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Goal

To look into data to confirm or redefine
the marketing plan for 2017.




1. Historical data




20 years of video game market

Changes in market share

In rurgr)ﬁ the sale:
growing slowly b
r)r:rJodJ The con
market share

Ir n the market share to
> ( ﬁ1er countries in 2003,
e been competing against
»1ght1ng for their shares
on average.

PN DO ANDNLOIIH LA & O N O < )
A O° O OF O O M N XA N
FEHFF S LFEFEEE FE SO

JP Other




Video games in sales numbers

In 2008, the market achieved its highest Units of games sold in millions
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Genre popularity over time (1) GemeCo
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The genre preferences among customers in North America (left) and Japan (right) have been extremely
different over time.

In

The Japanese players have significantly favored the

, the Action and S
Shooter genre outclassed both of t

the genre lost its dominant position in favor of the Action games.

ﬁorts genres had been competing for the leadership position until the

games over other genres. In 2015 and 2016,



Genre popularity over time (2)

The preferences of players in Europe (left) and Other countries (right) have been developing in a
remarkably

In recent years, customers from both regions have preferred Action, Sports, and Shooter games in a very
similar way as in North America. Since 2013, the Action games have started to lose their share in favor of
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2. Current situation

What has happer



2016 - Sales volume in decline




2016 - The beginning of a change

Market share in the last 3 years
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2016 - A new leader



2016 - Genres preferences
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2016 - Most popular games

has been the most popular game
worldwide with almost 7 million copies
sold. Most of the sales have occurred in
Europe, followed by other countries.

In North America,
has performed the best, followed
by Europe.

In Japan, other games have been more
popular. The has sold the
most, but cumulatively the series Dragon
Quest has sold better.

Game

FIFA 17

Game

Tom Clancy’s The Division 237 0.15

Japan
Yokai Watch 3
Dragon Quest Builders: Revive Alefgard

Dragon Quest Heroes Il: Twin Kings and the Profecy’s End

Dragon Quest Monsters Joker 3

Units sold
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Summary and recommendations

2016 2017
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Sales volume has dropped by 73%. The marketing department will ru//“% //

7 2 /
Japan has increased its market share by 6%. Japan turned out to be a J_Jr,;r "/ %o e country is back in the
game and will need more /ﬁ/% previous years.

North America has lost its share by 77%. With its total share of
important player.

Europe has been developing very steadily over the years and has increased | Europe will be satis
its share by only 1% compared to last year, but the changes in Japan and the year before.

North America have provided the Old Continent with leadership.
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