


The average age of gamers in the world is 35 and the age of game purchasers is 38.

Households that own a device used for playing video games: 65%
Households that own a device EXCLUSIVELY for playing video games: 48%



48% of woman report having played a video game, only 6% identify as gamers



CASUAL GAMES

SOCIAL GAMES

ADVERGAMES

AAA GAMES

eSports GAMES



CASUAL GAMES

Characteristics Game play

Short games. Massive players About 2 min.

Easy rules. 74% woman Few buttons / options.
Fast satisfaction. 30 and 50 years old No instructions needed.
Easy instructions. Web - mobile Always win

Very addictive. Freemium Auto save game




Puzzle Games



Hidden Objects






Strategy



Arcade & Action



Word & Trivia



Card & Board



Characteristics Game play

Short games but often. 48% of world gamers 15-20 min.

Social interaction. 80% woman A lot of easy options.
Fast rewards. 20 and 40 years old No instructions.

Easy histories. Web - mobile Constant competition
Very addictive. Freemium Multi device.










Annual revenue of King.com from 2010 to 2016 (in milli
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Facebook game monthly active users 2015

Candy Crush Saga Calcul

-El 70% dels usuaris acaben el joc sense pagar res.
-30 milions d'usuaris paguen cada mes.
-Aix0 vol dir un conversion rate del 30%!
-Suposem 0,89 € x 30 milions = 26,7 milions € / mes

En realitat King.com factura 6-8 milions d'euros al dia.






Social Gaming revenue worlwide (2010-2014)

(in billion US dollars)
| US billion = 1.000 milions d'euros



Clash of Clans



Clash Royale



Plunder Pirates



]
MMO's Caracteristiques comunes:

MMORPG = MMO
MMODC = MMO
MMORTS = MMO
MMOFPS = MMO

MMOBA = MMO
MMORG = MMO
MMOCCG = MMO
MMOMG = MMO




Second Life






World of Warcraft



League of Legends






EVE



Characteristics Game play

Game with contents. Specific targets. Time to play variable.

Don't look for fun only All generes. Real World simulations

Thinking is needed.
No competitive.
Multi device.

Share knowledge All ages.
Exploration, educational Multiplatform.
Research, management. Price variable.




Edutainment



Games for health






Technology games



Characteristics Game play

To sell products. Specific. Time: Short

Simple developement. All generes. Fantasy worlds
Simple histories. All ages. Product placement.
Loop games. Multiplatform. Easy to win.

Few levels. Different prices. Soft mechanics




Pepsiman (1999)



Mc Donald’s
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Esto es ol cantro operativo de McDonald™s
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M&M's Sudoku



Crunch (Nestlé)



Cherry Chef



Nancy (Famosa)



Guallarauco



Characteristics Game play

Very high quality games 90% Male Time to plqy long.
High budget (>$20|\/|) All generes. A lot of options.

About 300 workers 7 to 55 years. (35-40) High difficulty.
2-3 years development Multiplatform. Very competitive.
Research, management. High price (>60 €). PC / Consoles.










|84 milions

(1984)

82 milions
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54 milions

(2009)
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(2009)
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(2006)



Characteristics Game play

Very high quality games 80% Male Play_er vs player or
MMQ's All generes. Multiplayer teams

Professional players 16 to 25 years. High difficult;l/..
High money rewards Massive young people. Very competitive.
Coaches, staff... Free to play. PC




eSports market revenue worldwide from 2012 to 2020 (in million U.S. dollars)



