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Understanding the
Games Tech Market

What does the market for tech services in the
games industry look like?
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Who we are
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Game
Developer
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Questions we answer

How much did consumers What’s the average time a How many PS5s will be sold in
spend on games in 2022? game spends on Game Pass? the US in 2025?

$179bn 461 days 5.6m
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But what about...

How much do developers Which companies sell game
spend on game engines? analytics tools?

? ?

What share of games revenue
is earned by tech vendors?

?
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How do you define
games tech?

DMDIIA



What we want to capture

* Technology products and services
consumed by the games industry.

e Technology used to make and run
games—not payroll software.

* ...but not necessarily uniquely used by
games.

* Tech used for games rather than from
games.

* In a nutshell: the part of the games
industry made up by tech suppliers.
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Omdia’s games tech taxonomy

Development Distribution Security
Tools for designing and Platforms for delivering Protection of games against
creating games content games content to players piracy, fraud, and other

security threats

Operations Monetization
Solutions for the live operation, Solutions enabling games to
promotion, and analysis of games generate revenue

§ 3 .
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We categorize the market into a total of 53 sub-categories

Monetization Security

Distribution

Operations

. . . . . o : Content
Marketing Analytics LiveOps Multiplayer Identity Purchases Advertising Moderation protection
Accounts Payr’pgnts & Conven’FlgnaI Anti-cheat Spftwgre :
billing advertising licensing prevention

Identity In-game Intrinsic Behavior : DDoS
o o Anti-tamper :
management purchases advertising monitoring protection

Development

Design tools Workflow S T
platform

Game . . . Digital Service

engines Aimation distribution hosting
Gr_aph!cs & Audio DevOps Clogd Game

lighting gaming servers

. Character . White label
Environment : Automation SR
design distribution

AR/VR/MR Compute
Generative Database Social &
Al tools streaming

Engines &
rendering

User Business Progression
acquisition analytics systems

Matchmaking

Marketing Player In-game
operations analytics economy

Ad creatives Performf'mce Ay Cross-play
analytics engagement

Content Tournaments
management & esports

Chat & voice

Authen-

Rewarded Application
advertising protection

Data storage tication

Adtech Cybersecurity

Ad analytics : :
infrastructure services
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Page 9 Copyright © 2023. All rights reserved. Informa Tech, a trading division of Informa PLC NP - : LI 0 M ’ I A .
e . .
s 0 o o o'l .
€ o @' L4
s . L . o o ° L] ® ° L] ° = L] e
= e 2 ° ° ° L] ® o 0 0 °



More than 300 companies offer games tech solutions

A_ud|c_>- udioMob Autify Autodesk Azerion Backtrace Ba|_du Bangcle Bango BattlEye S S Beamable Bidstack Blacknut Hesle Blastmode Blender Boku SoEili BugSplat Buildbox
kinetic Union Esp Monetize Shadow Tech
Byfron . Cheetah Chukong CLO Virtual Cockroac Coda Code . Cognitive Cyber
Cellbig Technologies CleverTap Bl Clova Al s Pa 5 Qiankun Codemagic 3 Coherence Construct [l ControlZee |l CoreWeave i CRI Ware Crytek Cloud Cygames
Cyrex Data Artist |l Databricks LR CE) Defold devtodev Dl Digital.ai Disc Dive Dolby Labs Domob DOTWELL Echo3D Edgegap iz Epic Games I8 S E-teng Exit Games
Productions Culture Turbine : Software Software Software
. Faceware Falco q . q Game Ul Ga Game Game Gam . G-Core
Flages Fremepiay Seekian
Genvid Globant Gloud Godot GOG Google Cirnsl Graphcore ly € Hadean IR Havok Helpshift Heroic Labs Hive Honey Horangi Huawei HyprMX i3D 'CEG""?“ 4
Games square Cloud comb.io Studio
YK mprobable jgincredibuld Indiee! N nfiGate aoridAl KTEoHE e .
: Lightrain L . . . I Lumen Machin- Magic
el e Slght Hadhosse Media
Mana' Malvelots W mavens Maxon \ENSS Meleap Meta Metaboli Metanomic l Microsoft Migu Mintegral Mixpanel Mobvista Mod.io Modulate Moloco MOtIO.n Movella Mudstack Mugenup
Interactive Japan Esport MEISH
. Papaya . Perfect Persistant . Playable Playtest : Procedural
Parallelz Perforce Studios Plask Play Brain Play.co e PlayerWON @ PlayHeart Cloud Playwin Pragma Worlds Pyou
. . . . . . Robot Sandbox . Servers.co Share Silicon . .
Rayllb S e REV°|gV Sayouo
: : 8 Spectrum Split Stream Stret 8 : - Tensor 8
Skillz Soleilab Spark Gear NERGED Stencyl Hatchet Sense Super Biz Superscale Swrve TapNation Tappx TapTap Tencent Tenjin Works Testin
U EEmE Ligde Thirdverse @l Threedee WEmIY Tiled U . Tipalti S T UID WORKS UnitQ UPLTV sz Userwise Utomik Utopl_a Valve Verimatrix Ve Vicon
Creators Data ShuKe Poin Partners Insigh Analytics Group
o S SR WYSilab R
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How big is the games
tech market?
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The games tech market is big and growing fast

Distribution
S43bn

Operations
P S21bn

Monetization

»17bn 2022 value:
S62bn

Development
P S6bn

2023 value:
$0.8bn $88bn

S1.4bn

Security

W 2022 ®m 2027

S
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Almost every market segment is growing strongly

Revenue ($bn)

100
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20

$39bn

2018

2019

2020

2021

2022

2023
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Cybersecurity

= Content protection

B Moderation

M Purchases

B Advertising
PC distribution
Console distribution

B Mobile distribution
Identity
Multiplayer
LiveOps

 Analytics

B Marketing

H Cloud

I Workflow

W Art & audio tools

B Engines & rendering
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Share of total games industry revenue, 2022 [ Wy, T vE

Tech vendors

capture about a
quarter of

industry revenue

Publishers/developers
74%

.. OMDIA



What’s going on here?

* Development costs are increasing.

* Marketing costs are increasing.

* Live service games are hard.

* Monetization is becoming more complex.

* Distribution platforms are getting
squeezed.
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Increasing development
and marketing costs

DMDIIA



AAA development costs are exploding

$174m

$100m

S60m
S$S40m

HALF-LI FE 2

BATTILEFELD 4 SHERS N

2004 2010 2013 2020




Why game development is getting so expensive

* Exponential improvement in graphics
hardware.

* Diminishing returns on labor.

* AAA publishers sucked into console
hardware arms race.

* Mobile publishers locked in user
acquisition cost spiral.

* Exacerbated further by general
inflation and labor shortages.
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Developers are spending a lot more on dev tools

Engines & rendering tech revenue, 2018-27

3.0 $2.8bn

2.5
2.0

1.

Ul

S$1.2bn

Revenue ($bn)

+94%

1.0

0.

w

0.0
2018 2019 2020 2021 2022 2023 2024 2025 2026 2027
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...and on user acquisition

Marketing tech revenue, 2018-27

Revenue ($bn)

3.5

3.0

2.5

2.0

1.5

1.0

0.5

0.0

2018

2019

$1.5bn
+227%

2020 2021 2022

2023

2024

2025

2026

$3.3bn

2027
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Live service games are
especially dema
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Live service games are hard

* High technical complexity.

* Beyond the core expertise of most game
studios.

* Very hard to build everything in-house.

* Tech vendors want to fill the gaps.
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Live service games drive billions in cloud and related spending

Operations tech spending, 2018-27
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Monetization is becoming more complex

Total games industry revenue share by monetization model, 2016-26

40% 38%
30%
20%
20%
\
10%
11% —
7%
0%
2016 2017 2018 2019 2020 2021 2022 2023 2024 2025 2026

——Full game purchase = ——In-game advertising
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No games tech segment is growing faster than monetization

Monetization tech revenue, 2018-27
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a +28% CAGR
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Distribution platforms
are getting squeezed

DMDIIA



Distribution revenue is flatlining

Distribution revenue by device group, 2018-27
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Tech spending expands to fill the gap left by distribution

Share of total games revenue by games tech area, 2018-27

% of total games revenue

30%

25%

20%

15%

10%

5%

0%

2018

2019

2020 2021 2022 2023 2024 2025

M Distribution M Development ™ Operations M Monetization M Security

2026
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Get involved!

You can apply now to join Omdia’s exclusive
game developer research community.

Share your experience.
Receive free exclusive data.

More details at Omdia booth (P1732).
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Get in touch!

liam.deane@omdia.com
liamdeane

@OmdiaHQ



Thank you

Disclaimer

The Omdia research, data and information referenced herein (the “Omdia Materials”) are the copyrighted property of Informa Tech and its subsidiaries or affiliates
(together “Informa Tech”) or its third party data providers and represent data, research, opinions, or viewpoints published by Informa Tech, and are not
representations of fact.

The Omdia Materials reflect information and opinions from the original publication date and not from the date of this document. The information and opinions
expressed in the Omdia Materials are subject to change without notice and Informa Tech does not have any duty or responsibility to update the Omdia Materials or
this publication as a result.

Omdia Materials are delivered on an “as-is” and “as-available” basis. No representation or warranty, express or implied, is made as to the fairness, accuracy,
completeness, or correctness of the information, opinions, and conclusions contained in Omdia Materials.

To the maximum extent permitted by law, Informa Tech and its affiliates, officers, directors, employees, agents, and third party data providers disclaim any liability
(including, without limitation, any liability arising from fault or negligence) as to the accuracy or completeness or use of the Omdia Materials. Informa Tech will not,
under any circumstance whatsoever, be liable for any trading, investment, commercial, or other decisions based on or made in reliance of the Omdia Materials.

Get in touch!

(4
“ customersuccess@omdia.com IN @omdia y @0OmdiaHQ
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