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Terms of Use

THIS REPORT IS PROVIDED ON AN “AS IS” BASIS WITHOUT WARRANTIES OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING WARRANTIES OF MERCHANTABILITY
OR FITNESS FOR A PARTICULAR PURPOSE, OTHER THAN THOSE WARRANTIES WHICH ARE IMPLIED BY AND INCAPABLE OF EXCLUSION, RESTRICTION OR
MODIFICATION UNDER THE LAWS APPLICABLE TO THE MASTER AGREEMENT FOR SERVICES.

THE FOLLOWING DISCLAIMER OF LIABILITY APPLIES TO ANY DAMAGES OR INJURY CAUSED BY ANY ERROR, OMISSION, DELETION, DEFECT OR USE OF, WHETHER FOR
BREACH OF CONTRACT, TORTIOUS BEHAVIOR, NEGLIGENCE, OR UNDER ANY OTHER CAUSE OF ACTION:

IN NO EVENT WILL ELECTRONIC ENTERTAINMENT DESIGN AND RESEARCH OR ANY PERSON OR ENTITY INVOLVED IN CREATING, PRODUCING OR DISTRIBUTING
THIS REPORT BE LIABLE FOR ANY DIRECT, INDIRECT, INCIDENTAL, SPECIAL OR CONSEQUENTIAL DAMAGES ARISING OUT OF THE USE OF OR INABILITY TO USE
THE REPORT OR OUT OF THE BREACH OF ANY WARRANTY; YOU HEREBY ACKNOWLEDGE THAT THIS DISCLAIMER OF LIABILITY SHALL APPLY TO ALL CONTENT
CONTAINED IN THIS REPORT. ELECTRONIC ENTERTAINMENT DESIGN AND RESEARCH'S LIABILITY TO YOU, IF ANY, SHALL IN NO EVENT EXCEED THE TOTAL
AMOUNT PAID TO ELECTRONIC ENTERTAINMENT DESIGN AND RESEARCH FOR THE REPORT.

IT IS YOUR RESPONSIBILITY TO EVALUATE THE ACCURACY, COMPLETENESS OR USEFULNESS OF ANY INFORMATION, OPINION, ADVICE OR OTHER CONTENT
AVAILABLE IN THIS REPORT. YOU SHOULD USE YOUR BEST JUDGMENT AND EXERCISE CAUTION WHERE APPROPRIATE.

NEITHER ELECTRONIC ENTERTAINMENT DESIGN AND RESEARCH NOR ITS THIRD PARTY CONTENT PROVIDERS SHALL HAVE ANY LIABILITY FOR DECISIONS BASED
UPON, OR THE RESULTS OBTAINED FROM THE REPORT. NEITHER ELECTRONIC ENTERTAINMENT DESIGN AND RESEARCH NOR ITS THIRD PARTY CONTENT
PROVIDERS GUARANTEE OR WARRANT THE ACCURACY OR COMPLETENESS OF ANY SUCH INFORMATION.

YOU AGREE TO DEFEND, INDEMNIFY AND HOLD HARMLESS ELECTRONIC ENTERTAINMENT DESIGN AND RESEARCH, ITS AFFILIATES AND THEIR RESPECTIVE
DIRECTORS, OFFICERS, EMPLOYEES AND AGENTS FROM AND AGAINST ALL CLAIMS AND EXPENSES, INCLUDING ATTORNEYS' FEES, ARISING OUT OF THE USE BY
YOU OF THE REPORT.
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Introduction

OVERVIEW

Topic 1: An exploration of the influence of quantity of Accomplishments for Xbox 360 game titles.
Topic 2: An exploration of the influence of diversity of Accomplishment types for Xbox 360 game titles.
Topic 3: Sony’s Trophies explained and compared to Xbox 360 Achievements.

Media and Press Guidelines:

Research Methodology:

About EEDAR:

Guidelines for republishing EEDAR data.

An overview of the process that Electronic Entertainment Design and Research uses to obtain its data.

Background information about Electronic Entertainment Design and Research.

DEFINITIONS YOU NEED TO KNOW

Accomplishments:

GRAPHS

EEDAR uses the term Accomplishments to refer to platform-specific rewards for in-game tasks. On the Xbox 360 these are
called Achievements, while the PlayStation 3 has their own system called Trophies.

Accomplishments have proven to be a powerful tool for game makers on the Xbox 360. They can cause users to play a
game title longer, lock gamers into fierce competition, and even influence purchase decisions. Proper implementation
correlates very strongly with better sales, as detailed below.

Until recently, only the Xbox 360 has offered an Accomplishment system to its users. The PlayStation 3 has now
implemented their own Accomplishment system, called Trophies.

Note:

The numbers at the bottom of each graph represent the quantity of games in each grouping.
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Topic 1 — EEDAR Exposé — September, 2008

Quantity of Accomplishments vs. 3-Month U.S. Unit Sales
All Xbox 360 Retail Game Titles
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Topic 1 — EEDAR Exposé — September, 2008

Quantity of Accomplishments vs. 3-Month U.S. Unit Sales
All Xbox 360 Retail Game Titles by Release Year
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Topic 1 — EEDAR Exposé — September, 2008

ANALYSIS

Our first topic examines a game title’s average 3-month U.S. unit sales in relation to its quantity of Accomplishments. Before the analysis, some background

on Microsoft’s Achievement system:

Microsoft requires that all Xbox 360 retail game titles contain Achievements. Xbox 360 retail game titles can ship with a maximum of 50 Achievements
worth a maximum total of 1,000 Gamerscore points, though many game titles have fewer than 50 Achievements and a few have less than 1,000
Gamerscore points. Designers can also add Achievements, via ancillary downloadable game content (such as an expansion pack), which can increase a
game title’s total Achievements to 60 and points to 1,250. The only games not to follow this model are Juiced 2: Hot Import Nights, which shipped with
60 Accomplishments and The Orange Box, which contains 5 individual games and has 99 Achievements.

Looking at the first graph (page 5) we see that, in general, there is a very strong correlation between higher unit sales and a larger quantity of
Accomplishments. The majority of games have between 31-50 Accomplishments. You can see that the games that do not take full advantage of this system
(with 1-30 Accomplishments) sell about half as many units as games with 31-50. The few games that have more than 50 Accomplishments have outsold all
other categories. This category is mostly made up of games that have increased their number of Accomplishments via an Expansion. This may not be an
indicator of the influence of the quantity of Accomplishments influencing sales, as these games tend to be the large budget games.

When breaking the data down by Release year of the game title (page 6), you can see that as the Xbox 360 community grew more accustomed to
Accomplishments the more they were embraced by users. For the games that shipped at the launch of the Xbox360 in 2005, there are no discernable trends.
2006 sees a slight trend toward more Accomplishments equating to higher sales. By 2007 consumers had become familiar with the Accomplishment system
and a clear trend immerges: More is better! Games with 31+ Accomplishments generated more than three times the average unit sales of games with 1-30.

In 2008, so far, we have seen this trend become even more extreme. No game titles have been released with 10 or less Accomplishments. Games with 31-
40 Accomplishments are doing far worse than game titles with 41-50. 40% of 2008 games have less than 40 Accomplishments and average less than a third

of the unit sales of games with 41-50 Accomplishments.

?}‘ EEDAIR ctnabinginformed decisions for the video game industry 7 © Copyright 2008. Electronic Entertainment Design and Research. Proprietary and Confidential.



RAISE YOUR GAME WITH STRATEGIC PRIMERS FROM EEDAR

EEDAR'’s Strategic Primers provide a comprehensive analysis
for specific genres on the latest technologies for the video
game industry.

With EEDAR’s Strategic Primers in hand you can determine
your game’s marketing strategies and means to leverage
these technologies with precision and confidence.

ACCOMPLISHMENT STRATEGIC PRIMERS DOWNLOADABLE CONTENT STRATEGIC PRIMERS

Accomplishment systems are one of the leading ways to increase
replayability and loyalty to game franchises and console platforms.

For supported genres, Accomplishment Strategic Primers provide:

Recommendations for:
- Allocating Accomplishment Points
- Choosing Quantities and Types
- Using Online, Offline and Secret Accomplishments

Industry Benchmarking and Trends for:
- Use of Accomplishments by Type
- Impact of Accomplishment Usage on Sales

Services are also available to analyze your planned use of
Accomplishments for game titles in production to provide even
greater insight for development and marketing efforts.

Available for supported genres covering:

Downloadable Content (DLC) - Paid and Free on
Xbox Live Marketplace, PlayStaytion Store,
Nintendo WiiWare.

- Accomplishment Systems - Xbox Live Achievements,
PlayStation Network Trophies*.

* When made available on PlayStation Network

Digital Storefronts have created new ways to market and monetize
video games.

For supported genres, DLC Strategic Primers provide:

Recommendations for:
- DLC Pricing Strategies
- Choosing Quantities and Diversities of DLC

Industry Benchmarking and Trends for:
- DLC Sales Correlations and Utilization By Type
- Analysis of DLC Advertisements on Retail Sales
- Analysis of Free vs. Paid DLC by Type

EEDAR’s Strategic Primers for DLC deliver the critical information
needed when forming your online content strategies.

Contact an EEDAR representative for more information on +1.877.88.EEDAR or sales@eedar.com.



Topic 2 — EEDAR Exposé — September, 2008

Diversity of Accomplishment Types vs. 3-Month U.S. Unit Sales
All Xbox 360 Retail Game Titles
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Topic 2 — EEDAR Exposé — September, 2008

Diversity of Accomplishment Types vs. 3-Month U.S. Unit Sales
All Xbox 360 Retail Game Titles by Release Year
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Topic 2 — EEDAR Exposé — September, 2008

ANALYSIS

EEDAR has created a classification system for Accomplishments, identifying 16 different types. Accomplishment diversity is the number of different
Accomplishment types present in a particular game.

When looking at the first graph (page 8), the trend is clear: games with more diversity in their Accomplishments sell better.

Breaking down the data by the year shows that this trend has become more pronounced over the life of the Xbox 360. At launch, diversity in
Accomplishment types on the Xbox 360 had no effect; the user base and game developers were getting used to the system. In 2006, games with more than
4 different types sold approximately three times the units of games with 1-3 types. 2007 sees the difference in unit sales between 4-6 types and 7-9 types
grow considerably, with 7-9 types selling almost 75% more units. Also note that the proportion of games in these groupings is almost identical in 2006 &
2007 (32 and 14 vs. 66 and 28). So far in 2008, about half of all game titles contain 7 or more Accomplishment types, much more prevalent than in previous
years. The games doing so are selling double the number of units than games with 1-6 types.

The 10+ Accomplishment types category is artificially inflated by Grand Theft Auto IV. The average without Grand Theft Auto IV is about 150,000 units. This
discrepancy is interesting, but should not be considered an indicator that game developers should not strive for the greatest diversity possible.

A note to publishers and developers — ignore Accomplishments at your own peril. On the Xbox 360, game titles that have a larger quantity and wider
diversity of Accomplishment types simply sell better.

It is important to recognize that gamers are paying close attention to Xbox 360 Achievements. Gamers are making educated purchase decisions more than
ever, and websites like www.xbox360achievements.org are showing them the Accomplishments for games weeks before the games are actually released.

Like demos and trailers, Accomplishments have become something upon which users judge a game.
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DesignMetrics®
Advanced Business Intelligence for Video Games Execulive Overview

Executive Summary of Exarnple Game

Prepared for:
Date:

Leveraging the latest analytical technologies against a database of over one o

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.

Potential U.S. Unit Sales Wi for Example Game [X360]

——righ ——

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.

i2 proportional to other comparable Tier

- Afour page EEDAR standardized game overview (pitch document) of your

game. Competitive Sales Cycle

U.S. Unit sales; Matrixed Game Titles

- 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.

- Alexicon of all EEDAR terminology used in the DesignMetrics report.

- Definitions of the EEDAR genre classification system.

- Anoverview of the EEDAR research methodology.

DesignMetrics requires only a pitch or concept document

- An electronic PDF version of your custom DesignMetrics report. in order to deliver invaluable insight for your game title.
- Aprofessionally bound hard copy delivered via Priority Fedex. Full game lifecycle and portfolio packages also available.
- Alternate projections available as optional extra. Contact EEDAR on +1.877.88.EEDAR or sales@eedar.com

(e.g. ESRB Teen vs. Mature, Multiple Platforms, Use of Branding, Multiplayer). for a detailed demonstration and custom quote.



Topic 3 — EEDAR Exposé — September, 2008

ANALYSIS — PLAYSTATION 3 TROPHIES

Thus far we have discussed the Accomplishment system on the Xbox 360: Achievements. In July, Sony began supporting their own Accomplishment system

on the PlayStation 3: Trophies.

Trophies function in an almost identical fashion to Achievements; the user completes a particular task (chosen by the game development team) and is
awarded a status symbol prize. The PlayStation 3 does not have an equivalent to GamerScore points for Trophies. Instead, each Trophy is either a “bronze”,
“silver”, “gold” or “platinum” rating. Platinum Trophies are only earned when the user has unlocked every other Trophy that the game contains, an
interesting new way to drive gamers to play the game longer. Platinum Trophies will not be available for downloadable PlayStation Network games. When
the user earns enough Trophies their profile advances a level, much like a character in an RPG. Users can compare their level and Trophies earned with their
friends via the PlayStation 3’s front end, much like Achievements on the Xbox 360. Trophies are almost identical to Achievements, so much so that Bioshock,

when it is released for the PlayStation 3, will have the same Accomplishments on both platforms (with the exception of the Platinum Trophy).

Currently three retail games and two downloadable games on the PlayStation 3 have Trophies. Many upcoming game titles will support Trophies. A few
older games will have Trophies implemented retroactively via patching (Uncharted: Drake’s Fortune was the first game to be retrofitted), though it is likely
that only actively supported games will benefit, as the development teams have moved on to other projects.

There are two major differences between the PlayStation 3 and the Xbox 360’s Accomplishment system. Firstly, Trophies are not truly earned until the user
connects to the PlayStation Network. This seems strange for single-player only games like Uncharted: Drake’s Fortune. While the user can see the Trophies
they’ve earned from the in-game menus, their profile and PlayStation 3 front end will only register the Trophy by going online. While this won’t bother the
members of The PlayStation Network, the offline gamer may be left somewhat confused.

Secondly, and much more importantly, Trophy implementation will be optional on the PlayStation 3, where Achievement implementation is obligatory on the
Xbox 360. Almost every Xbox 360 user, no matter how casual, has earned an Achievement. By not exposing users to Trophies with every game, Sony is
missing out on exposing the more casual user base to this system. Additionally, Sony is also not catering to the hardcore crowd that just love earning
Accomplishments. On the Xbox 360, there are many accounts of users playing games longer or playing a particular game solely to earn Achievements.
Furthermore, if a game title is released on the PlayStation 3 and the Xbox 360, and the PlayStation 3 does not have Trophies, users that own both consoles
will probably gravitate toward the Xbox 360 version.
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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.)

Publishing Restrictions Logos, Graphs, and Misc.

1. Due to outside vendor agreements and publishing restrictions, any Logos: '
data set, graph title, or quote with two asterisks in between them are ~ http://www.eedar.com/About/EEDAR_Logo.zip

not eligible for republishing.
More Information:

For example: “Sales for X in Europe were *400,000 units* in September ~ http://www.eedar.com/About/CitationPolicy.aspx
(Chart Trak).”

2. This document cannot be redistributed to unauthorized users or
made available to the public
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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

EEDAR is a research firm founded by a team of interactive entertainment veterans in 2006. The company's mission is to increase the
profitability and creativity of the video game industry by allowing publishers, developers and investors to make more strategic decisions
based on objective, accessible and meaningful data.

EEDAR supplies the industry’s two leading analytical and information services: DesignMetrics® provides fact-based comprehensive
analysis for proposed game titles detailing projected sales and competitive landscapes. GamePulse® is the only information service that
delivers crucial sales, marketing and demographic insights on the video game industry via a "real time" accessible website .

In addition to DesignMetrics and GamePulse, EEDAR delivers custom research and industry publications critical to understanding and
navigating the highly competitive electronic entertainment and videogame market.

EEDAR'’s products and services are built upon on its proprietary game feature database, the world’s largest dataset of game features,
allowing the company to produce highly accurate analysis at even the most granular levels.

EEDAR is based in Carlsbad, California.
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