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Largest digital distribution

platform for PC gaming

34,000+ games available

over 8,000 releases in 2018

21M+ concurrent users

PLATFORMS

REVENUE

$135 Bn in revenue

globally in 2019

$60.59Bn revenue in US

Larger than Film and Music

industries combined

CAGR ~11.2%

Tech Innovation &

Subscription Plans

INDUSTRY

Industry Overview

PART I: PROJECT OVERVIEW



Our Goals

Understand Steam userbase & user behavior

Use this knowledge to build predictive models 

Infer the optimal price of a game for a user
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How can we help game developers capture a larger audience? 



Part II



user
 id

Games

What data do we need?

Users

Steam ID
Location
Creation date

Games owned (App ID)
Playtime
Playtime 2 weeks

App ID
Price
Genre
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User Data

100,000 call per day limit

steam
database

use
r

id steam
api

api
key
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Generating User IDs

5,000 X

PART II: DATA COLLECTION & PROCESSING



Users' Personal Data
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Users' Game Data

Game list public Game list private

Forever 2 Weeks

Title App ID
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Users' Personal Data

Aggregation

Users' Game Data

Steam Game Data

PART II: DATA COLLECTION & PROCESSING

Country

Creation Date

Games Owned

Playtime Forever

Playtime 2 Weeks

% of Library Composed of Each Genre

Average Spent per Game   

Steam ID
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Left 4 Dead 2

Paid Games

CS: GO

CS: GZ

Portal: 2

TOP 25

I. Game Data

Game Prices

PART III: VISUALIZING OUR DATASET

Game Price

C
o
u
n
t



II. User Data

Players in Mexico tend

to own the most games

Russia, Brazil, USA have

most total playtime

USA has by far

the most users

Spending per game

is nearly normal,

mean of $12.22
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Single Player Games Owned

All Games Owned
= % Single Player

Total Spent on MP Games

Multiplayer Games Owned

= Avg Spent on 

  Multiplayer Games
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Average spending for Action and Indie games is higher as well.

PART III: VISUALIZING OUR DATASET

% of Library Composition

$ Average Spent

ADVENTUREACTION CASUAL INDIE



Based on a player's characteristics and game preferences, can we

predict how much they are willing to spend on a game? 
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29.4%

 
23.5%

 
17.6%

 
11.8%

 
11.8%

 
5.9%

R-squared 62.9%  MSE $3.02

Residual Plots

and

Q-Q Plot

PART IV: MODELING

I. Multiple Regression

Avg Spent
per Game

Country Creation Date

% 11 Genres
% Single
% Multi

Best Subset: 15 Predictors



 
45.5%

 
36.4%

 
18.2%

R-squared 56.7%  MSE $3.26

Residual Plots

and

Q-Q Plot

II. Multiple Regression: Simplest Model

Avg Spent
per Game

Country Creation Date

% Casual
% Single
% Multi

Best Subset: 5 Predictors 

PART IV: MODELING



III. Decision Tree Classification

Low:         $0 - 8
Medium:  $8 - 14
High:        $14 - 50

Predicting whether a user has a low, medium, or high optimal game price.
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Control:  SteamID

Predicted

A
c
tu
a
l

Predicted

A
c
tu
a
l Accuracy Score

42.8%

Accuracy Score

66.2%
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29.4%

 
23.5%

 
17.6%

 
11.8%

 
11.8%

 
5.9%

Avg Spent per Game

Creation Date

% 11 Genres
% Single/Multi
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People are willing to spend more on Single Player games and Multi Player
games (highest T-value) compared to Indie and Casual games (lowest T-value)

People who has been a long time Steam user are generally willing to spend
more than new users

PART V: CONCLUSIONS AND NEXT STEPS

Key Takeaways

Industry Wise

User Wise



Model Recommendation

 
45.5%

 
36.4%

 
18.2%

R-squared 56.7%  MSE $3.26

Multiple Regression: Simplest Model

Avg Spent
per Game

Country Creation Date

% Casual
% Single
% Multi

Best Subset: 5 Predictors 

Data Accessibility

Higher Precision

Ease in Interpretation
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Q&A



APPENDIX
#1: Visualization by Countries



R-squared  MSE $3.02

APPENDIX
#2: 15 Predictor Multiple Regression Coefficients

62.9%

Residual Plots

and

Q-Q Plot



APPENDIX
#3: 5 Predictor Simplest Multiple Regression

R-squared 56.7%  MSE $3.26

Residual Plots

and

Q-Q Plot


