000 25,000

Ubisoft Entertainment (FR)
Embracer Group (SE)
Electronic Arts (US)
Activision Blizzard (US)
Keywords Studios (IE)

20,729
_ 16,600
13,400 :

13,000

11,969
11,580

Take-Two Interactive (US)
Stillfront Group (SE) 1,551
G5 Entertainment (SE) 961
Frontier Developments (GB) 792

Name (HQ)

Paradox Interactive (SE) 674
Rovio Entertainment (Fl) 558
CD Projekt (PL) 544
Kahoot! (NO) 468 _ _ : . .
Digital Bros (IT) 430 Cropped Version

Double click to open excel
file with complete data

L]
19 I Description: As of June 2023, there were an estimated 20,729 employees working at Ubisoft Entertainment. The French-headquartered video game developer is the Western game developer with the biggest workforce, ahead of second-ranked Embracer Group with statl sta r
16,600 employees during the measured period. Read more J
Note(s): Worldwide; June 30, 2023; public companies
Source(s): GP Bullhound; S&P Capital IQ


http://www.statista.com/statistics/1244505/western-gaming-companies-employees

2o|

Number of employees at leading Asian gaming companies as of June 2023

Workforce of leading Asian gaming companies 2023

Number of employees
0 5,000 10,000 15,000 20,000 25,000 30,000 35,000

NetEase (CN)
Bandai Namco (JP)
Nexon (JP)
Nintendo (JP)
Kingsoft (CN)
CyberAgent (JP) 6,337
Perfect World (CN) _ 6,061
Zhejiang Century Huatong (CN) 5915

31,119

10,563
7,467

7,317

7,116

Name (HQ)

Konami (JP) 4,881

Ncsoft (KR) 54,742

Square Enix (JP) 54,712
37Games (CN) 3,552
Capcom (JP) 3,207

Double click to open excel

Koei Tecmo (JP) 2,381 : l Cropped Version
X

file with complete data

L]
Description: As of June 2023, there were an estimated 31,119 employees working at NetEase. The Hangzhou-headquartered online service and and video game development company is the Asian game developer with the biggest workforce, ahead of second-ranked statl sta r
Bandai Namco with 10,563 employees during the measured period. Read more J
Note(s): Worldwide; June 30, 2023; public companies

Source(s): GP Bullhound; S&P Capital IQ


http://www.statista.com/statistics/1244518/asian-gaming-companies-employees
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y(i)nztzendo, Microsoft and Sony (Big 3) video games market share worldwide in

Big 3 video game market share worldwide 2022
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22 I Description: In 2022, the Big 3 gaming companies - Nintendo, Microsoft, and Sony - accounted for 29 percent of the global gaming market. The three gaming giants made a total of 52.6 billion U.S. dollars in gaming revenues, compared to 131.4 billion U.S. dollars Stati sta r
generated by the rest of the global gaming industry. Read more _‘

Note(s): Worldwide; January 31 to December 31, 2022; based on revenue; PlayStation & Xbox net revenues, Nintendo net sales
Source(s): TweakTown


http://www.statista.com/statistics/1391622/big-3-video-game-market-share-worldwide
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Gaming revenue generated by Microsoft from fiscal 2017 to 2023 (in million
U.S. dollars)

Microsoft annual gaming revenue 2017-2023

Revenue in million U.S. dollars

L]
Description: In Microsoft's fiscal year 2023, spanning from July 2022 to June 2023, the gaming revenue reached 15.47 billion U.S. dollars, down from 16.23 billion U.S. dollars in the previous fiscal period. Microsoft's gaming segment includes revenues from Xbox I r
hardware and Xbox content and services, comprising digital transactions, Xbox Game Pass and other subscriptions, video games, third-party video game royalties, cloud services, and advertising. Read more _‘

Note(s): Worldwide; fiscal year 2017 to 2023; The Microsoft Corporation operates on a fiscal year from July 1 to June 30
Source(s): Microsoft


http://www.statista.com/statistics/963263/microsoft-annual-gaming-revenue

24I

Gaming revenue generated by Microsoft from fiscal 1st quarter 2019 to 1st
quarter 2024 (in million U.S. dollars)

Microsoft gaming revenue as of Q1 2024
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L]
Description: In the most recently reported fiscal quarter ending September 2023 (2024 Q1), Microsoft generated approximately 3.92 billion U.S. dollars through its gaming segment. The tech company's gaming segment includes Xbox hardware and Xbox content and sta t I Sta r
services, comprising Xbox Live (transactions, subscriptions, cloud services, and advertising), video games, and third-party video game royalties. Read more _‘
Note(s): Worldwide; 2019 Q1 to 2024 Q1; The Microsoft Corporation operates on a fiscal year from July 1 to June 30.
Source(s): Microsoft



http://www.statista.com/statistics/831590/microsoft-quarterly-gaming-revenue

zsI

Xbox gaming revenue generated by Microsoft in 2021, by segment (in million

U.S. dollars)

Microsoft annual Xbox gaming revenue 2021, by segment

18,000
16,000
14,000
12,000
10,000

8,000

6,000

Revenue in million U.S. dollars

4,000

2,000

TOTAL Hardware Games & Services TOTAL Games & Services - Xbox Games & Services - Other

Game Pass

Description: In 2021, Microsoft's total annual Xbox gaming revenue amounted to 16.28 billion U.S. dollars. The company's Xbox Game Pass gaming subscription revenue during the year was approximately 2.9 billion U.S. dollars. Microsoft's gaming segment includes

revenues from Xbox hardware and Xbox content and services, comprising digital transactions, Xbox Game Pass and other subscriptions, video games, third-party video game royalties, cloud services, and advertising. Read more
Note(s): Worldwide; 2021; does not include PC Game Pass earnings

Source(s): Conselho Administrativo de Defesa Econémica; Microsoft; TweakTown

statista %a


http://www.statista.com/statistics/1338144/microsoft-gaming-revenue-segment

Annual net sales generated by Nintendo worldwide from 2008 to 2023 (in
million U.S. dollars)

Net sales of Nintendo worldwide 2008-2023
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4,464 4,366

Net sales in million U.S. dollars

4,000

2,000

2008 2009 2010 2011 2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022 2023

Note(s): Worldwide; 2008 to 2023; FY ends March 31

L]
26 I Description: In 2023, Nintendo's net sales amounted to just over 12.04 billion U.S. dollars, down from over 14 billion a year earlier. Nintendo is a multinational consumer electronics and software company headquartered in Kyoto, Japan. Read more Statl sta r'
Source(s): Nintendo


http://www.statista.com/statistics/216622/net-sales-of-nintendo-since-2008
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énlrlwual)net income generated by Nintendo from 2008 to 2023 (in million U.S.
ollars

Net income Nintendo worldwide 2008-2023

2,000

1,000

Net income in million U.S. dollars

2008 2009 2010 2011 2012 2013 2014 2015 2016 2017 2018 2019 2020 2021 2022 2023

L]
Description: In its fiscal year 2023, Japanese video gaming company Nintendo reported a net income of 3.25 billion U.S. dollars, down from 3.9 billion U.S. dollars in the preceding year. Nintendo is the developer and publisher of the Super Mario, Zelda, and Pokémon I r
gaming franchises as well as a hardware maker. Read more _‘

Note(s): Worldwide; 2008 to 2023; FY ends March 31
Source(s): Nintendo


http://www.statista.com/statistics/216625/net-income-of-nintendo-since-2008

Net sales and operating income of Sony's game and network services (G&NS)
from fiscal 2012 to 2022 (in billion yen)

Sony game and network services: net sales & operating income FY 2012-2022
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u
Description: For the fiscal year endingin March 2023, Sony's game and network services (G&NS) net sales amounted to 3.64 trillion yen. The segment is comprised of hardware sales (including the company's flagship console, the Sony PlayStation), digital and physical Statl sta r'

game software, add-on content, and network services. In 2025, annual PlayStation gaming software revenues are projected to reach 15.5 billion U.S. dollars. Read more
Note(s): Worldwide; April 1, 2012 to March 31, 2023; includes computer entertainment systems, portable entertainment systems and software; * Forecast. Sony's fiscal year begins on April 1 and ends on March 31 of the following year. Figures have [...] Read more

Source(s): Sony


http://www.statista.com/statistics/323452/sony-net-sales-and-operating-income-game-network-services
http://www.statista.com/statistics/323452/sony-net-sales-and-operating-income-game-network-services
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Net sales of Sony's game and network services (G&NS) from fiscal 2018 to
2022, by segment (in billion yen)

Sony game and network services: net sales FY2018-2022, by segment

Hardware Game software [TOTAL] Physical software Digital softwar:
FY 2018* 527.7 1293.74 191.51 1102.2:
FY 2019 371.91 1126.77 116.47 376.4.
FY 2020 515.64 1594.71 140.12 542 .4
FY 2021 589.46 1553.38 128.92 570.8:
FY 2022 1123.52 1716.48 193.44 660.9:

Cropped Version
Double click to open excel

file with complete data

-
Description: In the fiscal year 2022, Sony Corporation generated approximately 1,716 billion yen through game software sales. Add-on content such as in-game currency, in-game items, and expansion packages accounted for the biggest share of gaming software I r
sales (862 billion yen) for the period. Read more J
Note(s): Worldwide; FY18 to FY22; Sony FY ends March 31; *No separate segment for add-on content in FY 2018, add-on content was included in digital software sales. 1 Hardware is revenue from game consoles such as PS4® and PS5®. 2 Physical [...] Read more

Source(s): Sony



http://www.statista.com/statistics/1202180/sony-net-sales-gaming-services-segment
http://www.statista.com/statistics/1202180/sony-net-sales-gaming-services-segment

CHAPTER 04

Biggest video game publishers




31|

Net revenue generated by Activision Blizzard from 2005 to 2022 (in million
U.S. dollars)

Activision Blizzard (ABK) net revenue 2005-2022
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L]
Description: In 2022, Activision Blizzard's annual revenue amounted to 7.53 billion U.S. dollars. Activision Blizzard publishes games such as Call of Duty, Guitar Hero, StarCraft and World of Warcraft. Alongside WoW that continues to successfully sell new expansions Statl sta
packs for the game, Call of Duty is another profitable title carried by Activision. The franchise has sold millions of copies in its long lifetime. As for Activision Blizzard itself, the company managed to secure a spot in a ranking of leading[...] Read more

Note(s): Worldwide; 2005 to 2022

Source(s): Activision Blizzard



http://www.statista.com/statistics/269660/activision-blizzards-net-annual-revenue
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Net income generated by Activision Blizzard from 2005 to 2022 (in million
U.S. dollars)

Activision Blizzard (ABK) net income 2005-2022
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Description: In 2022, Activision Blizzard's netincome amounted to over 1.5 billion U.S. dollars. This is a significant decline from the 2.7 billion U.S. dollars in 2021 net income, which was the company's highest result yet. The gaming industry as a whole profited from stati Sta r
2020, as many people who stayed at home turned to video games to socialize and keep them entertained. Read more _‘

Note(s): Worldwide; 2005 to 2022
Source(s): Activision Blizzard


http://www.statista.com/statistics/272334/activision-blizzards-annual-net-income
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Net revenue generated by Electronic Arts from fiscal 2005 to 2023 (in million
U.S. dollars)

Electronic Arts (EA) net revenue 2005-2023

Net revenue in million U.S. dollars
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S:as:;i%'\:,f/tt)::ir:/;iﬁ?gii\nn;igivgvislr;';lg:.cérec;rzjicnf;t;generated net revenue of 7.4 billion U.S. dollars in its 2023 fiscal year. This marks a six percent increase on the revenue from the previous year and is the company's best annual result ever, largely due to the year-over- Stati sta E

Note(s): Worldwide; April 2004 to March 2023
Source(s): Electronic Arts


http://www.statista.com/statistics/269696/revenue-of-electronic-arts-since-2005

Net income generated by Electronic Arts from fiscal 2005 to 2023 (in million
U.S. dollars)

Electronic Arts (EA) net income 2005-2023
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L]
34 Description: Video gaming giant, Electronic Arts generated net revenue of over 802 million U.S. dollars in its 2023 fiscal year. This marks a two percent increase on the revenue compared to the previous year. Read more I r
Note(s): Worldwide; April 2004 to March 2023; *Includes the impact of one-time 1.76 billion U.S. dollars tax benefits recognized during the fiscal year. Electronic Arts' financial year ends on March 31st of the respective year. Read more J
Source(s): Electronic Arts



http://www.statista.com/statistics/698262/income-loss-electronic-arts
http://www.statista.com/statistics/698262/income-loss-electronic-arts

Annual revenue generated by Roblox Corporation worldwide from 2018 to
2022 (in million U.S. dollars)

Roblox Corporation global revenue 2018-2022
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L]
35I Description: In 2022, ga ml g compa yR bI C orpor. g rated a total re of over 2.2 billion U.S. dollars. This figure is up from last year's annual revenue of 1.9 billion U.S. dollars. The company generates almost all of its revenue through the sales of I r
virtual currency, "Robux," which player: e to pur h r‘c al items sold byth R bI d eloper and reatorcommu ty n the platform. Read more

Note(s)W orldwide; 2018t 2022
Source(s): Roblox


http://www.statista.com/statistics/1189990/annual-revenue-roblox-corporation

Annual net loss generated by Roblox Corporation worldwide from 2018 to
2022 (in millions U.S dollars)

Roblox Corporation global net loss 2018-2022

Loss in millions U.S. dollars

L]
36 I Description: In 2022, gaming company Roblox Corporation reported an annual consolidated net loss from of over 930 million U.S. dollars. This figure is an increase from last year's net loss of 503 million U.S. dollars. The Roblox Corporation is video game developing I r
company based in the United States, and was founded in 2006. Read more _‘
Note(s): Worldwide; 2018 to 2022; consolidated net loss

Source(s): Roblox


http://www.statista.com/statistics/1190266/annual-consolidated-net-loss-roblox-corporation
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Revenue éenerated by Take-Two Interactive from fiscal year 2011 to 2023 (in
million U.S. dollars)

Take-Two Interactive annual revenue FY 2011-2023

Revenue in million U.S. dollars

FY 2011 FY 2012 FY 2013 FY 2014 FY 2015 FY 2016 FY 2017 FY 2018 FY 2019 FY 2020 FY 2021 FY 2022 FY 2023

L]
Description: In the fiscal year 2023 (from April 2022 to March 2023), the video game publisher Take-Two Interactive generated a total revenue of 5.3 billion U.S. dollars, up from 3.5 billion U.S. dollars in the preceding fiscal year. TTE is the owner of publishing labels 2K r
and Rockstar Games. Read more _‘

Note(s): Worldwide; April 2010 to March 2023; * In 2010, Take-Two Interactive changed its fiscal year. As a consequence numbers for the years 2006 to 2009 cover the twelve months periods ending October 31 of the respective year. As of 2010, [...] Read more
Source(s): Take-Two Interactive



http://www.statista.com/statistics/194405/revenue-of-take-two-interactive-since-2006
http://www.statista.com/statistics/194405/revenue-of-take-two-interactive-since-2006
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Net income %enerated by Take-Two Interactive from fiscal year 2011 to 2023
(in million U.S. dollars)

Take Two Interactive annual net income FY 2011-2023
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F[,):;ﬁ;m;ié‘.\lr;:bl‘;Sti;e}(f;s;gIRy:cakrSf;)rZéé;r’]er éz;iclizr:ifeto March 2023), the video game publisher Take-Two Interactive recorded a total net loss of 1.1 billion U.S. dollars, down from 418 million U.S. dollars of net income in the preceding fiscal year. TTE is the owner of stati sta 5

Note(s): Worldwide; April 2010 to March 2023; * In 2010, Take-Two Interactive changed its fiscal year. As a consequence numbers for the years 2006 to 2009 cover the twelve months periods ending October 31 of the respective year. As of 2010, [...] Read more
Source(s): Take-Two Interactive



http://www.statista.com/statistics/194445/net-income-of-take-two-interactive-since-2006
http://www.statista.com/statistics/194445/net-income-of-take-two-interactive-since-2006

Annual gaming revenue of Tencent in 2022, by segment (in billion yuan)

Annual gaming revenue of Tencent 2022, by segment

Revenue in billion yuan
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Total revenue from online games 170.72
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L]
39 I Description: The Chinese entertainment tycoonTencent reported a total revenue of 170.72 billion yuan from online games in 2022. Its online games Honour of Kings, PUBG Mobile and Peacekeeper Elite were the main driving forces for the segment. Read more I r
Note(s): China; 2022; * The revenue from smartphone games included the amount attributable to Tencent's social networks business. One yuan equals approximately 0.15 U.S. dollars and 0.13 euros (as of April 2023). Read more _‘

Source(s): Tencent


http://www.statista.com/statistics/1229735/tencent-gaming-revenue-by-segment
http://www.statista.com/statistics/1229735/tencent-gaming-revenue-by-segment
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Annual gaming revenue of Tencent in 2022, by region (in billion yuan)

Annual gaming revenue of Tencent 2022, by region

Revenue in billion yuan

International games Domestic games

Description: The Chinese entertainment conglomerate Tencent reported a three percent increase in its overseas games revenues in 2022. Domestic games contributed over 70 percent of the company's gaming sales. The first-person tactical shooter game Valorant,
developed by Riot Games which is owned by Tencent, continued to enjoy its popularity among international players. Read more

Note(s): China; 2022; * The revenue from smartphone games included the amount attributable to Tencent's social networks business. One yuan equals approximately 0.15 U.S. dollars and 0.13 euros (as of April 2023). Read more

Source(s): Tencent

statista %a


http://www.statista.com/statistics/1377595/tencent-gaming-revenue-by-region
http://www.statista.com/statistics/1377595/tencent-gaming-revenue-by-region
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Share of digital vs. non-digital revenue of major video game publishers
worldwide in most recent fiscal year as of May 2023

Digital revenue share of video game publishers worldwide 2023
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Description: Digital channel now account for the majority of gaming market revenues worldwide. Convenience, frequent digital sales offers, extra digital content, and most recently, the outbreak of the COVID-19 pandemic have led to gaming audiences spending
most of their money digitally. GTA 5 publisher Take-Two Interactive generated approximately 95.1 percent of revenues from digital edition sales. Gaming publisher Electronic Arts (EA) was the second-ranked gaming company, having successfully [...] Read more
Note(s): Worldwide; May 2023; non-digital includes retail, packaged, and other revenue as defined by the respective companies as non-digital gaming sales

Source(s): Activision Blizzard; CD Projekt; Electronic Arts; Nintendo; Square Enix; Take-Two Interactive; Ubisoft

120%

statista %a


http://www.statista.com/statistics/234664/digital-vs-non-digital-revenue-of-global-major-video-game-publishers

Gaming software unit sales for Nintendo Switch worldwide from 2017 to
2023 (in millions)

Nintendo Switch software unit sales 2017-2023

Software unit sales in millions

FY'18 FY "19 FY '20 FY '21 FY '22 FY '23
L]
43 I Description: In the fiscal year ending March 2023, Nintendo sold approximately 213.96 million units of software for its Nintendo Switch gaming console. Lifetime unit sales for Switch console gaming software amounted to 1.03 billion. Read more I '
Note(s): Worldwide; FY 2017 to 2023; * Nintendo's fiscal year runs from April through the end of March of the following year. The fiscal year 2015 for example began in April 2020 and ended March 31, 2021. Wii U software includes the [...] Read more _‘

Source(s): Nintendo


http://www.statista.com/statistics/868256/nintendo-switch-software-sales
http://www.statista.com/statistics/868256/nintendo-switch-software-sales
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Full game and first party gaming software unit sales for Sony PlayStation
worldwide from fiscal year 2018 to 2022 (in millions)

Sony PlayStation full-game and first party software unit sales 2018-2022

M Full game software [TOTAL] B First party titles

Sales in million units

FY 2018 FY 2019 FY 2020 FY 2021 FY 2022
Description: In the fiscal year of 2022, Sony Corporation sold approximately 43.5 million PlayStation-exclusive first party games for the PS4 and PS5, accounting for a significant amount of the overall 264.2 million full game software unit sales. About 67 percent of stati sta r
PlayStation game unit sales were via digital channels. Read more J

Note(s): Worldwide; FY18 to FY22; Sony FY ends March 31
Source(s): Sony


http://www.statista.com/statistics/1202227/global-playstation-game-unit-sales-annual
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Digital download ratio of Sony PlayStation gaming software unit sales
worldwide from fiscal 1st quarter 2019 to Tst quarter 2023

Sony PlayStation digital software unit sales share as of Q1 FY23
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L]
Description: In the first fiscal quarter of 2023, approximately 72 percent of Sony Corporation's PlayStation gaming sales were generated via digital downloads. Digital downloads of full PlayStation games spiked in early 2020 due to the global COVID-19 pandemic, I r
which led to users spending more time at home and foregoing traditional retail channels while also playing more games in order to stay entertained. Read more _‘
Note(s): Worldwide; Q1 FY19 to Q1 FY23; Sony FY ends March 31; PS4 and PS5 full game software; *Start of including PS5 software unit sales. Software unit sales include PS4®and PS5® software, and have been re-classified from previously [...] Read more

Source(s): Sony



http://www.statista.com/statistics/1202234/global-playstation-game-unit-sales-digital-downloads
http://www.statista.com/statistics/1202234/global-playstation-game-unit-sales-digital-downloads
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Distribution of PlagStation versus Xbox game content revenue worldwide

from 2023 to 202

PlayStation versus Xbox game content revenue share 2023-2025

RlayStationtc3%

-
Description: Between 2023 and 2025, it is estimated that between the PlayStation and Xbox gaming platforms, PlayStation will account for 67 percent of the total game revenue of the two major manufacturers. This includes software and online service revenues, as statl Sta r

well as third-party revenues. Read more

Note(s): Worldwide; 2023; only includes software and online services revenue, including subscription services and third-party revenue; only includes dedicated PlayStation and Xbox revenue; hardware revenue is not included

Source(s): DFC Intelligence


http://www.statista.com/statistics/1391585/playstation-vs-xbox-game-content-revenue-share
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Unit sales of Capcom ﬁammg software worldwide from fiscal years 2014 to
2022, by format (in millions)

Capcom total annual gaming software unit sales 2014-2022, by format

W Package total  ® Full-game download

Sales in million units

2014 2015 2016 2017 2018 2019 2020 2021 2022
Fiscal year

-
Description: In fiscal year 2022, Capcom sold approximately 32.6 million games, 24.6 million of which were digital game downloads. The company's steady increase of digital game software download sales is in line with the general pivot of gaming sales towards Statl sta
digital store solutions. The outbreak of the COVID-19 pandemic has sped up this process. Read more

Note(s): Worldwide; April 1, 2013 to March 31, 2022; consumer game sales include package software and full-game digital content

Source(s): Capcom


http://www.statista.com/statistics/1274618/capcom-annual-game-unit-sales-format
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Annual video game software unit sales generated by Sega Sammy Holdings
from fiscal 2006 to 2023 (in millions)

Sega Sammy annual video game unit sales FY 2006-2023
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L]
Description: In the fiscal year 2023 (ending March 2023), Sega Sammy sold a total of 27.89 million video games, a slight increase from 27.2 million full game unit sales in the previous fiscal year. Major gaming IPs owned by Sega Sammy include the Sonic series, the Statl sta r
Total War series, the Persona series and the Like a Dragon series, which includes the Judgement game spinoffs. Read more _‘
Note(s): Worldwide; April 2005 to March 2023; full game only

Source(s): Sega Sammy



http://www.statista.com/statistics/550766/sega-sammy-game-software-unit-sales
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Video game unit sales generated by Square Enix in fiscal years 2017 to 2023,
by format (in millions)

Square Enix video game unit sales FY 2017-2023, by format

W Disc ®Download

Million units sold
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FY 2023

Description: In the fiscal year ending March 2023, gaming and entertainment company Square Enix generated approximately 15.85 million gaming unit sales via download. Packaged (disc) games only amounted to 6.59 million unit sales. This result highlights the

- r
trend of digital gaming downloads now also outperforming packaged gaming sales in the console segment. Read more Statl Sta J
Note(s): Worldwide; April 1, 2016 to March 31, 2023; digital entertainment segment; includes both HD and MMO games, and includes titles for which Square Enix is the distributor and titles sold episodically

Source(s): Square Enix


http://www.statista.com/statistics/1240976/square-enix-annual-gaming-unit-sales-format
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Lifetime sales of video game consoles worldwide as of May 2023 (in million
units)

Lifetime sales of video game consoles worldwide 2023

Sales in million units
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L]

51 I Description: The PlayStation 2 was first released in 2000 in response to Sony's hugely popular original PlayStation. The PS2 has become the best-selling video game console of all time. As of May 2023, it had sold over 158 million units worldwide. The latest PlayStation statl sta r
5 console has sold 37.89 million units as of the most recently measured period. Read more _‘
Note(s): Worldwide; May 2023
Source(s): VGChartz


http://www.statista.com/statistics/1101872/unit-sales-video-game-consoles

Global gaming console unit sales during in July 2023, by region

Worldwide monthly console unit sales 2023, by region

Global Americas (US, Canada, Europe Asia (Japan, mainland Asia, Oceania (Australia and New
Latin America) Middle East) Zealand)
PlayStation 5 1202932 314034 507782 393267 26316
Switch 945001 302291 223926 354800 25517
Xbox Series X/S 370914 192459 138284 23698 16473
PlayStation 4 27896 6982 6400 13967 547

52| railed the PS5 closely e Americas where 1 sold Some 300 musard unit inJuty 2023, Konetheless, PS 5 cnit sal n Europe were over twice those of Ninkendo Switch i the same peri with SOB thausand and 224housand units ] pead more " StatiSta 5

Note(s): Worldwide; July 2023; all values are estimates
Source(s): VGChartz


http://www.statista.com/statistics/1275549/gaming-console-unit-sales-week-region

Anlrlwual unit sales of the Xbox Series X/S worldwide from 2021 to 2023 YTD (in
millions)

Unit sales of Microsoft Xbox Series X/S worldwide 2021-2023

Unit sales in millions

2021 2022 2023 YTD

L]
53 I Description: Since its release in November 2020, the Xbox Series X and Series S has sold well over 21 million units worldwide. In 2023 year-to-date, the Xbox X/S sold approximately 3.14 million units. Read more I r
Note(s): Worldwide; 2021 to July 2023 _‘
Source(s): Ampere Analysis; VGChartz


http://www.statista.com/statistics/1124788/unit-sales-xbox-series-x-worldwide
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Lifetime unit sales of the Nintendo Switch console worldwide from March

2017 to June 2023 (in millions)

Global unit sales of Nintendo Switch worldwide 2017-2023
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Description: Since its launch on March 3, 2017, the Nintendo Switch has sold over 129.5 million consoles worldwide. Following the poor sales of its predecessor, the Wii U, the Switch was seen as the new hope for Nintendo in the ongoing battle with other console
giants, Xbox and PlayStation. The Switch sets itself apart from its competitors by the fact that it can be used as both a stationary console and a portable device, meaning that gamers can play from the comfort of their own homes or on the go. Read more

Note(s): Worldwide; 2017 to 2023; Includes Switch, Switch OLED, and Switch Lite

Source(s): Nintendo
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http://www.statista.com/statistics/687059/nintendo-switch-unit-sales-worldwide
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Sony PlayStation 5 game console unit sales worldwide from 2020 to 2023, by
quarter (in millions)

Sony PlayStation 5 game consoles unit sales 2011-2023, by quarter

Sales in million units
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L]
Description: In the first fiscal quarter of 2023, Sony Corporation sold approximately 3.3 million PlayStation 5 gaming consoles, down by three million unit sales compared to the previous quarter. The PS5 console was launched November 2020 and first and second Statl sta
year shipments had been hampered by supply chain delays. Read more

Note(s): Worldwide; 2020 to 2023; Sony FY ends March 31

Source(s): Sony


http://www.statista.com/statistics/1339466/global-ps5-console-unit-sales-quarter
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Number of major upcoming video game releases from late 2022 through
2024, by platform

Number of major upcoming video games 2022-2024, by platform

Number of games by platform
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7 | Feleased for Xbox Sert X/, tob. I 6rm o platform excL sy, 2 games were prajecied 6 be PayStation-anty and 26 plannecl es were Sing 1 be eloated ony an Xbox but ot on FlaySiaton. ead mare. ) o noer T3 were geingtobe Sta t | Sta E

Note(s): Worldwide; March 2023; based on top 200 upcoming video games in the DFC upcoming game database, wider industry metrics may vary
Source(s): DFC Intelligence


http://www.statista.com/statistics/1391589/major-upcoming-video-games-by-platform

Share of game developers worldwide working on game projects for selected
platforms in 2023

Global game developers working on projects for selected platforms 2023
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L]

58 I Description: As of early 2023, approximately 33 percent of game developers worldwide said they were working on games for PlayStation 5 at the time of survey, while 27 percent indicated that they were developing Android mobile games. PC game development still statl sta r
ranked in the top spot. Read more _‘
Note(s): Worldwide; 2023; 2,300 respondents; Game Developers Conference attendees
Source(s): Game Developers Conference


http://www.statista.com/statistics/504192/game-developers-work-projects-selected-platforms-global

!\/Ic)zsézigteresting gaming platforms according to game developers worldwide
in

Global game developers level of interest in selected platforms 2023
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59 I Description: The gaming world is rapidly changing and game developers have to constantly adapt to keep up with the latest trends. During an early 2023 survey, 64 percent of responding game developers worldwide said that they were most interested in PCs as a sta t I Sta r
platform for developing games. Read more _‘
Note(s): Worldwide; 2023; 2,300 respondents; Game Developers Conference attendees
Source(s): Game Developers Conference


http://www.statista.com/statistics/1060235/game-developers-platform-interest

Share of game developers worldwide working on game projects for select
VR/AR platforms in 2023

Global game developers working on projects for select VR/AR platforms 2023

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

Meta Quest . 36%
PlayStation VR2 18% | | :
HTC VIVE 159
iOS phone/tablet using ARKit . . 12% :
Valve Index : : 11%
Meta "Project Cambria" | | 10%
Meta Rift 10%
Google ARCore 9%
Windows Mixed Reality Headsets 7% :
PlayStation VR 5%
HP Reverb 4%
Magic Leap One 3% : : : . . . . :
: : : : : : : : - o

L]
60 I Description: The gaming world is rapidly changing and virtual reality and alternate reality gaming is no longer thing of the future. During a 2023 survey, 36 percent of responding game developers worldwide stated that they were currently developing games for the sta t I Sta r
Meta Quest virtual reality headset. Read more _‘
Note(s): Worldwide; 2023; 2,300 respondents; Game Developers Conference attendees
Source(s): Game Developers Conference


http://www.statista.com/statistics/1060239/game-developers-vr-ar-platforms

s1|

Share of game developers whose studios are interested in blockchain
technology including crypto, NFT, and Web3 worldwide in 2023

Global game developers level of interest in blockchain tech 2023

Share of respondents

Very interested Somewhat interested Not interested Already using it

L]
Description: During an early 2023 survey, 75 percent of responding game developers worldwide indicated that their studios were not interested in using blockchain technologies such as cyptocurrency, NFT, and Web3. Only two percent of respondents stated that sta t I Sta r
their studios were already using such tools to support their games. Read more _‘
Note(s): Worldwide; 2023; 2,300 respondents; Game Developers Conference attendees
Source(s): Game Developers Conference



http://www.statista.com/statistics/1288941/game-developers-studio-interest-crypto

CHAPTER 08

Monetization via digital content




!\/Ic)zsézczé)mmon gaming business models used by game developers worldwide
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Most popular gaming business models among developers worldwide 2023

Share of respondents
0% 10% 20% 30% 40% 50% 60%

Pay to download 50%
Free to download :
Paid DLC/updates
Paid in-game items
Free DLC/updates
Paid in-game currency
Ad supported
Paid subscription as part of a monthly offering (e.g. Apple Arcade, Xbox Game...
Paid item crates
Paid subscription for individual game (e.g. World of Warcraft)
Premium tier subscriptions (e.g. Fallout 76)
Blockchain driven monetization

Other

-
63 Description: The gaming world is rapidly changing and game developers have to constantly adapt to keep up with the latest trends. During a 2023 survey, 50 percent of game developers said that they were using the pay to download business model on the current I Sta r
game that they were developing. Read more J

Note(s): Worldwide; 2023; 2,300 respondents; Game Developers Conference attendees
Source(s): Game Developers Conference


http://www.statista.com/statistics/1183087/game-developers-business-models

s4|

Console gaming revenues worldwide from 2020 to 2026, by type (in billion
U.S. dollars)

Global console gaming market value 2020-2026, by type

B Physical hardware B Physical software Digital full game W Add-on content  m Subscription

Revenue in billion U.S. dollars

2020 2021 2022 2023* 2024* 2025* 2026*

-
Description: In 2026, the global console gaming industry is projected to be worth 61 billion U.S. dollars. By then, the biggest console gaming market segment will be digital add-on content, worth 19 billion U.S. dollars annually. Currently, the console industry size is r
approximately 55 billion U.S. dollars with console hardware being the biggest segment worth 17 billion U.S. dollars. Worldwide console gaming revenue is projected to increase at a CAGR of 0.4 percent between 2020 and 2026. Read more J
Note(s): Worldwide; 2020 to 2022; * Forecast Read more

Source(s): IDG Research Services (IDG Consulting); Sony


http://www.statista.com/statistics/558409/value-console-games-market-global-by-type
http://www.statista.com/statistics/558409/value-console-games-market-global-by-type
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PS5 video game investment by PlayStation Studios from fiscal 2019 to 2025,
by business model|

Sony PS5 video game investment FY 2019-2025, by business model

W Traditional M Live service

Share of investment

FY20 FY23* FY25*

L]
Description: Video gaming company Sony is planning to increase its investment in live service games for PlayStation 5 significantly over the next few years, from an estimated 55 percent in the fiscal year 2023 to about 60 percent in 2025. Live service games see a statl Sta r
constant stream of new content added post-launch and are purposefully designed to keep the user playing and paying. Popular live service games on PlayStation include Destiny 2 or the free-to-play title Genshin Impact. Additionally, several [...] Read more J
Note(s): Worldwide; 2023; figures for FY22 and after have included Bungie PC revenue, since its acquisition by SIE; *Estimate Read more

Source(s): Sony



http://www.statista.com/statistics/1386693/ps5-business-model-game-investment
http://www.statista.com/statistics/1386693/ps5-business-model-game-investment
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Net bookings generated by Electronic Arts from fiscal 1st quarter 2016 to 1st
quarter 2024, by composition (in million U.S. dollars)

Electronic Arts (EA) net bookings as of Q1 2024, by composition

B Live services* M Full-game downloads Mobile

Revenue in million U.S. dollars
i
(@)
o

2016201620172017201820182018 201820192019 20192019 2020 2020 2020 2020 2021 2021 2021 2021 2022 2022 2022 2022 2023 2023 2023 2023 2024
Q1 Q2 QT Q2 Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4 Q1 Q2 Q3 Q4 Q1

Description: In the first quarter of the fiscal year 2024, game publisher Electronic Arts (EA) generated over 1.1 billion U.S. dollars in net bookings via live services. Full game sales generated 401 million U.S. dollars in net bookings during the same period. Net bookings

i l
are defined as the net amount of products and services sold digitally or sold-in physically in the period. Net bookings are calculated by adding total net revenue to the change in deferred net revenue for online-enabled games. Read more statl Sta J
Note(s): Worldwide; April 2016 to June 2023; net bookings not net revenue

Source(s): Electronic Arts



http://www.statista.com/statistics/217478/digital-revenue-of-ea-since-2011-by-type
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Share of net revenue generated by Take-Two Interactive through recurrent
consumer spending from fiscal year 2017 to 2023

Take-Two Interactive recurrent consumer revenue share FY 2017-2023

Share of net revenue

2017 2018 2019 2020 2021 2022 2023

L]
Description: Take Two Interactive is a video game distribution company headquartered in the United States. The company is divided into different publishing labels depending on the type of games or target audience (Rockstar Games, 2K Games, Private Division and I r
Social Point). Take-Two Interactive's global revenue from virtual currency, add-on content, and in-game purchases has shown a continuous increase since 2018. In the fiscal year 2022, Take-Two generated over 4.18 billion U.S. dollars in [...] Read more _‘

Note(s): Worldwide; April 2016 to March 2023; revenue from virtual currency, add-on content, and in-game purchases
Source(s): Take-Two Interactive



http://www.statista.com/statistics/1237756/revenue-take-two-interactive-content-recurrent-spent

Share of net bookings generated by Ubisoft worldwide from fiscal year 2017-
18 to 2022-23, by segment

Ubisoft global net bookings share as of FY 2010-2023, by segment

Digital net bookings PRI net bookings Back-catalog net bookings
2016-17 50% 20.8% 44.5%
2017-18 58% 28% 47.6%
2018-19 68.8% 31.8% 56.5%
2019-20 82.2% 45.8% 72.7%
2020-21 71.8% 34.8% 57.5%
2021-22 78.3% 38.2% 67%
2022-23 85.4% 57.6% 57.7%
Description: In the fiscal year 2022-23 (12 months ending March 2023), French gaming publisher Ubisoft generated more than 57 percent of net bookings via back-catalogue sales. Ubisoft owns several long-running video game series including the multi-platform Stati sta E

franchises Assassin's Creed, Far Cry, Just Dance, Tom Clancy's, and Watch Dogs. In total, digital sales accounted for over 85 percent of net bookings for the measured fiscal period. Read more
Note(s): Worldwide; April 2016 to March 2023; net bookings corresponds to historical sales (i.e. sales excluding the impacts of the application of IFRS15)
Source(s): Ubisoft


http://www.statista.com/statistics/1204248/ubisofts-global-net-bookings-by-quarter-channel
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Annual number of develogers and creators earning money on Roblox in

December 20271 and 202

Roblox Corporation annual number of creators earning money 2021-2022

Developers and creators who
earned Robux on the Roblox

... of which are qualified for and
were registered in the Developer

... of which chose to exchange
their earned Robux to real-world

platform Exchange Program currency
2021 1.7m 7k 5.5k
2022 4.2m 11k 8.8k
u
Description: In the month ending December 31, 2022, almost 4.2 million developers and creators earned Robux on the Roblox Platform, of which more than 11 thousand developers were registered in the Developer Exchange Program. In the most recently reported I r
year, developers and creators that were qualified and registered in Roblox's Developer Exchange Program earned 623.9 million U.S. dollars in the annual payout. Roblox creators can earn the virtual currency Robux through their virtual [...] Read more J

Note(s): Worldwide; month ending December 31,2021 and 2022
Source(s): Roblox



http://www.statista.com/statistics/1376688/roblox-annual-earning-creators

7o|

Annual developer and creator cash payout on Roblox from 2018 to 2022 (in
million U.S. dollars)

Roblox Corporation annual developer exchange fees 2018-2022

Developer fees in million U.S. dollars

L]
Description: In 2022, developers and creators that were qualified and registered in Roblox's Developer Exchange Program earned 623.9 million U.S. dollars in annual payout, up from 538.3 million U.S. dollars in the preceding year. Roblox creators can earn the virtual I r
currency Robux through their virtual gaming creations. These creations can, in turn, be converted into real-world currency. Monetizable content includes sales of access to Roblox experiences, item sales to users on the Avatar Marketplaces, [...] Read more _‘

Note(s): Worldwide; 2018 to 2022
Source(s): Roblox


http://www.statista.com/statistics/1376672/roblox-developer-payout
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Fortnite developer and creator breakdown as of April 2023, by rewards

Fortnite developer and creator breakdown 2023, by rewards

Number of developers and creators

13 5
$100+ $1k+ $10k+ $100k+ $300k+ $TM+ $3M+ $10M+
Description: As of April 2023, gaming company Fortnite reported that only five developers or creators in Fortnite *s creator ecosystem were rewarded over 10 million U.S. dollars. In comparison, approximately 2,167 Fortnite games developers or creators had earned stati sta r'

more than 100 U.S. dollars. Read more
Note(s): Worldwide; April 2023; annualized by multiplying April 2023 payout by 12
Source(s): Fortnite


http://www.statista.com/statistics/1389249/fortnite-developer-creator-breakdown-rewards

CHAPTER 09
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and cloud gaming
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Subscriber count of leading cloud ﬁammg and gaming subscription services
worldwide as of March 2023 (in millions)

Subscriber count of leading cloud gaming and gaming subscription services 2023

15

Number of subscriptions in millions

10

PlayStation Plus (PS Plus) Nintendo Switch Online Xbox Game Pass NVIDIA GeForce Now EA Play

Description: As of March 2023, PlayStation Plus was the most popular gaming subscription service worldwide, with over 47.4 million subscribers worldwide. Second-ranked Nintendo Switch Online had 36 million global subscribers. Microsoft Game Pass has also been Statl sta
steadily gaining users and most recently reported 25 million subscribers. Cloud gaming and gaming subscriptions services have grown in popularity in recent years, headed by the almost obligatory use for console gamers as many [...] Read more

Note(s): Worldwide; March 2023; latest reported figures

Source(s): Electronic Arts; Microsoft; Nintendo; PC Magazine; Sony; Statista



http://www.statista.com/statistics/1276305/subscriber-count-top-gaming-subscriptions
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Number of subscribers of PlayStation Plus (PS Plus) worldwide as of March
2023 (in millions)

Number of PlayStation Plus subscribers worldwide 2014-2023
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Description: First launched in 2010, PlayStation Plus is Sony *s subscription service which allows PlayStation users to play online multiplayer. As of March 2023, the service had over 47.4 million subscribers, a decrease from its peak of 48 million subscriptionsin Stati sta r
December 2021. In June 2022, Sony combined its PlayStation Plus and PlayStation Now cloud gaming services and the revamped PlayStation Plus service now features a three-tier subscription model. The existing service became PlayStation Plus [...] Read more _‘

Note(s): Worldwide; October 2014 to March 2023
Source(s): Sony


http://www.statista.com/statistics/532431/playstation-plus-subscribers-global
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Nu”mbeg of subscribers of Xbox Game Pass worldwide as of January 2022 (in
millions

Number of Xbox Game Pass subscribers worldwide 2020-2022

20
15

10

Number of subscribers in millions

2020-04 2020-09 2021-01 2022-01

L]
Description: First launched in June 2017 on the Xbox One, Xbox Game Pass is Microsoft's cross-platform gaming subscription service, which allows users to play online multiplayer, access a rotating library of games, and other services, depending on the subscription Statl sta r
tier. Xbox Game Pass reported 25 million subscribers in January 2022. The overall reach of the Microsoft Xbox Network was an estimated 120 million monthly active users. Read more _‘
Note(s): Worldwide; April 2020 to January 2022

Source(s): Microsoft



http://www.statista.com/statistics/1276183/xbox-game-pass-subscriber-count-global

Number of video games included in select gaming subscription services
worldwide as of June 2023

Game library of leading gaming subscriptions 2023
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76 I Description: Access to over hundreds of games is one of the main reasons for gamers to subscribe to gaming subscription services. As of June 2023, the PlayStation Plus Premium subscription had the biggest game library available, with over 730 games. The Xbox Stati sta r
Game Pass ranked second, with 460 games being included for subscribers. Read more _‘

Note(s): Worldwide; June 2023; figures may differ to regional availability
Source(s): Microsoft; Nintendo; PlayStation; Sony; Statista


http://www.statista.com/statistics/1388400/gaming-subscriptions-catalog
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Console gamin% subscription service revenues generated by select gaming
companies worldwide in 2021 (in million U.S. dollars)

Annual console gaming subscription service revenues worldwide 2021

Revenue in million U.S. dollars

Microsoft Nintendo Electronic Arts
-
Description: In 2021, Microsoft's Xbox Game Pass was the top-grossing console gaming service worldwide. The gaming subscription service generated approximately 2.9 billion U.S. dollars in annual revenues on consoles. Nintendo was ranked second with its I '
Nintendo Switch Online service generating 932 million U.S. dollars in revenues during the year. Read more _‘

Note(s): Worldwide; 2021; does not include PC Game Pass earnings
Source(s): Conselho Administrativo de Defesa Econémica; Microsoft; TweakTown


http://www.statista.com/statistics/1338152/global-console-gaming-subscription-service-revenues

7s|

((j5|(|)|ba| cloud gaming market revenue from 2017 to 2027 (in billion U.S,
ollars)

Cloud gaming market revenue worldwide 2017-2027

Revenue in billion U.S. dollars
o

2017 2018 2019 2020 2021 2022 2023* 2024* 2025* 2026* 2027*
Description: In 2027, the global cloud gaming market is projected to reach 18.71 billion U.S. dollars in revenue, up from an estimated 4.34 billion U.S. dollars in 2022. With improving internet infrastructure, cloud gaming services are starting to see traction. Current i r
mainstream cloud gaming services include console cloud gaming services PlayStation Now and Xbox Cloud Gaming, as well as Amazon Luna (U.S. only and early access) and GeForce Now. Read more _‘

Note(s): Worldwide; 2017 to 2022; *Forecast. Definition: Cloud gaming is a form of video game streaming that allows players to play games on their devices through an internet connection, without the need for dedicated gaming hardware or local [...] Read more
Source(s): Statista Digital Market Insights


http://www.statista.com/statistics/1390137/cloud-gaming-market-global
http://www.statista.com/statistics/1390137/cloud-gaming-market-global
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Estimated cloud gaming service revenue of Microsoft in 2021 and 2026 (in
million U.S. dollars)

Microsoft xCloud gaming service revenue 2021-2026

Revenue in million U.S. dollars
N
ul
(@]

2021 2026*

L]
Description: By 2026, it is estimated that the annual revenue of Microsoft's xCloud gaming service will reach 450 million U.S. dollars per year, up from 50 million U.S. dollars in 2021. In 2025, the global cloud gaming market is projected to reach 8.17 billion U.S. dollars Statl sta r
in revenue. Read more _‘

Note(s): Worldwide; 2021 to 2023; all values are estimates; *Forecast Read more
Source(s): Competition and Markets Authority; Game World Observer



http://www.statista.com/statistics/1388811/microsoft-xcloud-gaming-service-revenue
http://www.statista.com/statistics/1388811/microsoft-xcloud-gaming-service-revenue
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Annual value of video games industry deals worldwide from 2020 to 2022 (in
billion U.S. dollars)

Global video game industry annual deal value 2020-2022

M Private investments B M&As Public offerings

Value in billion U.S. dollars

2020 2021 2022

u
Description: In 2022, M&A activity in the global video game industry increased by seven percent year-over-year, amounting to 41 billion U.S. dollars worth of deals. In contrast, private investments in the video game industry declined by 16 percent to 10.1 billion U.S. statl sta r
dollars. Read more .

P
Note(s): Worldwide; 2020 to 2022
Source(s): Game World Observer; InvestGame


http://www.statista.com/statistics/1391637/manda-video-game-industry-value
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Annual number of video games industry deals worldwide from 2020 to 2022

Global video game industry annual deal volume 2020-2022

M Private investments B M&As Public offerings

Number of deals

-
Description: In 2022, M&A activity in the global video game industry amounted to 222 deals, translating to 41 billion U.S. dollars in deal value. In contrast, private investments in the video game industry totaled 538 deals worth 10.1 billion U.S. dollars in total. Read statl Sta r
more ‘

Note(s): Worldwide; 2020 to 2022
Source(s): Game World Observer; InvestGame


http://www.statista.com/statistics/1391656/manda-video-game-industry-number
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Value of closed video games industry mergers and acquisitions (M&A)
worldwide as of 2nd quarter 2023 (in billion U.S. dollars)

Global video game industry closed M&A value 2020-2023
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Description: In the second quarter of 2023, M&A activity in the gaming industry hit its lowest point in the last three years with the value of closed deals barely reaching 0.2 billion U.S. dollars. Video game M&A activity value peaked in the second quarter of 2022 with

17.3 billion U.S. dollars worth of closed deals. Read more
Note(s): Worldwide; Q1 2020 to Q2 2023; closed M&A deals

Source(s): Game World Observer; InvestGame

2023 Q2

statista %a


http://www.statista.com/statistics/259455/value-of-games-industry-mergers-and-acquisitions-worldwide
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Largest announced video game industry acquisitions worldwide in 2022, by
deal value (in million U.S. dollars)

Biggest video game industry acquisitions 2022

Value in million U.S. dollars
0 10,000 20,000 30,000 40,000 50,000 60,000 70,000 80,000

Activision Blizzard acquired by Microsoft (Jan 2022)
Zynga acquired by Take-Two Interactive (Jan 2022)
IronSource aquired by Unity (Jul 2022)
Bungie acquired by Sony Interactive Entertainment (Jan 2022)
ESL acquired by Savvy Gaming Group (Jan 2022)
TripWire, Limited Run, and 4 other studios acquired by Embracer Group (Aug...
My.games acquired by Leta Capital (Sep 2022)
ReKTGlobal acquired by Infinite Reality (Apr 2022)
Black Shark acquired by Tencent (Jan 2022)
Facelt acquired by Savwwy Gaming Group (Jan 2022)
6waves acquired by Stillfront Group (Jan 2022)
Alictus acquired by SciPlay (Mar 2022)
Crystal Dynamics, Eidos-Montréal, Square Enix Montréal acquired by...
Admix acquired by LandVault (Jun 2022)
Axes in Motion acquired by Media and Games Invest Plc (Apr 2022)

68,987

Acquiree - Acquirer (date)

-
Description: Mergers and acquisitions in the gaming industry are often worth billions and create lots of buzz. In January 2022, the two biggest gaming acquisitions ever happened within barely a week of each other - on January 10, Take-Two Interactive announced its r
purchase of social gaming company Zynga, signaling a stronger focus on mobile gaming. January 18, 2022, saw the surprise notice of Microsoft acquiring Activision Blizzard for close to 69 billion U.S. dollars. As of May 2023, the Activision Blizzard [...] Read more J

Note(s): Worldwide; 2022
Source(s): Drake Star Partners; Game World Observer



http://www.statista.com/statistics/1386450/biggest-video-game-industry-acquisitions-annual
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Video game industry mergers and acquisitions (M&A) worldwide in 2022, by
target type

Global video game industry M&A 2022, by target type

W Deal value H® Number of deals

Number of

PC/console Mobile Platform/tools Hardware* eSports* Blockchain*

u
Description: In 2022, merger & acquisition deals in the PC and console gaming segment accounted for nearly three quarters of global gaming industry M&A deal value and about a quarter of the number of deals. The mobile segment accounted for 75 of the 324 Statl Sta r
announced deals. Read more J
Note(s): Worldwide; 2022; *Deal value data not available Read more

Source(s): Drake Star Partners; VentureBeat



http://www.statista.com/statistics/259443/video-game-industry-mergers-and-acquisitions-worldwide-by-target-type
http://www.statista.com/statistics/259443/video-game-industry-mergers-and-acquisitions-worldwide-by-target-type
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