








 

DesignMetrics® 
Advanced Business Intelligence for Video Games 

Leveraging  the  latest analytical  technologies against a database of over one 
thousand game titles, a million game facts and a decade of sales and market 
data, DesignMetrics® by EEDAR  is the video game  industry’s most advanced 
market sizing, competitive analysis and sales forecasting solution. 
 

Each custom DesignMetrics report is approximately 80 pages and includes: 

‐ An executive overview projecting the three and six month US unit sales of your 
game.  

‐ A four page EEDAR standardized game overview (pitch document) of your 
game.  

‐ Nine charts of your game title's competitive landscape and potential revenue 
windows.  

‐ An eight page matrix of ten competitor game titles vs. your proposed game 
title.  

‐ Images of Cover Art for ten competitor game titles.  

‐ Standardized game overviews for ten competitor game titles.  

‐ A lexicon of all EEDAR terminology used in the DesignMetrics report.  

‐ Definitions of the EEDAR genre classification system.  

‐ An overview of the EEDAR research methodology.  

‐ An electronic PDF version of your custom DesignMetrics report.  

‐ A professionally bound hard copy delivered via Priority Fedex. 

‐ Alternate projections available as optional extra.  
(e.g. ESRB Teen vs. Mature, Multiple Platforms, Use of Branding, Multiplayer).  

 

DesignMetrics requires only a pitch or concept document 
in order to deliver invaluable insight for your game title. 
Full game lifecycle and portfolio packages also available.  

Contact EEDAR on +1.877.88.EEDAR or sales@eedar.com 
for a detailed demonstration and custom quote. 
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ANALYSIS            
Leading the branding pack is the celebrity sub-category, used for games with a celebrity’s name branded in its title.  While the data points made indicate that 
celebrity branding produces the best results, keep in mind that this category is dominated by well-established celebrity brand names like Madden, Tiger 
Woods, and Tom Clancy.  Others celebrities with average turnouts include Peter Jackson (King Kong) and Clive Barker (Jericho).  
 
A distant second is the publisher sub-category; brand names like EA Sports, 2K Sports, and Rockstar Games (Table Tennis) are among the top brands within 
the publisher category.  The strength behind the EA Sports brand name is likely one of the driving factors for the continued success of the EA Sports 
franchises, despite many attempts from other publishers to steal some of their thunder.  For less perceptive consumers purchasing their favorite yearly sport 
titles, it can be confusing to remember if they bought NHL 07 or NHL 2K7.  By prominently placing the EA Sports (or 2K Sports in Take-Two’s case), consumers 
can comfortably know that they are picking up the same series they have grown loyal too.  
 
A close third is video game branding, which is simply any game title, in whole or part that was used in a prior release—essentially, these are series and spin-
off games (Call of Duty, Sims, and Guitar Hero etc.).  Publishers have been under scrutiny for lack of originality, focusing the majority of their resources to 
established brand names over new intellectual properties.  They should not necessarily be blamed, however, as series and spin-off games, on a 6-month 
average, produce an average of over $1 million more in revenue than games with no video game branding in their title. 
 
Among the bottom performers, the Movie/Television Studio sub-category is interesting as it contains some of the strongest brands in entertainment 
including Disney, Nickelodeon, and DreamWorks.  Of course, that is not to say that these titles are not profitable, as they generally have a lower production 
cost.  Additionally, they also play a crucial role in co-promoting the brand name of the movie or television show they tie into. 
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Publishing Restrictions                                                   
 1. Due to outside vendor agreements and publishing restrictions, any data set, graph title, or quote with two asterisks in between them are not eligible for republishing.   
For example: “Sales for X in Europe were *400,000 units* in September 
(Chart Trak).”  2. This document cannot be redistributed to unauthorized users or made available to the public 

Logos, Graphs, and Misc.  
Logos: http://www.eedar.com/About/EEDAR_Logo.zip 
More Information: http://www.eedar.com/About/CitationPolicy.aspx  

Press and Media Publishing Guidelines 

 

 

 

 

 

    

 

 

 

 

 

 

 

Publishing Guidelines                                                                                                                                                                   
 1. This report is EEDAR’s monthly Exposé Newsletter that is distributed to clients of the firm.  2. When citing the company name, first citation should provide full company name and abbreviation. 

For example: Electronic Entertainment Design & Research (EEDAR) Subsequent citations may simply use the abbreviated company name for the remainder of the same article/document. 
For example: EEDAR  3. Company Information Company Name:  Electronic Entertainment Design & Research  Company Description:  Video Game Research and Risk Analysis Provider  Company Headquarters: San Diego, CA  Company Website:  http://www.eedar.com  4. Graphs are available for download, but some data may be restricted (See: Publishing Restrictions and Logos, Graphs, and Misc.) 
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Research Methodology 

Electronic Entertainment Design and Research (EEDAR) gathers its information from a variety of sources.  EEDAR goes to great lengths to 
verify the accuracy of its information, as detailed below. 

Where information is publicly available from an authoritative source, such as the issuer or the responsible industry agency, that data is 
used as authoritative.  All authoritative information is then double checked by an EEDAR researcher through direct observation or by cross 
referencing the data with other authoritative sources.  Where possible, the data that is visible to the consumer is used: this includes 
information printed on the retail boxed product or displayed on the manufacturer website.  When discrepancies arise between 
authoritative sources, additional sources are checked until a clear consensus emerges. 

Where information is not publicly available, EEDAR's internal staff performs directed studies to gather the appropriate data.  Our 
researchers work using custom-built data collection and analysis applications.  Each researched fact has an objective observation system 
which ensures that researcher bias is eliminated.  Our data research is performed by multiple researchers simultaneously to ensure that 
individual facts are cross-checked before being input into the classification system established for that fact.  Once information has been 
entered in the EEDAR Games Database, quality assurance staff reviews the data using boundary analysis tools to identify errors and 
pinpoint difficulties in the classification systems.  Our quality assurance team maintains rigorous performance metrics and ensures that 
each report is validated to the highest quality standards. 

EEDAR attempts to use standard industry vernacular and information classification whenever possible.  Where industry standard 
vernacular or classification structures are not available, EEDAR uses its own vernacular and/or classification systems.  This would occur in 
areas where no industry recognized authoritative body exists, or in areas where multiple authoritative sources use different classification 
systems.  All of the classifications systems created for these reports by EEDAR researchers are detailed in the appendix sections of EEDAR 
documents. 

All data from sources other than the EEDAR Games Database are clearly cited. 
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About EEDAR 

Electronic Entertainment Design and Research (EEDAR) empowers investors, publishers and developers to make more intelligent decisions 
about the games they are creating and the capital being spent to produce them. 

Each year hundreds of millions of dollars are effectively wasted due to rework or cancelled games.  EEDAR's world class products and 
services solve two of the core problems behind this: non-optimal game designs and lack of objective fact based due diligence during the 
green light process. 

Using a patent-pending proprietary approach, EEDAR is currently the only company capable of providing a comprehensive, objective analysis 
of game designs to ascertain their market worthiness and potential return on investment.  

EEDAR also provides commercial research papers and other data for the video game industry.  

       Electronic Entertainment Design and Research is based in San Diego, California. 


