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Monetization opportunities increase
as mobile markets mature

Phase 1: Phase 2: Phase 3:
Experimentation Adoption Ubiquity
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https://www.appannie.com/intelligence/market-size/?chart_type=total_downloads&data_break_down=country&device=all&countries=US&category=601&granularity=weekly&date=2017-12-31~2019-01-05&price=all&sort_by=value&order_by=total_downloads&order_type=desc&table_selections=IN,US,CN,BR,ID,RU&series=total_downloads
https://www.appannie.com/intelligence/market-size/?chart_type=total_downloads&data_break_down=country&device=all&countries=US&category=601&granularity=weekly&date=2017-12-31~2019-01-05&price=all&sort_by=value&order_by=total_downloads&order_type=desc&table_selections=IN,US,CN,BR,ID,RU&series=total_downloads

Mobile continued to grow in 2018,
expanding its lead over other gaming platforms

Worldwide Consumer Spending on Games
USD (Billions)

$1008B

se08 Mobile Gaming
$608B ; All Other Gaming

$408B

$20B Note: All totals include applicable digital and physical game
spending, but exclude ad revenue. Mobile gaming includes
all app stores (iOS App Store, Google Play, Windows Phone
Store, Amazon, Samsung Galaxy and third-party Android
stores). Home game console total includes discs, digital
$oB games and gaming-related subscription services (Xbox Live

2013 2014 2015 2016 2017 2018 and PlayStation Plus). Source: App Annie & IDC
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New powerhouses in the Battle Royale
and Hyper Casual genres

Top Games of 2018:  FRenk  Aep Company
Worldwide Combined iPhone and 1 ?:‘ Anipop Happy Elements
Android Phone Active Users :

2 @ Honour of Kings Tencent

3 @ Candy Crush Saga Activision Blizzard

4 @ Clash of Clans Supercell

5 % PUBG: Exciting Battlefield Tencent

6 . PUBG MOBILE Tencent

7 E Clash Royale Supercell

8 Pokémon GO Niantic

9 E Subway Surfers Kiloo

10 fgd Helix Jump Voodoo
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https://www.appannie.com/intelligence/usage/top/android/?device=android_phone&country=WW&category=2&granularity=monthly&user_segmentation=all_users&sort_by=value&page=0&page_interval=100&order_by=average_active_users&order_type=desc&table_query=&date=2018-01-01~2018-12-31&platform=ios&metrics=penetration,average_active_users,install_penetration,open_rate,average_session_per_user,average_session_duration,average_time_per_user,total_time,average_active_days,percentage_active_days,share_of_category_time,average_mb_per_user,average_mb_per_session
https://www.appannie.com/intelligence/usage/top/android/?device=android_phone&country=WW&category=2&granularity=monthly&user_segmentation=all_users&sort_by=value&page=0&page_interval=100&order_by=average_active_users&order_type=desc&table_query=&date=2018-01-01~2018-12-31&platform=ios&metrics=penetration,average_active_users,install_penetration,open_rate,average_session_per_user,average_session_duration,average_time_per_user,total_time,average_active_days,percentage_active_days,share_of_category_time,average_mb_per_user,average_mb_per_session

Considering downloads, the trend is even more apparent
2018 | Top Games by Downloads
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Note: iOS and Google Play Stores


https://www.appannie.com/intelligence/top/?feed=all&aggregation=unified&device=all&country=WW&category=601&granularity=monthly&date=2018-01-01~2018-12-31&sort_by=value
https://www.appannie.com/intelligence/top/?feed=all&aggregation=unified&device=all&country=WW&category=601&granularity=monthly&date=2018-01-01~2018-12-31&sort_by=value

MAU in Battle Royale Games Has Stabilised in Mature
Markets

Average MAU in Battle Royale Apps in Selected Countries

Mature Markets

Indexed Average MAU

United States
Japan

- South Korea
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Note: iPhone and Android
Phone users combined
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Hardcore Gaming on Mobile is More Prevalent in Emerging
Markets

Average MAU in Battle Royale Apps in Selected Countries
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Game revenue continues to grow globally

Consumer Spend in Games in Select Countries
% is 2017-2018 Growth

$158 +24%
+7%
$108
2016
2017
= 2018
$58 +7%
+319 9
31%  +20% 199 +26% I
o O
$OB . . . . = +2_3.A Note: Spend is gross, the cut
. . . - taken by app stores has been
United Japan South Germany  United Canada France Brazil India removed; iOS, Google Play,
States Korea Kingdom Third-Party Android in China
combined
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https://www.appannie.com/intelligence/market-size/?chart_type=total_revenue&data_break_down=country&device=all&countries=US&category=601&granularity=monthly&date=2017-01-01~2018-12-31&price=all&sort_by=value&order_by=total_downloads&order_type=desc&table_selections=IN,US,CN,BR,ID,RU&series=total_revenue
https://www.appannie.com/intelligence/market-size/?chart_type=total_revenue&data_break_down=country&device=all&countries=US&category=601&granularity=monthly&date=2017-01-01~2018-12-31&price=all&sort_by=value&order_by=total_downloads&order_type=desc&table_selections=IN,US,CN,BR,ID,RU&series=total_revenue

App Annie

$308
$258
$208
$158
$108B

$58B

$0B

Growth decelerates in China

Consumer Spend in Games in China

Ak

Note: Spend is gross, the cut
taken by app stores has been
removed; iOS, Google Play,

Third-Party Android in China

2016 2017 2018 combined
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https://www.appannie.com/intelligence/market-size/?chart_type=total_revenue&data_break_down=category&device=all&countries=CN&category=601&granularity=monthly&date=2017-01-01~2018-12-31&price=all&sort_by=value&order_by=total_downloads&order_type=desc&sub_categories=off
https://www.appannie.com/intelligence/market-size/?chart_type=total_revenue&data_break_down=category&device=all&countries=CN&category=601&granularity=monthly&date=2017-01-01~2018-12-31&price=all&sort_by=value&order_by=total_downloads&order_type=desc&sub_categories=off

China-headquartered publishers set their sights
on overseas markets to accelerate growth

Overseas Consumer Spend on Games From
China-Headquartered Publishers

USD (Billions)
$8B
$68B
+109% _ - Two Year Growth
-
- - y -
_ - EMEA 90%
-
$48 - AMER 140%
-
_- APAC 105%
$28B
Note: Overseas is represented by all markets outside of
mainland China; China-headquartered publishers only
includes publishers headquartered in China whose parent
$0 company is also headquartered in China. Excludes foreign

2017 2018 subsidiaries of China headquartered publishers.
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Building a strategy
for 2019




Mobile will grow to 60% market share in 2019

Worldwide Consumer Spending on Games

USD (Billions)
$100B
@ Mobile Gaming
$808B ~
_ _ - -4 AllOther Gaming
$60B
/
$408B

Note: All totals include applicable digital and
physical game spending, but exclude ad
$20B revenue. Mobile gaming includes all app
stores (iOS App Store, Google Play, Windows
Phone Store, Amazon, Samsung Galaxy and
third-party Android stores). Home game
console total includes discs, digital games

$0B and gaming-related subscription services
2013 2014 2015 2016 2017 2018 2019F (Xbox Live and PlayStation Plus). Source: App
Annie & IDC
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Casual games are increasingly lucrative

Share of Total Revenue by Category*
2016-2018, Analysis of Top 100 Games by Revenue in the United States

100%

75%
B Sports & Racing

m Casino
50%
m Casual

m Mid-Core
25%

*Categories defined by App Annie
analysts based on GameRefinery’s
Category, Genre and Sub-Genre
Definitions

0%

2016 2017 2018
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https://www.appannie.com/intelligence/market-size/?chart_type=total_revenue&data_break_down=category&device=all&countries=WW&category=601&granularity=monthly&date=2017-01-01~2018-12-31&price=all&sort_by=value&order_by=total_downloads&order_type=desc&sub_categories=off&table_selections=602,601,705,704,718,708&series=total_revenue
https://www.appannie.com/intelligence/market-size/?chart_type=total_revenue&data_break_down=category&device=all&countries=WW&category=601&granularity=monthly&date=2017-01-01~2018-12-31&price=all&sort_by=value&order_by=total_downloads&order_type=desc&sub_categories=on&table_selections=801,808,810,811,809,802,812,804,803,805,806,814&series=total_revenue

ARPU growth across categories — user are spending more

Growth in Average ARPU & Total Revenue by Category*
2016-2018, Analysis of Top 100 Games by Revenue in the United States

120
o
Mid-Core

100 Casual & 24% ARPU Growth,
46% ARPU Growth, -9% Revenue Change

61% Revenue Change
80

@
60 -’ q
@ Casino
i 39% ARPU Growth,

50% Revenue Change
40

Indexed Total Category Revenue

20 - Sports & Racing
1 ® @  95%ARPU Growth,
94% Revenue Change *Categories defined by App Annie
o analysts based on GameRefinery’s
o 20 20 60 80 100 T Category, Genre and Sub-Genre

Definitions
Indexed Average ARPU
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Casual Puzzle presents a rapidly expanding genre

Growth in Average ARPU & Total Revenue for Casual Puzzle Games*
2016-2018, in the United States

200
150
3 60% ARPU Growth,
g 80% Revenue Growth
[}
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©
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*Categories defined by App Annie
analysts based on GameRefinery’s
50 100 150 200 Category, Genre and Sub-Genre

Definitions
Indexed Average ARPU
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A gap has opened in the Mid-Core Strategy genre

Growth in Average ARPU & Total Revenue for Mid-Core Strategy Games*
2016-2018, in the United States

200
150

60% ARPU Growth,
100 -45% Revenue Change

50 &

Indexed Total Revenue

*Categories defined by App Annie
analysts based on GameRefinery’s

50 100 150 200 Category, Genre and Sub-Genre
Definitions

Indexed Average ARPU
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Mid-Core RPG genre is bucking the trend

Growth in Average ARPU & Total Revenue for Mid-Core RPGs*
2016-2018, in the United States

200

150 57% ARPU Growth,
70% Revenue Change

100

Indexed Total Revenue
(6]
(@]

*Categories defined by App Annie
analysts based on GameRefinery’s

50 100 150 200 Category, Genre and Sub-Genre
Definitions

Indexed Average ARPU
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The Most Complete Offering
to Confidently Grow Businesses Through Mobile

DISCOVER STRATEGIZE ACQUIRE ENGAGE MONETIZE
Understand the Develop a mobile Increase app visibility Better understand Accelerate revenue
opportunity, strategy to drive and optimize user targeted users and through mobile
competition and market, Corp Dev or acquisition drive deeper
discover key drivers of global objectives engagement
success
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https://www.appannie.com/en/platform/intelligence/
https://www.appannie.com/en/platform/intelligence/
https://www.appannie.com/en/platform/intelligence/

Our 1000+ Enterprise Customers
Span Industries & the Globe
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https://ap4.salesforce.com/0019000000Cgib2?srPos=0&srKp=001
https://www.appannie.com/en/customers/
https://www.appannie.com/en/customers/
https://www.appannie.com/en/customers/

Grow Your Games With Us

We deliver the most trusted mobile data and insights for your
business to succeed in the global mobile gaming economy.

App Annie Intelligence App Annie Connect
Provides accurate mobile market data and insights Gives you a full view of your mobile games
for millions of businesses across the globe. performance. Consolidate all your app store, usage and
advertising data in one unified dashboard.
Sign up for free now Sign up for free now

Want to access our Premium Data?

Submit a request now



http://bit.ly/2SdbTT7
http://bit.ly/2S8D5Cx
https://www.appannie.com/en/platform/intelligence/#contact-sales

App Annie delivers the most trusted mobile data and insights for your
business to succeed in the global mobile economy. Over 1 million
registered members rely on App Annie to better understand the mobile
market, their businesses and the opportunities around them. The
company is headquartered in San Francisco with 15 global offices. App
Annie has received $157 million in financing from investors such as
e.ventures, Greenspring Associates, Greycroft Partners, IDG Capital
Partners, Institutional Venture Partners and Sequoia Capital.

Report methodology and updates are available here.



https://s3.amazonaws.com/files.appannie.com/reports/0119_State_of_Mobile_Methodology_Notes_EN.pdf

