














Real World Application

Mock Examples of Using Professional Media Outlets on Box Art
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Game Demos

Whilst implementing critic reviews into a game demo is
almost never done, as demos are typically released
weeks before the final version of the game is sent to
manufacturing, marketers should not ignore the
opportunity to influence consumer purchase and word
of mouth behavior.

The EEDAR/SMU study did not measure the influence
on qualitative previews; however, one can conclude
that using qualitative descriptors from previews and
implementing them into a game demo could have a
positive influence on the consumer. It could be
incredibly influential to include quotes such as “Most
Anticipated Game of the Year —[Media Outlet 1]” and
“The One We've Been Waiting For! -[Media Outlet 2]”
during the loading process or on the title screen of the
demo as an attempt to provide a positive bias to the
consumer’s play experience.

There have been some examples of this strategy in
previous demos. However, nearly all of the examples
researched for this report included qualitative quotes
from media outlets at the end of the demo where it
should be shown at the beginning to anchor the
opinion of the consumer.

Real World Application

Advertisement/Marketing Examples

Obviously, highlighting both quantitative and
gualitative positive rhetoric from critics is imperative
during marketing campaigns. This is currently common
practice for most publishers. There are, however, still
many times when these practices are not used.

Electronic Art’s Battlefield: Bad Company 2 commercial
is a perfect example of how to leverage positive critic
reviews within an advertisement. This commercial
includes all elements of a successful television
campaign, including quantitative and qualitative critic
remarks, trendy music, and in-game footage. This
video can be seen at:
http://www.youtube.com/watch?v=j{9n LL4b5zw
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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.

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, SOUTHERN METHODIST UNIVERSITY, 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. ANY LIABILITY SHALL IN NO
EVENT EXCEED THE TOTAL AMOUNT PAID TO ELECTRONIC ENTERTAINMENT DESIGN AND RESEARCH OR SOUTHERN METHODIST UNVIERSITY FOR THE
REPORT.

IT1S 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, SOUTHERN METHODIST UNIVERSITY, NOR ANY 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, SOUTHERN METHODIST UNIVERISTY, NOR ANY 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, SOUTHERN METHODIST
UNIVERISTY AND THEIR AFFILIATES AND 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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Corporate Information

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.

About The Guildhall at SMU

The Guildhall at Southern Methodist University is the premier graduate video game education program in the US. Many of the school’s founders
are industry icons, and classes are taught by industry veterans. In seven years, the program has graduated over 350 students and alums have
worked at more than 100 video game studios around the world, with several graduates now serving in leadership positions. SMU offers both a
Master’s degree and a graduate Professional Certificate of Interactive Technology in Digital Game Development, with specializations in art
creation, level design, and software development. For more information, visit http://guildhall.smu.edu
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