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THE

GAMES
INDUSTRY IN
EUROPE

eThe new online & mobile business models
are a true opportunity for Europe.

eThe transition of the European Games
market into an online games market has
opened a number of recent opportunities
to online game companies from Korea.

eEurope is not only a lucrative market, but
also a partner when it is about merging
cultural and technological innovation.

G Dr. Malte Behrmann

European Secretary General
B Q Games Developer  mgajte.behrmann@egdf.eu

eGames are an important cultural,
and economic and an innovation driver

eEurope hosts some of the
brightest and most sucessful
developers worldwide

e Europeans have a special cultural taste.
Europe could benefit more from its production
efforts, its cultural heritage and its technical
skills

G Federation www.egdf.eu



EMEA 35,3% Asia Pasific 30,6%

Latin America 2,5%

North America 31.6%

Source: PwC 2008

Global video game market by region

Dr. Malte Behrmann

Secretary General
malte.behrmann@egdf.eu
www.egdf.eu
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VIDEO GAMES
AS ECONOMIC
DRIVER

Trend:

The games sector has enjoied
2 digit per year per decades and
will continue.

Main reason in recent times:
Rapid and ,piracy proof”
development of online gaming

G Dr. Malte Behrmann

European

B Q G Devel Secretary General
armes DEVEIOPEr  malte.behrmann@egdf.eu

But:

Game development is still very
risky.Especially at the beginning of the
value chain. Innovation risks are
multiple.

EGDF Research links:

Mobile: http://www.mobilegamearch.eu/
Online: http://www.cng-project.eu/
Culture: http://www.keep-project.eu

Federation
www.egdf.eu
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http://www.cng-project.eu/
http://www.cng-project.eu/
http://www.cng-project.eu/
http://www.keep-project.eu/
http://www.keep-project.eu/
http://www.keep-project.eu/
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Founded

Employees

Turnover €

Bigpoint
(DE)

2001
about 700

140 million
(2010)

Registered 194 million

users

G European

B G Games Developer

Dr. Malte Behrmann
Secretary General
malte.behrmann@egdf.eu

Gameforge

(DE)
2003
about 450

Over 100

million (2009)

200 million

Ankama
(FR)

2001
about 460

40 million
(2010)

30 million

Jagex
(GB)

2001
about 375

40 million
(2010)

170 million

Sulake
(FI)
2000

about
270

56,2
million
(2010)

210
million

Source: ICO Partners 2011

. Size of leading online games studios in Europe
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VIDEO GAMES
AS CULTURAL
DRIVER

eForm of culture in its own right, they
are no longer a marginal form of culture

eGames are influencing the imagination
and thinking structures of generations

eMore and more significant in the way we
ePercieve Values
eOrganize structures
eExpress ourselves
eAnd learn

G Dr. Malte Behrmann

European Secretary General
B G Games Developer  majte.behrmann@egdf.eu

Many games do not only inspire films,
books etc. but instigate new forms

It is happening now that:

-Games are recognized officially as

true form of cultural expression

-Games become a member of ist own right
of the culture programmes

Europe produces very good and valuable
games like Heavy Rain, Alan Wake, Angry birds
etc.

ﬁ Federation www.egdf.eu



The European Online Gamer
How does he look like ?

Gaming Purists
CNG : B4%

Qld School Gamers

CMG: 66%
" | Community Minded
Casual Classic Gamers Game Fanatics
CMNG: 48%: CMG: 87%

© i2 media — CNG Project
Study still ongoing

G Dr. Malte Behrmann
European Secretary General

B ‘J Games Developer
Federation malte.behrmann@egdf.eu
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The Profile of the European hard core

How does he look like ?

Community Minded Game Fanatics

Gaming Purists

*Youngest, low education

*Driven by combination of factors, highest in
Socialisation

*Mainly PC

*RPG (WoW), Strategy, 27h pw

*High MMO players (friends)

*Heavy users of internet and its social communities
*Heaviest producers of game related content

*Mostly shared on video-sharing websites like
YouTube

*High interest in all CNG functions

*Young, mostly males

*Driven by Competition (fair), Exploration,
Socialisation

*Totally PC

*RPG, Action, 27h pw

*High MMO players (online familiars)
*Very active on online communities

eLikely to create game related content —video (no 3d
objects)

*Sharing on dedicated websites (e.g., gaming forums)

*High interest in CNG video/communication functions

© i2 media — CNG Project

G European

Dr. Malte Behrmann
Secretary General
B Q Games Developer Y
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The Profile of the European casual
How does he look like ?

*Young, slightly more females

*Driven by Fantasy, Competition
(cheat), Boredom/Fill time

* Console (PC), mainly alone
*Action/adventure, 9h pw

*Fairly active on social
communities

* Tend to access than create game
content

*CNG: customisation and
communication functions

Old School Gamers

Casual Classic Gamers

*Over 30 years old
*More educated/employed

*Driven by Fair competition,
Exploration — not for boredom

*Mainly PC (Mobile), 10h pw
*Strategy, Puzzle

*Friends only

*Active on forum/blogs

*Fairly frequent creators of game
content

*Interest in CNG: video and
communication functions

*Older, bigger cluster
*More likely to be unemployed

*Driven by Boredom, not by
Socialisation

*Console (PC), single player, 9h pw
*Puzzle, Simulation

*Fairly active on social
communities

*Low content creation

*CNG: lowest interest
(customisation)

© i2 media — CNG Project

Dr. Malte Behrmann
Secretary General

G European

B G Games Developer

www.egdf.eu
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VIDEO GAMES
AS INNOVATION
DRIVER

eGames serve as model of
innovative content, services and
business models

eGames sector is leading the way
into the innovation ecosystem of
tomorrow

eInnovation means more than R&D
prolonged to market, design thinking
and more, it means capturing a dream

G Dr. Malte Behrmann

European

B Q G Devel Secretary General
armes DEVEIOPEr  malte.behrmann@egdf.eu

Games are showing the way for
the digital shift

Therefore:
Exisiting funding schemes should
open themselves more for the

game development

Innovation should be defined larger

Federation
www.egdf.eu



Conception Implementation Marketing

- requirement analysis - development - production

- idea geneartion - prototype development - market launch and penatration
- idea evaluation - pilot application

- project planning - testing

- requirement analysis
- idea geneartion
- idea evaluation

- project planning

- prototype development
- pilot application

- testing

- market launch and penatration

- constant development
based on the feedback from
a community around the

application

Viral innovation process

G Dr. Malte Behrmann

European

B Q G Devel Secretary General
armes DEVEIOPEr  malte.behrmann@egdf.eu
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Business Models Feedback Hard Core

100%
90%
80% |—
EE=——u
70% |—
60% |— ——— ; =
C———
50% |— —
40% |— —
—
30% |— —_—
===
20% |— —
—— CEE—————
e
10% |— — (Bai
===
EEE—
0% ;
Subscripti
- S Ad Microtransa | Subscription | Subscription “ scri(zlon Oneoffup | Oneoffup | One off up
ia u
supported ction up to 2euros|up to Seuros P toSeuros | to 10euros | to 15euros
10euros
‘ Community Minded Game Fanatics 87% 61% 52% 45% 19% 16% 10% 39% 32% 20%
‘ Gaming Purists 91% 64% 50% 47% ' 20% 12% 7% ‘ 42% 22% 15%

G Dr. Malte Behrmann

B Q guropeag I Secretary General
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Business Models Feedback Casual

100%

90%

80%

70%
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Microtransact| Subscription

Free trial
upto 2euros

Free Ad supported

ion

Subscription
upto Seuros

Subscription
up to 10euros

One off up to
Seuros

One off up to
10euros

One off up to
15euros

B Occasional Gamers

74% 62% 25% 30% 18%

10%

6%

28%

14%

10%

Old School Gamers

70% 51% 21% 27% 14%

2%

0%

25%

14%

7%

Casual Classic Gamers

69% 50% 22% 24% 11%

5%

4%

20%

12%

12%

European

Federation
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Any questions left ?

Email to: Malte.Behrmann@eqgdf.eu

Thank you !

G European

B G Games Developer
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