
Consultancy proposal
Video Game development



Project’s objective: 
Analyze the global video game 
sales market and its trends



What data do we have?



2 Datasets

Dataset vgsales-12-4-2019-short.csv vgsales-12-4-2019.csv

# Rows 55792 55792

# Columns 16 23

What is the difference between them?
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Differences between dataset-1 and dataset-2
Equalization
Elimination of extra columns in dataset-2

Comparison
Row-wise comparison between dataset-1 and 2

Result
Both contain the same information, but in 
dataset-2 it is extended with 8 extra columns

We will use only the 
dataset-2
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Are our data reliable?



Evolution of video games sales worldwide
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Evolution of the different platforms

Nº video games with:

● Sales > 2M units

● Release > 2010
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“Since the end of 2018 VGChartz no longer produces estimates 
for software sales [...] because the high digital market share 
for software was making it both more difficult to produce 
reliable retail estimates and also making those estimates 
increasingly unrepresentative of the wider performance of the 
games in question”

Source: https://www.vgchartz.com/methodology.php
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New data source
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New data source

vgchartz RAWG
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Getting to know the market
How are our data?



RAWG Dataset

Dataset vgsales-12-4-2019.csv rawg.csv

# Rows 55792 345667

# Columns 23 27

Last update April 2019 November 2019

# Video games 37102 345667
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Trends analysis
Previous considerations

● Absolute numbers not representative 
(users with a game ∝ units sold*)

● The dates show release date, not the 
number of sales on that date

● The release dates chosen will always be 
between 2010-2020

Units sold* (thousands units)
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Global sales by release year
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Trends analysis

● Games with ratings between ‘Everyone 
10+’ and ‘Mature’ are majority

● ‘Everyone’ or ‘Adults Only’ games are 
minority

Sales vs. ESRB RatingGlobal status

Recommendatio
n● Video games for a teenage age range 

between 10 and 16 years old
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● The best-selling games always belong to 
big companies (Ubisoft, Square Enix, EA, 
etc.)

Trends analysis
Sales vs. DeveloperGlobal status

Recommendation
● Analyze the evolutionary trends in the 

field of developers
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Trends analysis

● Studies with more consistent sales 
growth are not as well known

● Life is Strange, Imperium or LOTR: 
Mordor Shadows are some of the video 
games from these developers

Δ Sales vs. DeveloperTop 10 featured trends

Recommendation
● Consider a collaboration with one of 

those mentioned here
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Trends analysis

● As with the developers, the best-selling 
games belong to large companies

Sales vs. PublisherGlobal status

Recommendation
● Again, we will analyze the evolutionary 

trends in the field of publishers
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● Small and medium studies that present a 
solid growth

● Featured companies that also appeared in 
the top 10 developers (Autumn Games, 
Garnudo, etc.)

Trends analysis
Δ Sales vs. PublisherTop 10 Featured trends

Recommendatio n
● Consider a collaboration with one of 

those mentioned here
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Correlation between Platform and Genre



Correlation between Platform and Genre
1. Trends analysis

a. Trends in genre
b. Trends in platforms

2. Find out for each case which option is more suitable

3. General recommendations
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1. Trends Analysis



● The genres that are growing the most are:
○ Action
○ Adventure
○ Indie
○ MMO
○ Puzzle
○ RPG
○ Shooter
○ Simulation
○ Sports
○ Strategy

Trends analysis
Δ Sales vs. GenresTop 10 Featured trends
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● 3 Featured groups
○ New-gen consoles (PS4, XB, NS)
○ Computer (PC, Mac, Linux)
○ Mobile (Android, iOS)

● Nintendo presents a large mass of fans 
(NGC and N3DS are still relevant)

● Mac and Linux strongly decreased as 
platforms against PC (Windows)

Trends analysis
Δ Sales vs. PlatformsTop 10 Featured trends
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2. Most suitable options per case



Is the computer the 
best option?
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1. Almost exclusive 
computer genres

● Indie
● Strategy
● Puzzle

2. High compatibility 
with other genres

● Action
● Shooter
● ...
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1. Almost exclusive 
mobile genres

● Arcade
● Casual
● Family
● Board Games

2. Popular genres in 
Console-PC but 
irrelevant in mobile

● Indie
● Shooter
● Platformer
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3. General recommendations



3. General recommendations
1. For specific niches such as Indie or Strategy, opt for the Computer only 

(PC-Mac-Linux-Web)

2. For niches like Arcade or Casual, opt for mobile platforms only (iOS and 
Android)

3. For more popular genres such as Action, Race or Adventure, it is common to find 
games developed for both Computer and Console

4. To point out that popular genres for Computer and Console as the Shooter are 
something unpopular in mobiles
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Wrap-up
Recommended strategies



Suggested solutions

Solution 1
In any case, making video games for people 
between 10-16 years

Solution 2
Contact the publishers and developers mentioned 
before

Solution 3

Solution 4
Developments for Mac and Linux are losing 
importance
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Nintendo drags many fans (requires extra analysis)



Suggested solutions

Solution 5 If Indie or Strategy → Development only computer

Solution 6 If Arcade or Casual → Development only mobile

Solution 7 If Shooter → Discard mobile development

Solution 8
Console developments also frequent in PC, but 
they are usually of very common genres
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Jan Feb Mar Apr May Jun Jul Aug

Next steps

Final development decision Begin development

Alpha version release

Studies on detailed market aspects Studies on reception 
of alpha version

Video game development 
customer

Consultancy company
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Thanks!
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