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Market Trends: What we looked at 
●  Geographical distribution of revenues 
●  Continued impact of social & multiplayer 
●  Regional revenues by gameplay type 
●  Regional revenues by genre 

Among top 150 grossing App Store + Google Play 
games 



Global Revenues 
When looking at the 
top 150 grossing 
games globally… 
●  Japan and US make 

up over 60% of 
revenues for top 
150 grossing games 
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Social is Everything 
Multiplayer is critical… 
●  In Western markets, 

around 75% of revenues 
come from games with 
social features 

●  90%+ of revenues in 
Asia come from games 
with social features  
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Power of social 



Gameplay Type by Country 

0% 

20% 

40% 

60% 

80% 

100% 

US Japan Korea China 

Active - Long 
Session 

Active - Short 
Session 

Passive 





Strategy Games Popular in the US 
40% of revenue for 
top grossing strategy 
games comes from 
the US market 
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Japan Owns Card Battle 
Over 75% of card 
battle revenue comes 
from Japan, but US 
now represents just 
under 10% 
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Resource Management Less 
Popular in Asia 

US makes up nearly 
40% of revenue for 
resource mgmt 
games 
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Action for Broad Global Appeal 
60% of action game 
revenue comes from 
US and Korea 

US 
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Japan 
8% 

Korea 
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China 
2% 

Rest of 
World 
30% 



Mobile distribution tips 
Launch on iOS and Android simultaneously to maximize word of 
mouth 



Mobile distribution tips 
Obsessively optimize app store creative (app icon and screenshots) 



Mobile distribution tips 
Refresh advertising creative at least every 5 days 



Mobile distribution tips 
Keep the download as small as possible 



Mobile distribution tips 
Hook ‘em before you ask them to register, connect with Facebook, etc. 



Mobile distribution tips 
Read as many reviews, forum posts, and social comments as possible 



Mobile distribution tips 
Offer increasing incentives for users to return daily 



Mobile distribution tips 
Enable frequent, 30 second experiences 



Thank you! 


