
 

US video game sales slide 23 pct in May

June 12 2009, By RYAN NAKASHIMA , AP Business Writer

(AP) -- U.S. video gamers spent less on games, hardware and accessories
in May compared with a year ago, a sign that this year's release schedule
couldn't compete with Take Two Interactive's "Grand Theft Auto IV"
last spring.

The NPD Group said Thursday that spending fell 23 percent from last
May to $863 million. It was the first monthly tally below $1 billion since
August 2007 and the third month in a row of year-over-year declines.

The best-selling title this May was THQ Inc.'s "UFC 2009 Undisputed,"
which sold 679,600 units on Microsoft Corp.'s Xbox 360, and 334,400
on Sony Corp.'s PlayStation 3, for a total of just over 1 million.

In comparison, "GTA IV" sold 1.3 million units last May on both
platforms.

Nintendo Co. Ltd.'s "Wii Fit" sold 352,800 units this May for the No. 2
spot, down from 687,700 a year ago.

Games for the Wii took five of the month's top 10 titles. All 10 sold a
combined 2.6 million units, compared with 3.7 million a year ago, NPD
said.

"The video games industry continues to struggle with difficult
comparisons to last year," said NPD analyst Anita Frazier in a statement.

Frazier said every sales category declined from a year ago except for
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portable hardware, bolstered by new versions of the Nintendo DS,
including the DSi and the Lite.

Hardware sales plunged 30 percent to $303 million while software sales
were down 17 percent to $449 million. Accessories sales fell 25 percent
$112 million.

During the month, Nintendo sold 633,500 DS portable consoles and
289,500 Wii systems, while Sony sold 131,000 PlayStation 3 systems,
117,000 PlayStation 2 consoles and 100,400 PSP portable devices.
Microsoft sold 175,000 Xbox 360 units.

But Cowen & Co. games analyst Doug Creutz said the unusual strength
of last year's "GTA IV" and "Wii Fit" skewed what is usually an anemic
time of year.

"This doesn't really change my view on the underlying strength of the
video game segment. Good games can still sell a lot of units," he said. "I
think that the negative year-over-year trends are far more due to the
release schedule and less due to the economy."

©2009 The Associated Press. All rights reserved. This material may not be
published, broadcast, rewritten or redistributed.

Citation: US video game sales slide 23 pct in May (2009, June 12) retrieved 20 March 2024 from
https://phys.org/news/2009-06-video-game-sales-pct.html

This document is subject to copyright. Apart from any fair dealing for the purpose of private
study or research, no part may be reproduced without the written permission. The content is
provided for information purposes only.

Powered by TCPDF (www.tcpdf.org)

2/2

https://phys.org/news/2009-06-video-game-sales-pct.html
http://www.tcpdf.org

