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Overview 

OVERVIEW                   

Topic 1:  A comparison between quarterly software sales and quarterly SKU releases. 

Topic 2:  A quarterly comparison of SKU releases by quality score bands for all next-generation systems. 

Topic 3 & 4:  A quarterly comparison of SKU releases by quality score bands for the next-generation home consoles. 

DEFINITIONS YOU NEED TO KNOW               

EEDAR Quality Scores: An aggregated quality score based on a minimum of three review sites. EEDAR Quality Scores are similar in nature to 
Metacritic and GameRanking scores. Please contact EEDAR for a more detailed methodology. 

SKU: Stock-keeping unit. A unique identifier that retailers use to track products on retail shelves. Example: Guitar Hero World Tour had 12 
SKUs (four platforms with three different bundles each). For the purpose of this report, all SKUs are used when comparing sales; however, 
special edition SKUs (Guitar Hero World Tour Band Kit) are removed for the quality score comparisons. 

Distinct Game Title:  Several SKUs may make up one distinct game title. Example: Guitar Hero World Tour is 1 game title but has 12 
separate SKUs. 

KEY TAKE AWAYS                  

• The game industry is efficient with its release schedule. 

• Quarterly releases support quarterly sales proportionately for each quarter. 

• 5% of all next-generation games receive a quality score 85 or higher. 

• The holiday quarter, on average, produces 200% more high-quality releases than other quarters. 

• As a percentage, the PS3 has the most high-quality releases at 13%; the Wii and DS are last at 2%. 
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Topic 1 – EEDAR Exposé – April, 2009 

ANALYSIS                  

One of the most vocal complaints from the gaming community over the holiday season is the sheer quantity of games released in the fourth 
quarter of the calendar year. For this month’s newsletter, we will examine whether publishers are overloading certain quarters and whether 
quarterly sales support the quantity of releases. 
 
The data from 2006 through 2008 indicates a close alignment between industry sales and the quantity of releases for each quarter. While the 
fourth quarter does have a significantly higher quantity of releases, so too does it have a significantly higher proportion of the year’s sales.  The 
thoughts on releasing more games in Q4 seem to run analogous to expanding a sports stadium from holding 20,000 fans to 35,000 fans - if 
you can fill the seats, than the expansion is justified. 
 
This data does not suggest causation and there is no one-to-one correlation between release quantities and sales by quarter. Instead, the 
data suggests that other factors such as quality scores, variety of releases, marketing, and economical factors play a role in shaping quarterly 
sales for the industry.  
 
The data shows that any quarter can see a fluctuation of 3-4% in yearly software sales.  This equates to about $330 million or 4 to 6 million units 
in an off-season quarter, which is equal to the combined sales of two big AAA titles.  
 
Quarter 2, 2008 is a good example of these fluctuations. In 2006 and 2007, the second quarter accounted for 17% and 15% of yearly sales, and 
both ranked last among the total sales. The second quarter of 2008, however, accounted for 19% of sales. We believe the fluctuation occurred 
due to the large quantity of AAA titles in Quarter 2 2008, consisting of Wii Fit, Mario Kart Wii, Grand Theft Auto IV, Guitar Hero: On Tour, Metal 
Gear Solid 4, and Lego Indiana Jones. For reference, Wii Fit, Mario Kart, and Grand Theft Auto IV, all sold over 5 million units in North America 
over their lifetime and all ranked among the top five in yearly sales of 2008. 
 
The next few topics further examine the release schedule of the video game industry, but instead of comparing release quantities to sales, we 
compare them to quality scores. After all, the complaints from the gaming community are not necessarily about the total amount of releases, 
but rather about the total amount of worthwhile releases that hit retail shelves into the fourth quarter. 
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Fact:  On Average, only 5% of games 
released on next-generation home or 
portable consoles received a quality 

score 85 or higher. 

 

Note: There is a large disparity between each platform. 
 

Topic 2 – EEDAR Exposé – April, 2009 

ANALYSIS                  

Looking at the distribution of the quality score bands by quarters, relative to total amount of 
SKUs released, there is no significant change in the percentage of high quality games in the 
fourth quarter. The only significant change occurs with a decrease in “good” scoring titles  
(70 – 84) and an increase in those of poor quality (54 and below).  

Examining the Not Rated list of games (i.e. games with less than 3 reviews), past trends 
shows that few, if any, of these games would of score above 80, and that most, if not all, 
would come in below 54. 
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Topic 3 – EEDAR Exposé – April, 2009 

ANALYSIS                  

One could argue that the Nintendo DS and the Sony PSP, both known for having a small library of 85 or higher rated games, could be skewing 
the overall figures.  Accepting that, it makes sense to remove DS and PSP titles and only look at the next-generation home consoles. 

Removing the Nintendo DS and Sony PSP, we can observe that there is only a marginal difference in the increase of highly rated titles. 
Again, games rated 54 and below accounted for the largest quantity of releases. 

Of course, one could further argue that it is not just the Nintendo DS or Sony PSP dragging down the averages of high quality titles, but 
additionally the Nintendo Wii given its large casual/mainstream base.  Topic 4 removes the Wii and looks specifically at the Xbox 360 and 
PlayStation 3 releases.

Fact:  To date, first-party titles account for 65% of all  
Nintendo DS games rated 85 and above; 47% for PSP. 
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ANALYSIS                  

Removing the Wii (leaving only the PS3 and Xbox 360), we see a marginal increase in the percentage of titles that scored an 85 or higher. 
What is most interesting is that these increases occurred not because of an increase in the quantity of games in the 85-100 or 70-84 
bands, but because of the decrease in the number of titles scoring 54 and below. Again, this reinforces that the Wii, DS, and PSP 
contribute to a significant percentage of the lower quality titles.  Still, the increase from an average of 9% scoring 85 or above in the off-
season to 14% during the holiday quarter is trivial. A 5% absolute increase is hardly anything to sniff at. Or is it? 

Why All the Complaints? 

Thus far, we have only looked at EEDAR quality score data relative to the total quantity of releases.  This may be an unfair viewpoint given 
the spending patterns of the average core gamer. The core consumers of our industry, like those of other entertainment sectors, do not 
view our industry as cyclical, despite the fact that 45% of game sales occur in the fourth quarter. Instead, the typical core gamer has a 
more straightforward spending preference. For example, if you told the core gamer that there will only be eight (8) games a year worth 
purchasing and they could chose their release dates, their answer would likely be “Game 2 should be released when I’m finished with Game 
1, Game 3 when I’m finished with Game 2,” and so on.  

Herein may lay the cause of the uproar amongst the core of our community during the holiday season. While, as a percentage, we only see 
a moderate increase in the number of highly reviewed games, when examined from a quantity perspective the increase is actually quite 
large. 

Fact: In the holiday quarter, 2008 had 15 games that 
achieved a quality score 85 or higher; 2007 had 17. 
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 Different Method of Calculation: 

 In the previous examples, we used SKU counts to formulate our data. Let us assume 
that a gamer owns all the next-generation systems and instead of calculating based 
on SKUs, where some games have multiple SKUs that score 85 or higher, we look at  
it on a per title basis. Additionally, instead of looking at the increases relative to the 
total amount of releases in a given quarter, we compare it relative to the previous 
quarters. Quarters 1 through 3, on average, each produce 5 distinct games that  
score 85 or higher. Quarter 4 on average has 15, a 200% increase.  

 

Conclusion: 

The question on whether our industry is overloading the holiday quarter does not have a simple answer. On one hand, looking from a macro-
view, the amount of releases rise proportionally to the amount of sales generated; the same for high quality scoring titles. On the other hand, a 
core gamer, whose discretionary gaming budget is likely consistent across the entire year, would have to increase their budget by over 200% in 
the holiday quarter to keep up with the high influx of high quality releases. 

Is it more beneficial, financially, to release an 85 or higher quality title in the off-
season or the holiday season? Again, the answer varies depending on the game, 
genre, and, of course, the marketing budget. On average, however, games released 
in the holiday season sell about 15-20% more than higher quality games released 
off-season, which is likely why despite the core communities complaints, publishers 
continue to overload the holiday quarter with their best releases.

Fact:  Regardless of how you slice the data, 
games that score 85 or above in quality sell 

15 to 20% more in their lifetime if released in 
the holiday than in the off-season. 

 

Fact:  Your review conscious gamer that 
only purchases the highest quality games 
would go from a $250 quarterly gaming 
budget in the off-season to $750 budget 

during the holidays. 
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Terms of Use 

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.  

ELECTRONIC ENTERTAINMENT DESIGN AND RESEARCH DOES OR SEEKS TO DO BUSINESS WITH THE COMPANIES COVERED IN THIS REPORT. THE ANALYST WHO 
CREATED THIS REPORT, JESSE D. DIVNICH, HAS CERTIFIED THAT HE HAS NOT BEEN COMPENSATED BY ANY OF THE COMPANIES COVERED IN THIS REPORT FOR THE 
PURPOSE OF MISREPRESENTING HIS ANALYSIS OR SALES ESTIMATES. ALL VIEWS AND ANALYSIS WITHIN THIS REPORT ARE THE OPINIONS OF JESSE DIVNICH AND 
MAY NOT NECESSARILY REPRESENT THE VIEWS OF ELECTRONIC ENTERTAINMENT DESIGN AND RESEARCH. 

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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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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