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Introduction

This report analyzes the Steam PC gaming market, focusing on buyers, platform economics, and
evidenced trends from 2024 to 2026. The analysis covers user demographics, revenue performance,
market share against competitors, and software-specific metrics while strictly excluding Al tools, LLM
management software, and unrelated developer utilities.

Key Findings
* Steam reached a peak concurrent user record of 42.0 million in January 2026, with an estimated

monthly active user base of 198 million, surpassing Sony's PlayStation Network; revenue for 2025
is estimated at $16.2 billion, a 50% increase over 2024.

* Asia-Pacific is now the dominant user region (42% of the base), with Simplified Chinese overtaking

English as the primary language, while Counter-Strike 2 remains the most-played title averaging
854,000 concurrent players.

* The platform holds approximately 74-75% of the global PC digital distribution market share and

75% of the US market, significantly outperforming the Epic Games Store which trails at 8-10% in
the US.

* Game release activity hit a record 20,282 titles in 2025, with 5,863 titles earning over $100,000 in

revenue, indicating a maturing ecosystem where high-performing games are becoming the norm.

Market Definition and Segments

The Steam PC games market encompasses the distribution, sales, and discovery of video games
exclusively through the Steam platform on Windows and Linux operating systems. It includes full
releases, Early Access titles, and demos sold via the Steam Store. The market explicitly excludes
standalone PC games sold on non-Steam platforms, cloud gaming services, console ports (unless
played via PC client), and software tools such as Al development kits, LLM context managers, or
general-purpose IDEs unless they are marketed specifically as consumer games.

Buyers and User Demographics

The buyer base for Steam PC games is characterized by a massive global reach, estimated at roughly
200 million monthly active users as of late 2025. Geographically, the center of gravity has shifted
eastward, with the Asia-Pacific region accounting for approximately 42% of the total user base,

the U.S. estimate (~13.7 million) is for one country; it is not directly

comparable to APAC's 42% regional share. Simplified Chinese has surpassed English

as the most-used language among active users.
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Demand Drivers and Trends

Demand for Steam games is driven by high-frequency sales events, particularly the Winter Sale and
Summer Sale, which can account for significant revenue spikes. For instance, December 2025 alone
generated over $1.6 billion in revenue, the highest monthly figure on record. Additionally, the shift to
Windows 11, which now holds over 70% of the market share, and the prevalence of laptop GPUs,
indicates a hardware trend that supports Steam's ecosystem. The release of 20,282 games in 2025, a
new annual record, suggests an increasing supply of content, though the number of high-revenue
titles (over $100k) remains relatively stable at 5,863.

Platform Economics and Revenue

Valve does not disclose exact revenue figures, but third-party estimates place Steam's 2025 revenue
at approximately $16.2 billion, representing a 50% year-over-year increase from 2024. This growth
trajectory suggests a robust platform economy where Valve retains a standard 30% revenue share on
digital transactions. The platform's dominance is reinforced by its ability to retain the all-time
concurrent player record of 42.0 million, a mark set in January 2026 during the Winter Sale period. In
terms of competitive landscape, Steam dominates the US PC digital market with a 75% share, leaving
the Epic Games Store with a trailing 8-10% share.

Competition and Market Share

Steam maintains a commanding position in the PC digital distribution market, holding an estimated
74-75% of the global market share and 75% of the US market. Its primary competitor, the Epic Games
Store, trails significantly, capturing only 8-10% of the US market share. Other platforms like GOG and
Origin hold negligible shares. The sheer volume of games on Steam, with over 130,000 titles ever
released, creates a "winner-takes-most" environment where the most popular titles, such as
Counter-Strike 2 and PUBG: Battlegrounds, generate the bulk of the platform's traffic and sales.

Hardware and Operating System Trends

The hardware landscape for Steam users is increasingly standardized around Windows 11, which has
crossed a 70% market share threshold. Laptop GPUs are also topping the hardware charts, indicating
a shift towards portable gaming setups that still rely on the Steam platform for distribution and library
management. This hardware consolidation supports Steam's ecosystem by ensuring consistent
performance across the majority of the user base, particularly in the Asia-Pacific region where laptop
usage is high.

Future Outlook and Uncertainties

While the data points to continued growth in user numbers and revenue, uncertainties remain
regarding the saturation of the game catalog and the impact of potential regulatory changes in major
markets like China. The rapid increase in game releases (20k+ in 2025) could lead to market
fragmentation, where smaller titles struggle to gain visibility against established giants. However, the
sustained high concurrent player counts and revenue records suggest that the current growth
trajectory is resilient, provided the platform continues to innovate in discovery and monetization
strategies.
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Valve Corporation

The owner and operator of the Steam platform, responsible for distribution, sales reporting, and
platform maintenance. Provides the SteamDB database for game sales and revenue data. Sources:
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025,
https://axis-intelligence.com/steam-statistics/, https://levvvel.com/statistics/pc-gaming/,
https://voxbooster.com/blog/steam-statistics-2026/,
https://shattered.io/steam-revenue-record-h1-2026/,
https://www.shanethegamer.com/research/steam-statistics/,
https://store.steampowered.com/stats//stats/,
https://partner.steamgames.com/doc/finance/payments_salesreporting/faq, https://beancount.io/blog/
2026/07/09/steam-revenue-share-indie-game-developer-bookkeeping-guide,
https://egmatic.com/blog/steam-direct-2026-publishing-walkthrough,
https://www.steampageanalyzer.com/blog/steam-direct-fee-explained,
https://steamdb.info/pricechanges/, https://steamdb.com/en/tools/steam-price-history,
https://spawnpoint.be/valve-steam-2026/, https://sqmagazine.co.uk/steam-statistics/,
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025

Sources identifying it: 19

SteamDB

A community-maintained database tracking Steam's game library, sales, and price history. Used as a
primary data source for market analysis and revenue estimates. Sources:
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025,
https://axis-intelligence.com/steam-statistics/, https://levvvel.com/statistics/pc-gaming/,
https://voxbooster.com/blog/steam-statistics-2026/,
https://shattered.io/steam-revenue-record-h1-2026/,
https://www.shanethegamer.com/research/steam-statistics/,
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025,
https://steamdb.info/pricechanges/, https://steamdb.com/en/tools/steam-price-history

Sources identifying it: 9

Alinea Analytics

An analytics firm providing third-party estimates of Steam's revenue, noting Valve's non-disclosure of
official figures. Cited for 2025 revenue estimates of $16.2 billion. Sources:
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025,
https://axis-intelligence.com/steam-statistics/, https://levvvel.com/statistics/pc-gaming/

Sources identifying it: 3

Fungies

A payment and tax compliance service acting as a 'Merchant of Record' for digital goods on platforms
like Steam, handling VAT, sales tax, and global payments. Sources:
https://fungies.io/steam-revenue-share-explained/

Sources identifying it: 1

Epic Games Store

A competing PC game distribution platform mentioned in market share analysis, trailing Steam
significantly in the US market. Sources:
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025,
https://axis-intelligence.com/steam-statistics/

Sources identifying it: 2
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ShaneTheGamer

A research and statistics portal compiling verified Steam data including user base, player counts,
game catalogs, and revenue, referencing Valve disclosures and SteamDB. Sources:
https://www.shanethegamer.com/research/steam-statistics/

Sources identifying it: 2

Demandsage

A data analytics platform providing market trends, reviews, and detailed guides for businesses,
including statistics on active players and downloads for games like Roblox and Steam. Sources:
https://www.demandsage.com/steam-statistics/

Sources identifying it: 2

Tech Insider

A technology news outlet reporting on Steam's H1 2026 revenue records. Sources:
https://tech-insider.org/steam-h1-2026-revenue-record/

Sources identifying it: 1

NextBigGames

A company providing trend insights, market research, and ideation services for game studios,
including articles on Steam pricing strategies. Sources:
https://nextbiggames.com/2025/12/29/steam-pricing-strategy-2025-from-0-to-69-99/

Sources identifying it: 1

PC Video Games

Video games distributed and sold through the Steam platform, ranging from AAA titles to indie
releases. The market includes diverse genres such as multiplayer shooters (e.g., Counter-Strike 2),
single-player RPGs (e.g., Black Myth: Wukong), strategy games, and cooperative board/card games.
Prices vary by publisher and discount cycles, with 2025 seeing approximately 20,282 new titles
released.

Sources identifying it: 8

Digital Distribution Platform (Steam)

The proprietary online storefront and service provided by Valve Corporation for buying, playing, and
discovering PC games. It functions as a digital marketplace connecting developers, publishers, and
players, featuring services like Steam Direct for indie publishing, community hubs, and cross-platform
integration.

Sources identifying it: 6

Software Development Tools (Steamworks)

A suite of APIs and SDKs provided by Valve to developers for creating games compatible with the
Steam platform. Services include Steamworks for authentication, SteamVR for virtual reality support,
Steam Cloud for save data, and anti-cheat solutions (VAC) to protect multiplayer games.

Sources identifying it: 4

Game Keys and Digital Downloads

Pre-purchased digital licenses for video games sold by publishers to consumers via the Steam Store.
These are delivered instantly upon purchase and allow users to install and play games without
physical media. They are a core revenue driver, often bundled with promotional offers and seasonal
sales.

Sources identifying it: 5

Community Hub and Social Features

Integrated social networking features within the Steam platform, including friend lists, profiles, news
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feeds, group discussions, and community marketplaces. These tools facilitate player interaction,
game discovery, and user-generated content sharing, contributing to platform retention and user
engagement.

Sources identifying it: 3

Virtual Reality (VR) Experience (SteamVR)

A virtual reality development platform and ecosystem for PC-based VR gaming, allowing users to play
VR titles on their PC. It includes hardware compatibility, controller support, and a library of VR games,
with SteamVR being a key component of the Steam ecosystem.

Sources identifying it: 2

Anti-Cheat and Security Services

Valve's Verified Anti-Cheat (VAC) system and other security tools designed to protect multiplayer
games from cheating and hacking. These services are essential for maintaining fair play in
competitive games and are integrated into the Steam platform for developers to implement.
Sources identifying it: 2

Seasonal Sales and Discounts

Promotional events hosted on the Steam platform, such as the Summer Sale, Winter Sale, and
Autumn Sale, which offer significant discounts on games. These events drive user engagement,
increase sales volume, and are a key component of the platform's economic model.

Sources identifying it: 3

Based on the supplied evidence, here is the analysis of the Steam PC games market.

Market Size and Growth

Revenue

* 2025 Revenue: Approximately $16.2 billion.

* Source: Multiple independent analysts (Alinea Analytics, Gamesensor, Axis Intelligence) citing
Valve disclosures and SteamDB.

e Date: 2025/2026 reports.

e Currency: USD.

* Note: Some analysts estimate the full year FY2025 could be nearer $17.8 billion due to December
performance, but $16.2B is the primary consensus figure.

» 2024 Revenue: Approximately $10.8 billion.

* Source: Alinea Analytics / Gamesensor.

* Date: 2025 reports.

e Currency: USD.

» 2023 Revenue: Approximately $8.7 billion.

e Source: Alinea Analytics.

* Date: 2025 reports.

* 2025 Growth Calculation:

* Formula: $(\text{Revenue} {2025} - \text{Revenue}{2024}) / \text{Revenue} {2024}$
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* Calculation: $(16.2 -10.8) / 10.8 = 5.4/10.8 = 0.50%
* Result: 50% year-over-year growth.

* Source: Gamesensor / Axis Intelligence.

User Base

* Monthly Active Users (MAU): Estimated at roughly 198 million in H2 2025 (projected to ~200
million).

* Source: Steam statistics aggregators (ShaneTheGamer, Gamesensor).

» Date: 2025/2026.

* Unit: Users.

* Peak Concurrent Players: Record of 42,042,778 users set on January 11, 2026.
* Source: Steam official stats / ShaneTheGamer.

* Date: Jan 11, 2026.

* Unit: Concurrent Users.

* Daily Active User Ratio: Approximately 52%.

» Source: Steam statistics aggregators.

e Date: H2 2025.

Catalogue and Releases

* Total Games Released: Over 130,000 games ever released by mid-2026.

* Source: SteamDB.

* Date: Mid-2026.

» 2025 Release Volume: Approximately 20,282 titles launched in 2025 (a record).
e Source: SteamDB release summary.

* Date: 2025.

* Top Earners in 2025: 5,863 games earned over $100,000 in 2025.

* Source: SteamDB.

e Date: 2025.
Platform Economics and Revenue Share

Developer/Publisher Revenue Share

» Standard Model: Developers/Publishers retain approximately 70% of the revenue; Steam retains

30%.
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* Source: Steam Partner FAQ, Immutable, Gamerguru.

* Note: This applies to standard digital sales.

Steam Direct fee: $100 per app, recoupable once that app reaches $1,000
in Adjusted Gross Revenue. This is separate from Valve revenue share.

Source: Steamworks Documentation.

* Note: This is a fee paid by the publisher, not a cut from the consumer.

* VAT/Tax Handling: Steam acts as the "Merchant of Record" for VAT and sales tax in many

jurisdictions, collecting these from the consumer and remitting them to tax authorities.

* Source: Fungies documentation (contextualizing Steam's role in payments), Immutable.

Hardware and OS Market Share

* Windows 11: Holds 70% of the PC market share.

» Source: Steam statistics aggregators.

* Date: 2026 estimates.

* GPU Market: Laptop GPUs are topping the hardware chart for Steam players.

* Source: Steam statistics aggregators.
Competition and Market Position

Market Share

* Global PC Digital Distribution: Steam holds an estimated 74-75% share.

e Source: Axis Intelligence, ShaneTheGamer.

» US PC Digital Distribution: Steam holds an estimated 75% share.

e Source: Axis Intelligence, ShaneTheGamer.

» Epic Games Store: Trails significantly behind, estimated at 8-10% in the US market.

e Source: Axis Intelligence, ShaneTheGamer.

* PlayStation Network: Steam's monthly active users (approx. 198M) have surpassed Sony's

PlayStation Network figure.

e Source: Gamesensor / ShaneTheGamer.

Regional Demographics

* Largest Region: Asia-Pacific accounts for approximately 42% of the total Steam user base.

e Source: Gamesensor / ShaneTheGamer.

31 October 2026 Page 7

Cube Market may contain errors. Although Neurvance double-checks its work, errors can still occur. Always independently verify important information.


https://partner.steamgames.com/doc/gettingstarted/appfee

Made by Neurvance.com
CUBE MARKET

* Source: ShaneTheGamer.
* Language: Simplified Chinese has overtaken English as the most-used language for active

Steam users (noting this shift occurred briefly in 2024).

e Source: Gamesensor / ShaneTheGamer.

Trends and Key Insights

* Dominant Title: Counter-Strike 2 is the most-played game on Steam, averaging around 854,000
concurrent players in July 2026.

* Source: ShaneTheGamer.

* Historical Records: PUBG: Battlegrounds holds the single-game concurrency record at
3,257,248 (set Jan 2018). Black Myth: Wukong came closest with 2.4 million (Aug 2024).

* Source: SteamDB.

* Sales Performance: December 2025 alone generated over $1.6 billion, the highest
single-month revenue on record.

* Source: Alinea Analytics.

» Release Velocity: 2025 set a record with roughly 20,000 new titles released, compared to
~18.5k in 2024 and ~14k in 2023.

e Source: SteamDB.
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Visualizations
Source: Gamesensor / Axis Intelligence / Alinea Analytics
(2025-2026 reports)

Source: Gamesensor / ShaneTheGamer (2025-2026 reports)

Valve Corporation

Developer and publisher of Steam, the dominant PC gaming platform. Valve manages platform
operations, revenue distribution (citing ~$16.2B revenue in 2025 and 50% growth), and provides
tools like Steam Direct for indie developers. The platform hosts over 130,000 games and reported a
peak concurrent user count of 42,042,778 in January 2026.

Sources identifying it: 8

Epic Games

Operator of the Epic Games Store, identified as the primary competitor to Steam. While trailing
significantly in market share, it holds 8-10% of the US digital market, positioning itself as a major
alternative for PC game distribution.

Sources identifying it: 3

Fungies

A Merchant of Record and payment processing service for digital goods including games. It handles
VAT, sales tax, and payments for developers selling on platforms like Steam, offering features like
store builders and affiliate management.

Sources identifying it: 2

Steam PC Games Market Overview (2025-2026)

Market Overview

Steam remains the undisputed dominant platform for PC gaming, functioning as the primary
discovery, sales, and distribution channel for the global PC market. In 2025, the platform generated
approximately $16.2 billion in revenue, representing a 50% year-over-year increase compared to
2024. This surge was driven by record-breaking sales volumes and the success of major titles like
Counter-Strike 2. The platform's user base has expanded significantly, with estimated monthly active
users (MAU) reaching roughly 198 million, surpassing the user count of Sony's PlayStation Network.
Geographically, the center of gravity has shifted eastward, with the Asia-Pacific region now
accounting for approximately 42% of the total user base, while the United States accounts for roughly
13.7 million users.

The catalog has grown exponentially, with SteamDB tracking over 130,000 games ever released.
2025 alone saw the release of approximately 20,282 new titles, setting a fresh annual record. While
traditional AAA blockbusters still drive peak concurrent players (with PUBG: Battlegrounds holding the
single-game record of ~3.26 million), the market is increasingly defined by long-tail success, with
Counter-Strike 2 averaging over 854,000 concurrent players in July 2026.
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Ecosystem Roles and Dependencies

The Steam ecosystem is a complex network of interdependent participants. No single entity acts as a
monolithic partner; instead, relationships are defined by direct sales agreements, licensing, and
infrastructure usage.

1. Developers and Publishers

* Roles: Creators of game content. They may be independent studios, mid-sized publishers, or major
AAA conglomerates.

* Dependencies:

* Steamworks API: To upload games, manage keys, and utilize Steam Workshop features.

* Payment Gateway (Fungies/Valve): To receive revenue. Developers must use a "Merchant of

Record" service (like Fungies) or direct integration with Valve's financial infrastructure to handle
VAT, sales tax, and currency conversion globally.

e Marketing Channels: While Steam offers discovery tools (Storefront, Achievements, Community

Hub), developers often rely on external marketing agencies and social media to drive traffic to the
Steam store page.

e Access Barriers: The primary barrier is technical (understanding Steamworks) and financial

(paying the 30% revenue share). There is no "approval" process for content, but technical
rejection is common.
2. Buyers and Players

* Roles: The end consumers who purchase, download, and play games.

* Channels:

 Direct Purchase: Buying games via the Steam store for immediate download.

* Discovery: Browsing the storefront, reading reviews, and utilizing the "Recommended"
algorithms.

e Social/Community: Interacting with other players via Steam Chat, Groups, and the Steam
Community Hub.

* Access Barriers:

* Account Creation: Requires a Steam account and a payment method.

* Hardware: Requires a PC with compatible hardware (OS: Windows 11 dominates at 70%+ share;
GPU requirements vary by title).

* Subscription Models: Players using Steam Deck or cloud gaming services face different entry

barriers (hardware cost, internet speed).
3. Valve Corporation

* Roles: The platform owner, infrastructure provider, and financial processor.

31 October 2026 Page 10

Cube Market may contain errors. Although Neurvance double-checks its work, errors can still occur. Always independently verify important information.



Made by Neurvance.com
CUBE MARKET

* Dependencies:

Developers/Publishers: To maintain a healthy catalog and community activity.

* Payment Processors: To facilitate global transactions (often via Fungies).

* Hardware Partners: To ensure compatibility with Steam Deck and other PC hardware.

» Access Barriers: Valve operates as a closed ecosystem. While they do not gatekeep content, they

enforce strict technical standards and revenue sharing policies. They do not typically form
exclusive partnerships with third-party retailers for PC games, unlike the console market.
4. Third-Party Services (Merchant of Record & Analytics)

* Roles: Facilitate tax compliance, payment processing, and data analysis.
* Examples: Fungies, SteamDB, Alinea Analytics, Gamesensor.
* Dependencies:

* Developers: For payment processing and tax handling.

Analysts/Investors: For market data and revenue tracking.

e Access Barriers: Usually low, requiring only an API key or business registration.
Market Economics and Pricing

Revenue and Market Size

Steam's revenue growth is the most significant trend in the PC gaming market. The platform’'s ability
to monetize through the Steam Deck ecosystem and high-volume digital distribution has allowed it to
capture a massive share of the US digital market (estimated at 74-75% globally).

¢ 2025 Revenue: ~$16.2 billion.
e 2024 Revenue: ~$10.8 billion.
e Growth Rate: ~50% YoY.

* Dec 2025 Performance: Generated >$1.6 billion, the highest single-month figure on record.

Pricing and Discounts
Steam's pricing model relies heavily on a "discount economy" to drive sales volume.
e Standard Pricing: Most games are priced between $19.99 and $69.99.
* Discount Mechanics: Deep discounts (often 50-90%) are applied during major sales events

(Summer, Winter, Autumn, Spring). These sales are a primary driver of the platform's revenue
surge.

» Steam Deck Sales: The hardware itself has become a revenue stream, encouraging users to buy

games for their handheld devices, effectively expanding the addressable market beyond the
desktop.
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Revenue Share

Developers and publishers pay a 30% revenue share to Valve. This fee is deducted from the gross
revenue generated from game sales. Some third-party services (like Fungies) may offer alternative
fee structures or tax-compliant solutions, but the 30% model remains the industry standard on
Steam.

Competition

Primary Competitors
* Epic Games Store: The main direct competitor. In the US market, Epic trails significantly behind

Steam, holding an estimated 8-10% share. Epic differentiates itself with aggressive discounting
(up to 90% off) and a "free games" giveaway model.

* GOG.com: Focuses on DRM-free games, appealing to privacy-conscious users.
* Microsoft Store: Growing rapidly due to the Xbox ecosystem and Windows integration, though it

holds a much smaller share of the dedicated PC gaming market.
* Roblox/Other Cloud Platforms: While not direct "store" competitors, they compete for user time

and spending.

Competitive Advantages of Steam

1. Network Effects: The sheer size of the library (130,000+ games) creates a "winner-takes-all"
dynamic.

2. Community Integration: The Steam Community Hub, forums, and friend system are deeply
integrated, fostering loyalty.

3. Hardware Synergy: The Steam Deck has successfully ported the desktop user base to a portable
one, increasing hardware sales and game discovery.

4. Discount Depth: Steam's discount history and depth are unmatched, creating a habit of "wait for
the sale" among buyers.
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Evidenced Trends

1. Asian Market Dominance: The Asia-Pacific region now represents 42% of Steam's user base,
with Simplified Chinese surpassing English as the most-used language in the region. This shift
requires developers to localize content and marketing strategies for non-English speaking markets.
2. Release Volume Surge: 2025 saw a record 20,282 new game releases. This indicates a maturing
market where both AAA studios and indie developers are aggressively expanding their catalogs.

3. The Long-Tail Effect: While PUBG holds the concurrency record, the market is increasingly driven
by long-tail titles. Games like Counter-Strike 2 maintain massive concurrent player bases over years,
proving that sustained live-service updates can generate consistent revenue.

4. Hardware-Driven Discovery: The success of the Steam Deck is driving a shift towards "play
anywhere" gaming. Developers are optimizing games for both PC and handheld, expanding the
potential player base.

5. Tax Compliance as a Barrier: As the market grows globally, tax compliance (VAT, sales tax) is
becoming a critical barrier to entry for new developers. Services like Fungies are emerging as
essential infrastructure to help developers navigate these complexities.

Conclusion

The Steam PC games market is experiencing a period of explosive growth, characterized by a massive
user base expansion, record-breaking revenue, and a significant shift in geographic demographics
towards Asia. The ecosystem is highly competitive, yet Steam maintains its dominance through
superior community integration, hardware synergy (Steam Deck), and an unparalleled discount
culture. For developers, the market offers immense opportunity but requires robust technical
infrastructure and global payment compliance strategies. The trend towards higher release volumes
and the increasing importance of non-English markets will continue to shape the platform's future
trajectory.

Source: https://gamesensor.info/news/pc-gaming-market-statistic
s-steam-2025
Source: https://gamesensor.info/news/pc-gaming-market-statistic

s-steam-2025

Based on the provided search results, here is an evidence-based analysis of the Steam PC games
market in 2025-2026, covering market size, economics, competition, and ecosystem risks.

1. Market Size and User Base (2025-2026)

The Steam ecosystem has experienced exponential growth, establishing itself as the dominant
platform for PC gaming globally.

* Revenue: Steam revenue in 2025 is estimated at approximately $16.2 billion, representing a

50% increase over 2024's $10.8 billion. December 2025 alone generated over $1.6 billion, the
highest single-month figure on record.
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» User Base:

* Monthly Active Users (MAU): Estimated at roughly 198 million in H2 2025.

* Peak Concurrent Players: A record of 42.04 million was set on January 11, 2026, driven by the
Winter Sale and post-holiday traffic.

* Daily Active User Ratio: Approximately 52%.

e Market Share: Steam holds an estimated 74-75% of the global PC digital distribution market and
75% of the US market. The Epic Games Store trails significantly at 8-10% in the US.

* Geographic Shift: The center of gravity has shifted East. Asia-Pacific now accounts for roughly

42% of the total user base, with the United States representing only 13.7 million users. Simplified
Chinese has overtaken English as the primary language for active users.

Source: https://gamesensor.info/news/pc-gaming-market-statistic
s-steam-2025
Source: https://gamesensor.info/news/pc-gaming-market-statistic

s-steam-2025

2. Developer and Publisher Economics
The economics of publishing on Steam are characterized by high volume, aggressive discounting, and
a complex fee structure that varies by game type.

* Release Volume: The market is saturated with content. In 2025 alone, approximately 20,282

games were released on Steam, a record-breaking annual figure. The platform's cumulative library
surpassed 130,000 titles.

* Revenue Share:

Valve's cut: 30% up to $10M, 25% from $10M to $50M, and 20% thereafter.

Steam Direct fee: $100 per app; recoupable after the app reaches $1,000
in Adjusted Gross Revenue.

Steam Store game sales follow the same revenue-share tiers regardless of device;
Steam hardware purchases are separate.

* Discounts and Pricing: The platform relies heavily on sales. A significant portion of revenue is

generated during major events (Winter Sale, Summer Sale). While specific average discount rates
fluctuate, the high volume of sales is a primary driver of the platform's 50% YoY revenue growth.

* Indie Success: A notable trend is the success of mid-budget titles. In 2025, 5,863 games earned
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over $100,000, indicating a robust pipeline for independent developers beyond just micro-budget
projects.

Source

https://www.immutable.com/guides/how-much-does-steam-take
3. Competition and Platform Dynamics

* Dominance: Despite competition from Epic Games Store and cloud gaming services, Steam

maintains a commanding lead in the PC digital market. Its ecosystem includes the Steam
Workshop, Steam Deck, and Steamworks API, creating high switching costs for developers and
users.

* Discovery: The sheer volume of 20,000+ new releases annually creates a "discovery problem."

Success is increasingly driven by algorithmic recommendations, community reviews, and Steam's
internal search and tagging systems rather than traditional marketing.

* Cross-Platform Integration: Steam's integration with Steam Deck (console-like experience) has

expanded its reach to non-PC gamers, further solidifying its market share against traditional
console competitors like PlayStation Network.

4. Ecosystem Risks and Limitations

For Developers and Publishers:

* High Volume Dilution: With over 20,000 new titles released annually, the probability of a game

becoming a "hit" is statistically lower. Revenue per title is generally low unless a game achieves
viral status.

* Discount Dependency: The business model relies heavily on high-volume, discounted sales. This

can lead to "discount fatigue" and price erosion, making it difficult to recoup costs for premium
titles.

* Valve Control: Developers are subject to Valve's terms of service. Changes to the Steam Direct

fund, API restrictions, or store policies (e.g., the 2024 changes regarding Steam Deck
compatibility) can abruptly alter revenue streams.

* Dependency on Steam Deck: A significant portion of revenue for PC games now flows through

Steam Deck sales. Any hardware supply chain issues or policy changes regarding the Steam Deck
could impact these specific revenue streams.
For Buyers and Players:

* Price Volatility: The heavy reliance on sales can make it difficult to judge the true value of a
game. A $50 game might be discounted to $10, masking the original price.

» Account Security: The ecosystem relies on a single account (Steam Account) for access. If an

account is compromised or banned by Valve, access to the library is lost.
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* Regional Pricing: While Steam is global, pricing strategies and regional restrictions can vary,

affecting purchasing decisions for international users.
Market-Wide Risks:

e Market Saturation: The influx of 20,000+ new games per year risks lowering the average quality

and engagement per title, potentially leading to user churn if the content library becomes
overwhelming or low-quality.

e Economic Sensitivity: The gaming market is sensitive to economic downturns. A slowdown in

discretionary spending could disproportionately affect the indie segment, which relies on lower
price points and direct sales.

Conclusion

Steam remains the undisputed leader in the PC gaming market, driven by massive user growth, a
record-breaking revenue trajectory, and a dominant market share. For developers, the opportunity
lies in the vast library of 130,000+ titles and the growing Steam Deck audience, but the risks include
intense competition from a high volume of releases and dependency on Valve's policy decisions. The
market is currently defined by rapid growth in Asia-Pacific and a shift toward console-like PC
experiences.

Based on the provided search results and market intelligence, here is a comprehensive analysis of the
Steam PC games ecosystem, focusing on market dynamics, participant capabilities, and financial
trends up to early 2026.

Market Overview: Steam as the Global PC Hub

Steam remains the undisputed monopoly in the PC digital distribution market. By early 2026, the
platform has solidified its dominance not just in the US, but globally, with a significant shift in user
demographics toward Asia-Pacific.

* Market Position: Steam holds approximately 74-75% of the global PC digital distribution

market, with an even stronger 75% share in the US market. Competitors like the Epic Games
Store trail significantly, holding roughly 8-10% in the US.

* User Base & Growth: The platform boasts roughly 198 million monthly active users (MAU),

surpassing Sony's PlayStation Network. The sources do not establish a comparable
early-pandemic MAU baseline for this estimate.

» Geographic Shift: The "center of gravity" for Steam users has shifted east. The Asia-Pacific region

e Concurrent Activity: Steam set a record peak concurrent player count of 42,042,778 on January

11, 2026, driven by post-holiday traffic and sales events. Note: While this peak is massive, the live
average for the most-played game, Counter-Strike 2, is around 854,000 concurrent players.
Ecosystem Participant Capabilities and Market Access

1. Buyers and Players

* Capabilities: Players benefit from Steam's "Discovery Engine," which utilizes algorithms to surface
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games based on genre, price, and playtime. The platform offers a unified library approach,
allowing users to manage multiple games (including those from Epic or GOG) in one library.

» Market Access: The sheer scale of the 198M+ MAU base lowers the barrier to entry for new titles.

However, the high concentration of traffic on Steam means that non-Steam platforms face a
"chicken-and-egg" problem in discovery.

* Value Proposition: Price transparency and aggressive discounting (up to 90% on sales) drive

high conversion rates. The "Steam Deck" hardware integration further enhances accessibility,
turning PC gaming into a portable experience.
2. Developers and Publishers

* Capabilities: Steam provides a robust backend (Steamworks) for authentication, anti-cheat (VAC),

and analytics. For indie developers, Steam Direct allows for self-publishing with a flat fee,
democratizing access to the global market.

* Market Access: With 20,282 games released in 2025 alone, Steam offers a massive catalog

(130,000+ titles ever released). This creates a "long tail" effect where niche games can find an
audience that traditional retail cannot support.

* Financials & Economics:

* Revenue Share: Steam takes a 30% cut of gross revenue.

* Fee Structure: Steam Direct requires a $100 one-time fee per game to publish.

* Taxes: As a "Merchant of Record," Steam handles VAT and sales tax compliance globally, reducing

friction for international expansion.

* Indie Success Stories: In 2025, approximately 5,863 games earned over $100,000, indicating a

healthy market for mid-tier and successful indie titles.
3. Platform Economics and Trends

¢ Revenue Growth: Steam revenue in 2025 is estimated at $16.2 billion, a 50% increase over

2024 ($10.8 billion). December 2025 alone generated over $1.6 billion, the highest monthly
figure on record.

* Release Velocity: The market is saturated with content. SteamDB recorded 20,282 game

releases in 2025, a record annual high. This suggests a shift from "hit-driven" economics to
"content-driven" economics, where consistent releases maintain player retention.

* Pricing Trends: Analysis suggests a stabilization in pricing strategies, with many titles landing in

the $0-$69.99 range. Free-to-play (F2P) titles remain a dominant revenue driver for publishers,
though paid games still command the highest per-user revenue.

* Hardware Correlation: The market is heavily correlated with hardware availability. Windows 11

holds a 70% market share, and laptop GPUs are the top-selling hardware component, suggesting
that high-end PC gaming is shifting toward portable/laptop form factors.
Competitive Landscape and Implications

31 October 2026 Page 17

Cube Market may contain errors. Although Neurvance double-checks its work, errors can still occur. Always independently verify important information.



Made by Neurvance.com
CUBE MARKET

* Dominance: The 74-75% global share creates a "moat" for Steam. Competitors struggle to attract

developers because the audience is already concentrated on Steam.

* Epic Games Store: While trailing, Epic remains a significant threat by offering higher developer

payouts (up to 24% in some promotions) and exclusive titles, though its discovery engine is less
mature than Steam's.

* Console vs. PC: Steam's user base now exceeds PlayStation Network, signaling a maturing PC

market where PC gaming is no longer a niche but a primary entertainment channel, rivaling

consoles.

Visualizing Market Trends

The following charts illustrate the explosive growth in Steam revenue and the record-breaking pace of
game releases in 2025 compared to previous years.
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Source: Alinea Analytics estimates; Gamesensor 2025 report
Source: SteamDB release summary; ShaneTheGamer 2026

Conclusion

The Steam ecosystem in 2026 is characterized by unprecedented scale and growth. The platform has
successfully transitioned from a distribution channel to the primary operating system for PC gaming,
with a user base that rivals or exceeds console platforms. For developers, the barrier to entry remains
low via Steam Direct, but the competition for visibility is fierce due to the record volume of new
releases. The economic model, driven by high-volume sales and aggressive discounting, continues to
reward both blockbuster hits and a vast array of successful indie titles. The shift toward Asia-Pacific as
the primary user base presents both opportunities (localized content) and challenges (regulatory
compliance and cultural localization).

Label Inference: All revenue figures are third-party estimates as Valve does not disclose platform
revenue directly. User base figures are derived from SteamDB counters and third-party analytics
firms.

Steam revenue growth and market share comparison with Epic Games Store in 2025 and 2026
Valve's Steam Direct fee structure and impact on indie developer revenue in 2026

Regional distribution of Steam users by continent and language in 2025

Valve Corporation

Country: US

Valve Corporation

Valve Corporation is the sole owner and operator of the Steam platform, serving as the primary
distributor for PC games globally. The platform acts as a direct-to-consumer marketplace for both
third-party developers and Valve's own titles. Valve manages the entire ecosystem including the
Steam Store, Steam Deck, Steam Community, and Steamworks developer tools. Revenue for Steam in
2025 was estimated at approximately $16.2 billion, representing a 50% increase over 2024. The
platform holds a dominant market share of 74-75% in the global PC digital distribution market and
75% in the US market. Steam's user base has reached approximately 198 million monthly active
users, with a peak concurrent player record of over 42 million set in January 2026. The platform hosts
over 130,000 games, with roughly 20,000 new titles released in 2025 alone. Valve utilizes a

Valve's cut is 30% up to $10M, 25% from $10M to $50M, and 20% above $50M.

Steam Direct charges a separate $100 fee per app. The platform dominates

the Asia-Pacific region, which accounts for 42% of users, and English remains the primary language
for discovery, though Simplified Chinese has overtaken it as the most-used language for active users
in that region.

Sources identifying it: 1

Introduction

This report analyzes the Steam PC gaming market ecosystem, focusing on the dominance of Valve,
the rise of regional competitors, and the shifting dynamics between developers, publishers, and
players. It compares key market players based on their offerings, user bases, pricing strategies, and
revenue models, supported by evidence from 2025 and 2026 data sources.
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Key findings
» Steam captured approximately 75% of the US PC digital distribution market in 2025, with revenue

estimated at $16.2 billion, representing a 50% year-over-year increase.

* The platform's monthly active user base reached roughly 198 million in late 2025, surpassing

Sony's PlayStation Network figures and with Asia-Pacific accounting for 42% of the total user base.

» Counter-Strike 2 remains the most-played title on Steam with an average of 854,000 concurrent

players, while Windows 11 holds over 70% of the PC market share.

A significant portion of the 20,000+ new games released in 2025 came from Steam Direct, with

roughly 5,863 titles earning over $100,000 in revenue, highlighting the platform's impact on indie
development.

* While Steam dominates, the Epic Games Store trails significantly in the US market, and simplified

Chinese has overtaken English as the primary language for active Steam users.

Platform Economics and Revenue Models

Steam's economic model is built on a commission structure that varies by transaction type, with the
platform taking a cut from game sales and developer services. Valve acts as a merchant of record for
many transactions, handling VAT and sales tax compliance for developers using tools like Fungies.
Valve's standard cut is 30%, falling to 25% above $10M and 20% above $50M.

Developers receive the remainder. In 2025, the platform saw a massive influx of

content, with over 20,000 new titles released, significantly more than previous years.

environment for visibility, where top-performing games like Counter-Strike 2 and PUBG maintain
long-term engagement through live service updates and seasonal events. The platform's ability to
generate over $1.6 billion in December 2025 alone underscores the strength of its holiday sales
cycles and the effectiveness of its discount strategies.

Developer and Publisher Segments

The Steam ecosystem is divided into distinct segments: AAA publishers, indie developers, and service
providers. AAA publishers like Valve (Counter-Strike franchise), Tencent (PUBG), and Game Science
(Black Myth: Wukong) dominate the concurrent player charts but often rely on external marketing and
platform partnerships rather than pure organic discovery. Indie developers, however, benefit
disproportionately from the low barrier to entry provided by Steam Direct, which costs a one-time
$100 fee. This model has democratized publishing, allowing studios to reach millions of users without
traditional gatekeepers. The 2025 release data shows that while only a small fraction of games
become best-sellers, the sheer volume of releases ensures a diverse catalog that appeals to various
player preferences. Service providers and third-party tools, such as Fungies and Immutable, have
emerged to help developers navigate the complex tax and payment landscape, offering integrated
solutions that streamline revenue collection and compliance.
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Buyer Segments and Regional Dynamics

Buyers on Steam are increasingly globalized, with the Asia-Pacific region now representing the largest
segment at 42% of the total user base. This shift is evidenced by Simplified Chinese surpassing
English as the most-used language on the platform in 2024. The US market remains a critical hub,
with 13.7 million active users, but the growth trajectory of Asian markets suggests a future where
global distribution is even more critical. Gamers are increasingly mobile-first, with many PC players
also consuming content on handheld devices or tablets, leading to a demand for cross-platform
compatibility. The platform's hardware ecosystem is also evolving, with Windows 11 holding over 70%
of the market share and laptop GPUs becoming a top-selling hardware category. This indicates that
buyers are increasingly looking for optimized performance and seamless integration with modern
hardware, driving developers to focus on high-fidelity graphics and efficient coding practices.

Competition and Market Positioning

Steam faces competition primarily from the Epic Games Store, which trails significantly in the US
market, holding only 8-10% of the share. Other competitors include GOG.com, which focuses on
DRM-free games, and platform-specific stores for consoles and mobile devices. Steam's positioning is
that of the default PC gaming destination, offering a vast library, robust community features, and a
seamless discovery mechanism. Its dominance is reinforced by its status as the primary distribution
channel for many major franchises and its role in shaping the industry's standards for digital
distribution. The competition is not just about sales but about ecosystem lock-in, where Steam's
integration with Steamworks, SteamDB, and the Steam Community creates a sticky environment for
both developers and players. Despite this, the presence of alternative stores and the rise of
browser-based gaming platforms like Genzopia suggest a fragmented landscape where users have
more choices than ever before.

Evidence Gaps and Uncertainties

While Steam's revenue and user base data are relatively well-documented through sources like
Gamesensor and SteamDB, there are gaps in granular data regarding specific regional spending
habits and the exact breakdown of revenue by game category. The precise valuation of Steam
Direct's impact on the indie scene remains an estimate, as the correlation between fees and
long-term success varies widely. Additionally, the influence of Al-generated content on the platform's
market dynamics is not yet fully quantified, although it is expected to grow. The lack of official
transparency from Valve regarding internal metrics limits the ability to draw definitive conclusions
about the platform's future trajectory. Finally, the impact of external factors, such as economic
downturns or geopolitical tensions, on the PC gaming market remains uncertain and requires ongoing
monitoring.

Introduction

This report analyzes the Steam PC gaming market, focusing on platform economics, user
demographics, and competitive dynamics between 2025 and 2026. The analysis covers revenue
trends, user base growth, regional shifts, and the competitive landscape against rivals like Epic
Games Store, while distinguishing between verified platform data and third-party estimates.
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Key Findings
* Steam generated approximately $16.2 billion in revenue in 2025, representing a 50%

year-over-year increase, with December 2025 alone contributing over $1.6 billion.

e The platform reached a peak concurrent player record of over 42 million on January 11, 2026, while

monthly active users are estimated at roughly 198 million, surpassing PlayStation Network figures.

* Asia-Pacific became the largest user region in 2025, accounting for approximately 42% of the total

base, with Simplified Chinese overtaking English as the primary language.

Platform Economics and Revenue

Valve does not disclose exact platform revenue figures directly; however, independent analysts like
Alinea Analytics estimate Steam's 2025 revenue at $16.2 billion. This figure represents a significant
50% increase from the estimated $10.8 billion recorded in 2024. The 2024 figure itself showed a 24%
growth from $8.7 billion in 2023, indicating a consistent upward trajectory. December 2025 alone
brought in more than $1.6 billion, the highest monthly figure on record, leading some analysts to
project a full-year FY2025 revenue nearer to $17.8 billion. The economic model relies heavily on the
30% revenue share taken from digital game sales, which has remained the standard practice for both
new and established titles.

User Base and Demographics

Steam's user base has expanded significantly; third-party estimates put monthly active users at
roughly 198 million in H2 2025. No comparable historical series is provided here.

The daily active user ratio is estimated at 52%. The platform's

geographic center shifted eastward. Asia-Pacific is the largest aggregate region at 42%;

the U.S. estimate is 13.7 million users for one country. These figures use different

geographic levels. Simplified Chinese briefly overtook English as the most-used language
among active users in 2024.

The platform's hardware base also reflects these trends, with Windows 11 crossing 70% of the market
share, and laptop GPUs topping the hardware chart. The cumulative counter on SteamDB passed
130,000 games ever released by mid-2026, with 2025 setting a fresh annual release record of around
20,000 titles. Approximately 5,863 of these new releases earned over $100,000 in revenue,
highlighting the high volume of content entering the ecosystem.

Competitive Landscape

Steam holds a dominant position in the PC digital distribution market, estimated at 74-75% globally
and 75% of the US market. The primary competitor, the Epic Games Store, trails significantly behind,
holding roughly 8-10% of the US market share. While Epic has introduced its own revenue-sharing
model with a 12-12-76 split to attract developers, Steam's established ecosystem, vast catalog, and
community features continue to retain the majority of users. Other contenders like GOG or itch.io
serve niche segments but do not challenge Steam's core market share.
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Top Titles and Game Catalogue

Counter-Strike 2 remains the most-played game on Steam, averaging around 854,000 concurrent
players in July 2026. While no single title has matched PUBG: Battlegrounds' raw concurrency since
2018 (a record of 3.25 million set in January 2018), Black Myth: Wukong came closest with 2.4 million
at its August 2024 launch. Counter-Strike 2 set a franchise best of 1,862,531 concurrent players
during the BLAST Austin Major in April 2025. The platform's catalog is vast, with over 130,000 games
ever released, creating a high barrier to entry for new competitors but also providing deep value for
existing users.

Developer and Publisher Dynamics

The market has seen a surge in indie game development, supported by Steam's robust discovery
tools and the Steam Direct platform. However, the 30% revenue share remains a significant
consideration for small studios. The influx of 20,000 new titles in 2025 suggests a healthy, albeit
competitive, environment for developers. The success of titles like Counter-Strike 2 and Black Myth:
Wukong demonstrates that high-budget, long-term live-service or AAA releases can still drive massive
concurrent player counts and revenue. Indie developers continue to find success, with nearly 6,000
titles earning over $100,000 in 2025, indicating a robust mid-tier market.

Risks and Opportunities

Key risks include the potential for reqgulatory scrutiny regarding Steam's market dominance and the
ongoing competition from Epic's aggressive acquisition strategy and alternative payment models.
Opportunities lie in the continued growth of the Asian market, particularly in China and Southeast
Asia, where mobile gaming is evolving into PC/console hybrids. The platform's focus on cross-platform
play and community features also presents opportunities for publishers to reach broader audiences.
Additionally, the rise of Al-generated content could disrupt the traditional development pipeline,
requiring publishers to adapt their production models.

Conclusion

Steam remains the undisputed leader in the PC gaming market, characterized by rapid revenue
growth, a massive and diverse user base, and an unparalleled game catalog. While competitive
pressures from Epic and shifting demographics toward Asia-Pacific present challenges, Steam's
ecosystem strength and network effects ensure its continued dominance. The market's growth is
driven by high-volume releases, strong consumer spending, and an increasingly global user base.",

Steam PC Games Market Research Report 2025-2026

Introduction

This report analyzes the Steam PC gaming market through 2026, focusing on user base dynamics,
revenue trends, and platform economics. It synthesizes verified data regarding concurrent players,
geographic shifts, and sales performance to provide a comprehensive view of the global PC digital
distribution landscape.
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Key findings
* Steam reached a peak concurrent player record of 42.0 million on January 11, 2026, driven by

post-holiday traffic and the Winter Sale.

* Platform revenue surged approximately 50% in 2025 to an estimated $16.2 billion, with December

2025 alone generating over $1.6 billion.

* Asia-Pacific emerged as the largest regional user base, accounting for roughly 42% of Steam's total

audience, with Simplified Chinese overtaking English as the primary language.

Market overview

Steam remains the undisputed center of PC gaming, holding approximately 74-75% of the global PC
digital distribution market. Recent estimates indicate growth, but this report does not provide

a comparable historical series. Recent data indicates a continued shift in the

center of gravity towards Asia-Pacific, altering the traditional demographic profile of the platform.

Buyers and demand

The user base is estimated at roughly 198 million monthly active users as of the second half of 2025.
Demand is heavily influenced by seasonal sales events, with the Winter Sale historically driving peak
traffic. The platform's daily active user ratio is approximately 52%, indicating a strong engagement
level among the monthly user base. Geographic demand has shifted eastward; the U.S.

estimate is 13.7M for one country, while Asia-Pacific is the largest aggregate region (42%).

Ecosystem participants

Key participants include Valve, which operates the platform and manages the Steam Direct publishing
system. Independent developers and publishers utilize Steam Direct to distribute games, though they
must navigate specific fee structures and tax compliance. Third-party services like Fungies act as
Merchant of Record solutions, helping developers handle payments, VAT, and sales tax globally. The
ecosystem also includes data aggregators like SteamDB and SteamSensor, which provide
transparency on game release numbers and sales performance.

Products and services

Steam offers a vast library of over 130,000 games, with approximately 20,000 titles released in 2025
alone, setting a fresh annual release record. The platform supports various game genres, with
Counter-Strike 2 currently averaging around 854,000 concurrent players as the most-played title.
Hardware compatibility is evolving, with Windows 11 crossing 70% of the market share and laptop
GPUs topping the hardware chart. Steam also provides tools for community interaction, achievement
tracking, and store management.
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Market size and growth

Revenue estimates for Steam in 2025 are pegged at approximately $16.2 billion, representing a 50%
increase over 2024's $10.8 billion. The platform's revenue growth outpaced general PC gaming
trends, driven by increased user base and higher average transaction values during peak sales
periods. December 2025 alone brought in more than $1.6 billion, leading some analysts to project the
full-year FY2025 revenue nearer to $17.8 billion. The cumulative counter on SteamDB passed 130,000
games ever released by mid-2026.

Source: Alinea Analytics, SteamSensor, 2023-2025

Key market players

Valve is the dominant platform owner, with no single competitor approaching its scale in PC
distribution. Epic Games Store trails significantly behind, holding approximately 8-10% of the US
market share. Individual game performance varies widely, with PUBG: Battlegrounds holding the
all-time single-game concurrency record at 3.25 million players (set in 2018). Black Myth: Wukong
came closest with 2.4 million concurrent players at its 2024 launch, while Counter-Strike 2 currently
leads in live average concurrency.

Opportunities and risks

Opportunities exist in the Asia-Pacific region, where Simplified Chinese has briefly overtaken English
as the most-used language among active users. The high volume of annual releases (~20,000 in
2025) suggests a growing catalog, though competition for visibility is intense. Risks include the high
barrier to entry for indie developers due to Steam Direct fees and the need for tax compliance in
international markets. Additionally, the dominance of a single platform creates potential risks for
publishers who rely heavily on Steam for their entire distribution strategy.

Evidence gaps

Valve does not disclose its own platform revenue figures, so all revenue data is derived from
third-party estimates by analysts such as Alinea Analytics and SteamSensor. Specific data regarding
the exact revenue share percentage taken by Valve from individual sales is not provided in the
supplied sources, though industry standards suggest a 30% cut. Precise data on the total number of
games currently available on the platform is only known to have passed 130,000 by mid-2026, with
future growth projections remaining uncertain. The exact impact of Windows 11's 70% market share
on specific game sales performance is not quantified in the available evidence.

Sources

* SteamSensor: https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
* Axis Intelligence: https://axis-intelligence.com/steam-statistics/

* Levvvel: https://levvvel.com/statistics/pc-gaming/

* Voxbooster: https://voxbooster.com/blog/steam-statistics-2026/
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* Shattered.io: https://shattered.io/steam-revenue-record-h1-2026/
* ShaneTheGamer: https://www.shanethegamer.com/research/steam-statistics/
* SteamDB: https://steamdb.info/

* Fungies: https://fungies.io/steam-revenue-share-explained/

Steam Market Overview 2025-2026

Analysis of the PC gaming market on Steam
Focus on buyers, developers, sales, and platform economics

Data covering 2025 and early 2026 trends

https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/
https://levvvel.com/statistics/pc-gaming/
https://voxbooster.com/blog/steam-statistics-2026/
https://shattered.io/steam-revenue-record-h1-2026/
https://www.shanethegamer.com/research/steam-statistics/
https://tech-insider.org/steam-h1-2026-revenue-record/

Market Scope and Platform Dominance

Steam is the undisputed center of PC gaming with global dominance.

The platform holds approximately 74-75% of the global PC digital distribution market.

In the US market, Steam holds roughly 75% share, trailing only by 8-10% to the Epic Games Store.
The reference page compiles verified stats from Valve's disclosures, SteamDB, and independent
analysts.

Steam is the primary channel for discovering, distributing, and selling PC video games.
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/
https://www.shanethegamer.com/research/steam-statistics/
https://tech-insider.org/steam-h1-2026-revenue-record/
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Revenue Growth and Financial Performance

Steam's estimated revenue for 2025 is pegged at approximately $16.2 billion.

This represents a 50% increase over 2024's reported revenue of approximately $10.8 billion.
2024 revenue itself was up about 24% from $8.7 billion in 2023.

December 2025 alone brought in more than $1.6 billion, the highest monthly figure on record.
Some analysts estimate full-year FY2025 revenue may be nearer $17.8 billion due to the strong
December performance.

All revenue figures are third-party estimates as Valve does not disclose platform revenue directly.
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/

https://shattered.io/steam-revenue-record-h1-2026/
https://tech-insider.org/steam-h1-2026-revenue-record/

User Base and Demand Trends

Steam's estimated monthly active users are roughly 198 million, surpassing Sony's PlayStation
Network.

The platform's peak concurrent player record is 42,042,778, set on January 11, 2026.

The cited April 2020 figure is 24.8M, but its measure is not defined consistently.

It is not comparable with later MAU estimates and is not used as a growth series.

Daily active user ratio is estimated at about 52%.

The platform's geographic center of gravity has shifted east, with Asia-Pacific accounting for about
42% of the total base.

Simplified Chinese has overtaken English as the most-used language in the region.
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/

https://voxbooster.com/blog/steam-statistics-2026/
https://www.shanethegamer.com/research/steam-statistics/

Game Catalogue and Release Trends

SteamDB's cumulative counter passed 130,000 games ever released by mid-2026.

2025 set a fresh annual release record with approximately 20,000 titles launched.

A detailed summary recorded approximately 20,282 games launched in 2025.

Of those released in 2025, roughly 5,863 titles earned over $100,000 in revenue.

The reference page draws data from Valve's disclosures, SteamDB, and independent analysts.
No single title has matched PUBG's raw concurrency since 2018, holding the record at 3,257,248
concurrent players.

https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/
https://www.shanethegamer.com/research/steam-statistics/
https://steamdb.info/pricechanges/
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Platform Economics and Revenue Share

Valve takes a standard cut from game sales, typically around 30%.

Developers and publishers keep the remaining 70% of sales revenue.

The platform functions as a Merchant of Record for many sellers, handling tax-compliant payments.
Indie developers utilize tools like Steam Direct to publish games with low upfront fees.

Fungies and similar services help developers manage revenue, VAT, and sales tax compliance.
Revenue share models are designed to incentivize developers while covering platform costs.
https://partner.steamgames.com/doc/finance/payments_salesreporting/faq

https://www.immutable.com/guides/how-much-does-steam-take

https://beancount.io/blog/2026/07/09/steam-revenue-share-indie-game-developer-bookkeeping-guide
https://egmatic.com/blog/steam-direct-2026-publishing-walkthrough
https://www.steampageanalyzer.com/blog/steam-direct-fee-explained

Top Performing Games and Titles

Counter-Strike 2 is the most-played game on Steam, averaging around 854,000 concurrent players in
July 2026.

PUBG: Battlegrounds holds the individual-game record at 3,257,248 concurrent players, set in January
2018.

Black Myth: Wukong came closest with 2.4 million concurrent players at its August 2024 launch.

The reference page compiles verified Steam stats on user base, player count, game catalogue,
revenue, and hardware base.

No single title has matched PUBG's raw concurrency since 2018, marking a significant shift in the
market.

https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/
https://www.shanethegamer.com/research/steam-statistics/

Hardware Trends and Software Ecosystem

Windows 11 has crossed 70% of the market share for PC gaming hardware.

Laptop GPUs have topped the hardware chart among Steam users.

The ecosystem includes a vast library of indie and arcade games, such as Genzopia's WebGL titles.
Developers can publish games through Steam Direct with low upfront fees and a 30% revenue share.
The platform supports various genres, from competitive shooters to cooperative board games.

The market continues to grow with new titles releasing annually, setting records in 2025.
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/

https://voxbooster.com/blog/steam-statistics-2026/
https://egmatic.com/blog/steam-direct-2026-publishing-walkthrough
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Key Opportunities and Market Trends

Asia-Pacific is now the largest region for Steam users, accounting for about 42% of the total base.
Simplified Chinese has briefly overtaken English as the most-used language in the region.

The US PC digital market is dominated by Steam, with significant growth potential in emerging
markets.

Indie developers have increased release numbers, with 20,000+ titles launched in 2025.
Cooperative and casual games are seeing strong performance and community engagement.
The shift to Windows 11 and laptop GPUs indicates hardware adoption trends affecting game
development.

https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/

https://voxbooster.com/blog/steam-statistics-2026/
https://www.shanethegamer.com/research/indie-games-statistics/

Risks and Evidence Gaps

Revenue figures are third-party estimates; Valve does not disclose platform revenue directly.

Exact user demographics and retention rates are not fully disclosed by Valve.

Some hardware and software trends are inferred from market data rather than direct platform stats.
Future revenue projections (e.g., FY2025 nearing $17.8 billion) are analyst estimates, not confirmed
data.

The rapid growth in user base and revenue may present challenges for new market entrants.
Competition from other digital distribution platforms remains a factor, though Steam maintains
dominance.

https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/

https://shattered.io/steam-revenue-record-h1-2026/
https://tech-insider.org/steam-h1-2026-revenue-record/

Chart: Steam Revenue Growth 2023-2025

Bar chart showing Steam revenue growth from 2023 to 2025 based on third-party estimates.
2023: $8.7 billion

2024: $10.8 billion

2025: $16.2 billion

Note: All figures are third-party estimates as Valve does not disclose revenue directly.
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/
https://shattered.io/steam-revenue-record-h1-2026/
https://tech-insider.org/steam-h1-2026-revenue-record/

31 October 2026 Page 29

Cube Market may contain errors. Although Neurvance double-checks its work, errors can still occur. Always independently verify important information.


https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/
https://levvvel.com/statistics/pc-gaming/
https://voxbooster.com/blog/steam-statistics-2026/
https://www.shanethegamer.com/research/indie-games-statistics/
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/
https://levvvel.com/statistics/pc-gaming/
https://shattered.io/steam-revenue-record-h1-2026/
https://tech-insider.org/steam-h1-2026-revenue-record/
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/
https://levvvel.com/statistics/pc-gaming/
https://shattered.io/steam-revenue-record-h1-2026/
https://tech-insider.org/steam-h1-2026-revenue-record/

Made by Neurvance.com
CUBE MARKET

Chart: Monthly Active Users vs. Peak Concurrent Players

Comparison of Steam's monthly active users and peak concurrent players as of 2026.
Monthly Active Users: 198 million

Peak Concurrent Players: 42,042,778 (January 11, 2026)

Note: These figures highlight the platform's massive user base and engagement levels.
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/
https://voxbooster.com/blog/steam-statistics-2026/
https://www.shanethegamer.com/research/steam-statistics/
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Conclusion

Steam remains the dominant platform for PC gaming with strong revenue growth and user base
expansion.

The platform continues to attract developers and players with its robust ecosystem and low barriers
to entry.

Key trends include the rise of Asian markets, increased game releases, and hardware adoption.
Future growth depends on maintaining user engagement and adapting to evolving market dynamics.
Data sources provide a comprehensive view of the Steam market, though some figures are estimates.
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/

https://levvvel.com/statistics/pc-gaming/

https://voxbooster.com/blog/steam-statistics-2026/
https://www.shanethegamer.com/research/steam-statistics/
https://tech-insider.org/steam-h1-2026-revenue-record/

Summary of Steam PC Gaming Market

Introduction

This report analyzes the Steam PC gaming market as the global standard for digital distribution, sales,
and discovery of video games on PC platforms. It covers key metrics including user base growth,
revenue trends, market share against competitors like Epic Games Store, and hardware adoption
rates based on data from 2024 to 2026.
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Key findings

» Steam reached a peak concurrent player record of 42.04 million on January 11, 2026, with
estimated monthly active users nearing 200 million, surpassing PlayStation Network figures.

e Revenue surged to approximately $16.2 billion in 2025, representing a 50% increase from 2024,
driven by strong holiday sales and the release of over 20,000 new titles.

* The platform's geographic center of gravity shifted east, with Asia-Pacific accounting for roughly

42% of the user base, and Simplified Chinese overtaking English as the primary language.

User Base and Concurrency

The cited 12M and 24.8M early-pandemic figures are not defined on a comparable basis.
A separate analyst estimate puts Steam at about 198M monthly active users in H2 2025;
these figures should not be read as a single growth series.

* Peak concurrent players hit 42,042,778 on January 11, 2026, coinciding with the Winter Sale.
* The daily active user ratio stabilizes around 52%, indicating a high level of engagement and repeat
play.

* The platform hosts over 130,000 games ever released, with 20,282 titles launched in 2025 alone.

Revenue and Market Performance

Valve does not disclose exact revenue figures, but third-party estimates place Steam's 2025 revenue
at $16.2 billion, a 50% year-over-year increase from $10.8 billion in 2024.

* December 2025 alone generated over $1.6 billion, the highest single-month revenue on record,
leading analysts to estimate full-year FY2025 revenue closer to $17.8 billion.

* The 2025 release year saw approximately 20,282 games launched, with 5,863 earning over
$100,000 in revenue.

e Counter-Strike 2 remains the most-played game on Steam, averaging around 854,000 concurrent

players in July 2026.

Regional Distribution and Demographics

Steam has solidified its dominance in the US PC digital market, holding approximately 75% of the
share, while the Epic Games Store trails significantly at 8-10%.

* Asia-Pacific has become the largest region for Steam users, accounting for about 42% of the total
global base.

* Simplified Chinese briefly surpassed English as the most-used language among active users in

2024, reflecting the eastward shift in the platform's user base.
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* The United States remains the largest single country, with roughly 13.7 million users.

Hardware and Software Trends

The platform's success is supported by widespread hardware adoption, with Windows 11 crossing the
70% market share threshold.

* Laptop GPUs have topped the hardware charts, indicating a shift towards mobile-optimized PC
gaming experiences.
* The cumulative game library continues to expand, driven by both major AAA releases and an indie

gold rush.

Competition and Platform Economics

Valve's cut is 30% up to $10M, 25% to $50M, and 20% beyond. Steam Direct
has a separate $100 fee per app.

* The platform's dominance is reinforced by its extensive catalog and robust discovery tools, making
it the undisputed center of PC gaming.
* Analysts note that Steam's revenue growth outpaces many other digital distribution platforms

globally.

Future Outlook

Looking ahead to 2026 and beyond, Steam continues to show resilience and growth despite market
saturation.

* The platform is expected to maintain its lead in the PC digital distribution market as competition
from other stores remains limited.
* Continued expansion in the Asia-Pacific region and the integration of new features like Steam Deck

support will likely drive further user acquisition.
Graphs
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Source: Alinea Analytics, 2025
Source: Gamesensor, SteamDB, 2025-2026

Valve

The parent company and developer of Steam, responsible for the platform's operation, game
releases, and financial disclosures.

Sources identifying it: 1

SteamDB

An independent platform providing verified statistics on Steam user base, player counts, game
catalogs, and release history.

Sources identifying it: 2

Epic Games Store

A competing PC digital distribution platform that trails significantly behind Steam in the US market.
Sources identifying it: 2

Fungies

A Merchant of Record service handling tax-compliant payments, VAT, and sales tax for digital goods
including games.

Sources identifying it: 1

Gamesensor

A data analytics provider offering statistics and market reports on the PC gaming market, including
Steam data.

Sources identifying it: 1

Axis Intelligence

A market intelligence company providing Steam statistics and platform analysis.

Sources identifying it: 2

Levvvel

A provider of PC gaming statistics and market data analysis.

Sources identifying it: 2

Voxbooster

A source of blog posts and statistics regarding Steam performance and trends.

Sources identifying it: 2

ShaneTheGamer

A content creator and researcher providing verified Steam statistics, release summaries, and market
analysis.

Sources identifying it: 2

Demandsage

A company that curates data-driven solutions, reviews, and detailed guides for business growth in the
gaming sector.

Sources identifying it: 2

CoopBoardGames

A website providing reviews, news, and rankings for cooperative board and card games.

Sources identifying it: 2

Icon Era

A source providing statistics and data related to Steam.
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Sources identifying it: 2

Beancount

A resource providing guides on Steam revenue share and indie game developer bookkeeping.
Sources identifying it: 1

Egmatic

A source providing walkthroughs and information about Steam Direct and publishing processes.
Sources identifying it: 1

Steam Page Analyzer

A blog or resource explaining Steam Direct fees and related economics.

Sources identifying it: 1

Sensortower

A platform providing virtual geolocation and sensor data, mentioned in the context of Steam location
data.

Sources identifying it: 1

SteamDB (Price History)

A tool for tracking historical price changes of games on Steam.

Sources identifying it: 1

Auradorppers Blog

A blog discussing indie game trends and the 'indie gold rush' in the Steam market.

Sources identifying it: 1

NextBigGames

A company providing trend insights, market research, and ideation services for game studios,
including Steam pricing strategies.

Sources identifying it: 1

Tech Insider

A source reporting on Steam revenue records and market performance in H1 2026.

Sources identifying it: 1

Spawnpoint

A source providing information on Valve and Steam data for 2026.

Sources identifying it: 1

SQ Magazine

A publication covering Steam statistics and general gaming news.

Sources identifying it: 1

Steam

The global market for PC/computer video games distributed, sold, played, and discovered through
Steam, holding 74-75% of the PC digital distribution market globally and 75% of the US market.
Sources identifying it: 1

Counter-Strike 2

The most-played game on Steam, averaging around 854,000 concurrent players in July 2026, with a
franchise best of 1,862,531 concurrent players during the BLAST Austin Major in April 2025.
Sources identifying it: 1

PUBG: Battlegrounds

Holds the individual-game concurrent player record at 3,257,248 concurrent players, set in January
2018, a mark no game has since beaten.

Sources identifying it: 1
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Black Myth: Wukong

A game that came closest to matching PUBG's raw concurrency with 2.4 million concurrent players at
its August 2024 launch.

Sources identifying it: 1

Genzopia

A library of 40 indie and arcade WebGL games that run straight in the browser without installs or
accounts, including titles like Geo Dash Runner 256 and Flying Modi.

Sources identifying it: 1

Fungies

A Merchant of Record service providing tax-compliant payments, VAT, and sales tax handling for
digital products like games and Saa$, featuring a store builder and checkout elements.

Sources identifying it: 1

SteamDB

A database and reference page compiling verified Steam stats on user base, player count, game
catalogue, revenue, and hardware base, tracking over 130,000 games ever released.

Sources identifying it: 1

Nextbiggames

A platform offering market research, trend insights, and ideation services for game studios, providing
game trends and market radar analysis.

Sources identifying it: 1

Epic Games Store

A competitor to Steam in the PC digital market, trailing significantly behind Steam with 8-10% market
share in the US.

Sources identifying it: 1

PlayStation Network

Sony's platform for video games, which Steam's estimated monthly active users (roughly 198 million)
surpass in the context of the provided text.

Sources identifying it: 1

Windows 11

An operating system that has crossed 70% of the market share for PC gaming hardware context.
Sources identifying it: 1

Steam Direct

A publishing service mentioned in guides regarding fee structures and publishing walkthroughs for
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game developers.
Sources identifying it: 1

Based on the provided search results, here is an analysis of the Steam PC games market for
2025-2026, focusing on market size, revenue, user demographics, and platform economics.
Market Size and Revenue

The Steam PC market has demonstrated explosive growth in 2025, driven by a surge in consumer
spending and the dominance of the platform in the US and Asia-Pacific regions.

» Total Revenue (2025): Estimated at approximately $16.2 billion.

* Source: Alinea Analytics (via ShaneTheGamer, Gamesensor).

* Year-over-Year Growth: A 50% increase compared to 2024.

* Calculation: $16.2B (2025) vs. ~$10.8B (2024).

* 2024 Context: Revenue was approximately $10.8 billion.

* Growth to 2024: This represented a 24% increase from 2023's $8.7 billion.

* Q4 Performance: December 2025 alone generated over $1.6 billion, the highest monthly figure

on record, suggesting the full-year 2025 revenue may reach closer to $17.8 billion.

* Source: Alinea Analytics (via ShaneTheGamer).

e Platform Share: Steam holds an estimated 74-75% of the global PC digital distribution market
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and 75% of the US market.

* Comparison: The Epic Games Store trails significantly behind, holding roughly 8-10% in the US.

* Source: ShaneTheGamer, Axis Intelligence.
Source: Alinea Analytics, ShaneTheGamer, Gamesensor

User Base and Demographics

A third-party estimate places Steam at about 198 million monthly active users in late 2025;
the cited sources do not establish a comparable early-pandemic baseline.

* Peak Concurrent Players: The platform reached an all-time high of 42,042,778 concurrent
users on January 11, 2026, driven by the Winter Sale.

* Source: Gamesensor, ShaneTheGamer.

* Geographic Shift: The Asia-Pacific region is now the largest market, accounting for ~42% of the
total user base.

* Language Shift: Simplified Chinese has overtaken English as the most-used language for active
users.

» US Share: The United States remains a key market with ~13.7 million users.

* Source: Gamesensor, ShaneTheGamer.

* Hardware: Windows 11 has crossed a 70% market share, and laptop GPUs are topping the
hardware chart.

e Source: ShaneTheGamer.

Source: Gamesensor, ShaneTheGamer

(Note: Exact figures for NA/EU are estimated to sum to 100% based on the 42% APAC figure provided
in the text.)

Developer Economics and Trends

The market has seen a record volume of game releases and a shift toward high-concurrency titles.

* Release Volume: 2025 set a new record with approximately 20,282 titles released on Steam.
* High Performers: Roughly 5,863 of these titles earned over $100,000 in revenue.

* Source: SteamDB.

* Top Performer: Counter-Strike 2 remains the most-played game on the platform, averaging

854,000 concurrent players (as of July 2026).

* Historical Context: While PUBG: Battlegrounds held the record for individual-game concurrency
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(3.2M in 2018), Black Myth: Wukong (2.4M) and Counter-Strike 2 (Franchise best: 1.86M) are the
dominant live titles in the 2020s.

* Source: SteamDB, ShaneTheGamer.
Revenue share: Valve's cut is 30% up to $10M, 25% to $50M, and 20% beyond.

Steam Direct has a separate $100 fee per app.

e Source: Partner FAQ, Immutable Guides.
e Inflation and Pricing: There is a noted trend of games pricing higher, with some indie games

reaching $69.99, suggesting a shift in consumer price tolerance or publisher strategy.

* Source: NextBigGames.

Summary of Evidence

* Revenue: Strong historical data available (2023-2025) from third-party analysts (Alinea Analytics).
» User Count: Consistent estimates from multiple sources (Gamesensor, ShaneTheGamer)

regarding the 198M user base and 42M peak concurrents.

e Market Share: Clear dominance figures (75% in US, 42% APAC) provided by industry trackers.
» Forecasts: The $17.8B FY2025 figure is an analyst estimate based on Q4 performance, not a

confirmed official number from Valve.
Insufficient Evidence:

» Specific revenue breakdowns by individual game publisher (e.g., specific profits for Valve vs.

specific publishers) are not available; only platform totals are disclosed.

» Exact revenue figures for the Epic Games Store by region are not provided, only that it trails Steam

significantly.

Epic Games Store

A major PC game distribution platform that competes directly with Steam for market share,
particularly noted for having a significantly smaller user base and market penetration compared to
Steam in the US and globally.

Sources identifying it: 2

Valve

The parent company of Steam, responsible for the platform's operations, revenue generation, and the
release of major titles like Counter-Strike 2, which dominates the most-played games list on the
platform.

Sources identifying it: 4

ShaneTheGamer

An independent analyst and content creator who provides verified Steam statistics, market trends,
and data-driven reports on user base, player counts, and revenue for the PC gaming market.
Sources identifying it: 2

SteamDB

An independent data aggregation service that tracks Steam's game library, release history,
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concurrent player counts, and revenue data, serving as a primary source for market analysis.
Sources identifying it: 3

Gamesensor

A market intelligence firm that publishes detailed statistics and analysis reports on the PC gaming
market, specifically focusing on Steam's performance, user demographics, and financial metrics.
Sources identifying it: 1

Axis Intelligence

A research and analytics provider that offers comprehensive Steam statistics, including user growth
trends, regional data, and platform-specific market insights.

Sources identifying it: 2

Levvvel

A statistics and data platform that provides insights into the PC gaming market, offering tools and
reports on game sales, player activity, and platform trends.

Sources identifying it: 3

VoxBooster

A blog and analytics source that publishes blog posts and detailed reports on Steam statistics,
covering user demographics, revenue trends, and platform updates.

Sources identifying it: 2

Shattered.io

A source providing real-time and historical data on Steam revenue records, specifically highlighting
financial milestones and record-breaking periods for the platform.

Sources identifying it: 1

Demandsage

A business intelligence platform that offers data-driven solutions and market trend analysis, including
specific statistics on game players and platform usage to help businesses make informed decisions.
Sources identifying it: 2

Nextbiggames

A game development and publishing company that provides market research, trend insights, and
ideation services for game studios, including analyses on pricing strategies and hybrid-casual game
trends.

Sources identifying it: 1

Fungies

A payment processing service acting as a Merchant of Record for digital goods, offering tax-compliant
payment solutions for indie developers and publishers on platforms like Steam.

Sources identifying it: 1

Tech Insider

A media outlet that publishes articles and reports on Steam's financial performance, including records
of revenue growth and market dominance in the H1 2026 period.

Sources identifying it: 1

Spawnpoint

A source providing insights into Valve's Steam platform performance and statistics for the year 2026,
focusing on market position and user engagement.

Sources identifying it: 1

Icon-Era

A statistics and analytics platform that tracks and reports on Steam's market performance, including
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user base growth and regional distribution data.

Sources identifying it: 2

Based on the provided text regarding the Steam PC gaming market in 2025-2026, here is an analysis
of the partners found, their descriptions, and their utility for the company sumIAC.

Partners Found and Analysis

The text references several key types of entities and specific platforms that act as partners or data
sources within the Steam ecosystem. For sumIAC (assuming a role in game analytics, market
intelligence, or platform optimization), the following partners are highly relevant:

1. SteamDB (The Core Data Source)

* Description: An independent, non-profit project that aggregates raw data directly from Steam's

public API. It tracks game release dates, sales numbers, concurrent player counts, price changes,
and hardware requirements. The text notes it has tracked over 130,000 games and released
summaries of ~20,000 titles in 2025.

e Utility for sumIAC:
* Verification: Provides the "ground truth" for all revenue and player claims. If sumIAC is an

analytics tool, it can cross-reference its own data against SteamDB to ensure accuracy.

* Trend Analysis: The text highlights SteamDB's role in tracking the massive 50% revenue increase

and the shift from 7k to 20k annual releases. sumIAC can use this dataset to build accurate
historical models for market forecasting.

* Hardware Correlation: Since SteamDB tracks hardware (e.g., Windows 11 crossing 70% share),

sumIAC can analyze how hardware adoption correlates with game performance metrics.
2. Fungies (Merchant of Record & Payment Partner)

» Description: A service acting as a "Merchant of Record" that handles tax compliance (VAT/Sales

tax), payments, and reporting for digital goods. The text mentions it is used by indie developers to
sell keys and subscriptions without complex tax registration. It tracks metrics like "Net Revenue"
and "New Subscriptions."

 Utility for sumIAC:
* Financial Compliance: If sumIAC handles transactions or advises developers, integrating Fungies'

logic ensures tax compliance across the 42% of users in the Asia-Pacific region (who may have
complex VAT requirements).

* Revenue Visibility: The text shows Fungies provides detailed breakdowns of "Paid Transactions"

vs. "Net Revenue." sumIAC could use similar metrics to help clients understand their true
profitability after platform fees (Steam typically takes 30%).

* Subscription Management: With the rise of "Renewals Revenue" mentioned in the text, Fungies'

infrastructure is crucial for managing recurring revenue models for game content passes.
3. Aline Analytics (Market Research & Estimation Partner)
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» Description: A third-party firm that places estimates on Steam's undisclosed platform revenue.

The text cites them placing Steam's 2025 revenue at ~$16.2 billion (a 50% increase). They
specialize in translating raw user data into economic value.

e Utility for sumIAC:
* Valuation Modeling: Since Valve does not disclose exact revenue, Aline Analytics provides the

necessary "third-party estimates" for investors and stakeholders. sumIAC can leverage these
methodologies to validate the financial health of games on the platform.

* Benchmarking: The text uses Aline's data to highlight the "December 2025" record of $1.6 billion.

sumIAC can use these benchmarks to set realistic revenue targets for client games.
4. NextBigGames (Trend & ldeation Partner)

» Description: A service focused on unlocking "tomorrow's hits" through trend insights, market

research, and ideation. The text references their analysis of hybrid-casual trends and pricing
strategies (e.g., moving from $0 to $69.99).

e Utility for sumIAC:
* Pricing Strategy: The text explicitly mentions NextBigGames' article on "Steam Pricing Strategy

2025." sumIAC can utilize these insights to advise developers on optimal price points, especially
given the shift in the "all-time concurrent player record" which might indicate a shift in audience
willingness to pay.

* Market Gap Analysis: By studying their "Hybrid-Casual" and "Puzzle" trends, sumIAC can identify

underserved genres where new releases (like the 20,000 titles released in 2025) might succeed.
5. Demandsage (Data-to-Insight Partner)

* Description: A company that curates well-researched statistics and reviews to help businesses
make informed decisions. They specialize in turning raw data into actionable growth strategies.

e Utility for sumIAC:

* Decision Support: If sumIAC provides reports to developers, Demandsage's methodology of
"turning data into insights" ensures the reports are not just raw numbers but strategic advice.

* Regional Focus: Given the text notes that Simplified Chinese has overtaken English as the

primary language in the Steam user base, Demandsage's data can help sumIAC tailor content and
marketing strategies for the APAC region, which now accounts for ~42% of the user base.
6. Steam (The Platform Partner)

» Description: The dominant PC distribution platform, holding 74-75% of the global PC digital

market. It manages the ecosystem of 130,000+ games, handles the 30% revenue share, and
drives the discovery engine.

* Utility for sumIAC:

* Ecosystem Integration: Understanding Steam's "Steam Direct" fee structure and its role as the
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"center of PC gaming" is fundamental. sumIAC must align with Steam's guidelines to ensure its
clients' games are discoverable and compliant.

» Competitive Landscape: Steam's dominance over the Epic Games Store (which trails

significantly) means sumIAC's strategies must focus on maximizing visibility within Steam's
massive 198-million user base.
Strategic Summary for sumIAC

To leverage these partners effectively, sumIAC should

1. Anchor its data pipeline in SteamDB to ensure every metric is verifiable against the 130,000+
game database.

2. Adopt Fungies' financial compliance model to assist clients in navigating the complex tax
landscape of the 42% APAC user base.

3. Utilize Aline Analytics' estimation methods to create high-confidence revenue forecasts for
stakeholders.

4. Incorporate NextBigGames' pricing insights to optimize the $0-$70 price spectrum,
capitalizing on the platform's record-breaking release volume of 2025.

5. Shift regional strategies based on Demandsage's data indicating the dominance of Simplified
Chinese users, moving away from an English-centric approach.

Steam PC Gaming Market Analysis (2025-2026)

Executive Summary

Steam remains the undisputed dominant platform for PC gaming, capturing the majority of the global
PC digital distribution market. In 2025, the platform reported a significant revenue surge, estimated
at $16.2 billion, representing a 50% increase from 2024 figures. The user base has expanded
substantially, with monthly active users reaching approximately 198 million, surpassing Sony's
PlayStation Network. The geographic center of gravity has shifted eastward, with the Asia-Pacific
region now accounting for roughly 42% of the user base, and Simplified Chinese having overtaken
English as the primary language for active users in certain regions.

1. Market Size and Revenue

Revenue Growth and Projections

The PC gaming market, driven heavily by Steam, has shown explosive growth in 2025.
* 2025 Revenue: Estimated at $16.2 billion.
* 2024 Revenue: Approximately $10.8 billion (a 50% increase over the prior year).
* 2023 Revenue: Approximately $8.7 billion (up ~24% from 2022).

* H2 2025 Performance: Analysts estimate the full year for Fiscal Year 2025 could approach $17.8
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billion, driven by strong December sales.

Evidence Status: Revenue figures are third-party estimates (e.g., Alinea Analytics, SteamDB) as
Valve does not disclose exact platform-wide revenue in real-time.

Market Share

Steam holds a commanding lead over competitors

* Global Market Share: 74-75% of the PC digital distribution market.
* US Market Share: ~75%, significantly trailing only by a few percentage points to the Epic Games
Store (8-10% in the US).

2. User Base and Demographics

Active Users and Concurrency

* Monthly Active Users (MAU): Approximately 198 million (as of H2 2025).

* Peak Concurrent Players: A record of 42,042,778 was set on January 11, 2026, coinciding with
post-holiday traffic and the Winter Sale.

* Daily Active User Ratio: Approximately 52%.

» Catalog Size: Over 130,000 games have been released on the platform as of mid-2026.
Geographic Shifts

The market has shifted decisively toward Asia-Pacific
* Region: Asia-Pacific now accounts for ~42% of the total user base.
* Language: Simplified Chinese has overtaken English as the most-used language in the region.

Largest single-country estimate: U.S., 13.7M users; APAC is the largest region.

Top Games by Concurrency

* Most Played: Counter-Strike 2 is the most-played game, averaging around 854,000 concurrent
players in July 2026.

* All-Time Record: PUBG: Battlegrounds holds the single-game record with 3,257,248 concurrent
players (set in Jan 2018).

* Franchise Best: Counter-Strike 2 franchise best is 1,862,531 (set during the BLAST Austin Major
in April 2025).
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3. Platform Economics and Pricing

Release Volume
The number of new titles launched on Steam has reached an all-time high:
* 2025 Releases: Approximately 20,282 games were launched.
* High-Earning Titles: Roughly 5,863 of these titles earned over $100,000 in 2025.
* Trend: The release rate has hovered around 20,000 titles annually for the last three years

(2023-2025).
Pricing Trends

» Standard Pricing: The typical price point for new AAA and high-end indie titles has increased,

with many games launching in the $69.99 range (a notable shift from the historical $59.99
standard).

* Discounts: Steam Sales remain a primary driver of revenue, with December consistently being the

highest-grossing month on record (>$1.6 billion in Dec 2025 alone).
Revenue Share (Developer/Publisher)

Valve's cut is 30% up to $10M, 25% to $50M, and 20% beyond.

Steam Direct costs $100 per app, recoupable after $1,000 in
Adjusted Gross Revenue.

* Merchant of Record: Newer payment processors (e.g., Fungies) are emerging to handle VAT and

sales tax compliance, potentially altering the net revenue flow for developers in complex
jurisdictions.

4. Competition

» Epic Games Store: The primary competitor, holding roughly 8-10% of the US market share. It
trails Steam significantly in both market share and total user base.

* GOG.com: Niche competitor focusing on DRM-free games.

* Launchpad: A smaller platform focusing on mid-tier titles.

e Competitive Edge: Steam's ecosystem (Steam Deck, community features, deep discounting, and

discovery tools) creates a high barrier to entry for competitors.
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5. Evidenced Weaknesses and Risks

Based on the provided sources, the following weaknesses and risks are identified, though many are

inferred from industry context or require further specific data to confirm:

Weakness / Risk

Description

Evidence Status

Revenue Data Opacity

Valve does not disclose exact
real-time revenue figures; all
"revenue" stats are third-party
estimates. This creates
uncertainty for investors and
analysts.

Confirmed: Multiple sources
explicitly state figures are
"third-party estimates."

Market Saturation

The sheer volume of releases
(~20k/year) may lead to
"shelf-life" issues where new
games struggle to compete with
established hits like CS2.
Inferred: High volume vs. top
1% revenue concentration.
Platform Dependency

Heavy reliance on the Steam
Store and Steam Deck
ecosystem; any disruption to
Valve's infrastructure could
impact the entire market.
Inferred: Steam is described as
the "undisputed center."
Regional Shifts

The shift of the user base to
Asia-Pacific introduces currency
fluctuation risks and complex
localization/tax requirements
for global publishers.
Evidenced: 42% of users in
APAC; Chinese language
overtaking English.

Price Elasticity

The trend toward higher launch
prices ($69.99+) may alienate
price-sensitive demographics or
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reduce volume sales during
off-sale periods.

Inferred: Shift noted from
$59.99 to $69.99 in 2025.
Weakness / Risk

Description

Evidence Status

Competitor Response

Epic Games Store is growing; if
Epic increases exclusives or
improves its discovery engine,
Steam's ~75% US share could
erode.

Evidenced: Epic holds 8-10%
US share; trailing significantly.

6. Trends and Future Outlook

1. Asian Dominance: The continued growth of the APAC region suggests that future revenue growth
will be heavily correlated with the success of games localized for Chinese and Southeast Asian
markets.

2. High-Volume Releases: The trend of releasing ~20,000 games annually is set to continue,
increasing competition for visibility and discovery.

3. Hardware Integration: The rise of the Steam Deck (implied by the "laptop GPU" market share
mention and Steam's hardware focus) suggests a growing convergence between PC and handheld
gaming ecosystems.

4. Tax Compliance: The emergence of "Merchant of Record" services (e.g., Fungies) indicates a
growing need for automated tax handling as the market expands globally.

GRAPHS

Chart 1: Steam Revenue Growth (2023-2025)

Shows the estimated revenue trajectory based on third-party analyst data.
Source: Alinea Analytics / SteamDB estimates

Chart 2: Steam User Base Distribution by Region

Highlights the geographic shift with Asia-Pacific leading.
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Source: SteamDB / Market Analysis

Chart 3: New Game Releases per Year

Illustrates the consistent high volume of releases over the last 5 years.

Source: SteamDB Release Summary

Based on the provided search results, here is a comprehensive analysis of the Steam PC gaming
market, focusing on buyers, developers, economics, and trends for 2025-2026.

Market Overview & Strengths

1. Dominant Market Position

Steam remains the undisputed leader in PC digital distribution.

* Market Share: The platform holds approximately 74-75% of the global PC digital market and

75% of the US market. The nearest competitor, the Epic Games Store, trails significantly at 8-10%
in the US.

e User Base: Steam boasts roughly 198 million monthly active users (MAU), surpassing Sony's

PlayStation Network. By mid-2026, estimates suggest the audience may approach 200 million.

* Geographic Shift: The center of gravity has shifted east. Asia-Pacific is now the largest region

for Steam users, accounting for about 42% of the total base. This has led to Simplified Chinese
briefly overtaking English as the most-used language in the region.
2. Record Concurrency and Engagement

* Peak Concurrency: On January 11, 2026, Steam set a new all-time peak concurrent player record

of 42,042,778, driven by post-holiday traffic and the Winter Sale.

* Top Game: Counter-Strike 2 is the most-played game on the platform, averaging around 854,000

concurrent players in July 2026. While PUBG: Battlegrounds holds the record for a single title
(3.25 million in 2018), CS2 represents the current sustained live-service standard.
3. Revenue Growth and Hardware Trends

* Revenue Surge: Steam's revenue is pegged at approximately $16.2 billion for 2025,

representing a 50% increase over 2024 ($10.8 billion). December 2025 alone generated over
$1.6 billion, the highest on record.

* Release Velocity: 2025 set a fresh annual release record with approximately 20,000 titles

launched.

* Hardware: Windows 11 has crossed 70% of the market share, and laptop GPUs are topping the

hardware adoption charts.

Platform Economics & Developer Incentives

1. Revenue Share

Steam operates as a Merchant of Record, handling payments, VAT, and sales tax.
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Valve's cut is 30% up to $10M, 25% to $50M, and 20% beyond.
Steam Direct requires a separate $100 fee per app; it is recoupable once that app

reaches $1,000 in Adjusted Gross Revenue.

» Alternative Models: Services like Fungies (a Merchant of Record) facilitate tax-compliant

payments for digital goods, though the standard Steam share remains the industry benchmark.
2. Price Trends

* Price Hikes: In late 2025, average prices for games on Steam increased from roughly $0 to

$69.99 (likely referring to a shift in premium pricing strategies or specific high-value titles).

* Discounting: The platform relies heavily on sales. The Winter Sale (January 2026) was a primary

driver of the record-breaking concurrent player peak.
Competition and Market Dynamics

* Primary Competitor: Epic Games Store. While holding a smaller share (8-10% in the US), it

remains a significant force.

* Emerging Threats: While not explicitly detailed in the revenue charts, the rise of browser-based

gaming (e.g., Genzopia with 40 indie/arcade WebGL games) and the potential for new storefronts
(like the rumored Switch 2 ecosystem or Al-integrated discovery tools) are factors to monitor.

* Market Saturation: The high volume of releases (20k in 2025) suggests a crowded market where

discovery is as important as quality.
Evidence Labeling & Missing Data
Claim

Evidence Type

Missing Evidence / Limitations
Steam Revenue: $16.2B
(2025)

Analyst Estimate (Alinea
Analytics)

Valve does not disclose official
revenue figures. These are
third-party estimates based on
industry models.

Concurrent Users: 42M (Jan
2026)

Verified Record

The peak was specific to the
Winter Sale; daily averages are
lower (~854k for top game).
Market Share: 75% (US)
Third-Party Report (Axis
Intelligence)

Exact real-time share

31 October 2026 Page 49

Cube Market may contain errors. Although Neurvance double-checks its work, errors can still occur. Always independently verify important information.



Made by Neurvance.com
CUBE MARKET

fluctuates; this is a snapshot
estimate.

User Base: 198M MAU
Estimate

Derived from cumulative
counters and analyst
projections; exact "monthly
active" definition varies by
source.

Release Count: 20k (2025)
SteamDB Data

SteamDB counts all releases;
does not distinguish between
major titles, demos, or very
low-budget micro-transactions.
Language Shift (Chinese >
English)

Regional Trend

"Briefly overtaken" suggests
volatility; English remains
dominant globally.
Visualizations

1. Steam Revenue Growth (2023-2025)
Shows the dramatic 50% year-over-year growth leading to the 2025 peak.

Source: Gamesensor/Axis Intelligence estimates

2. Monthly Active Users Trend
Shows a third-party estimate near 200M MAU; no comparable historical series is supplied.

Source: SteamDB/Analyst Estimates

3. Regional User Distribution (2026)
Highlights the shift of the user base to Asia-Pacific.

Summary for Stakeholders
* For Buyers/Players: The platform offers an unparalleled library (130,000+ games) with deep

discounts (up to 90%) during sales events like the Winter Sale. The shift to Windows 11 and
advanced hardware ensures high compatibility.

» For Developers/Publishers: Steam offers the largest potential audience but requires strict

adherence to Steam Direct's $100 fee per app (recoupable after $1,000 in adjusted gross
revenue). Valve's cut is 30% up to $10M, 25% to $50M, and 20% beyond $50M.
The market is competitive, so marketing and discovery are critical.
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* For Investors: The market shows robust growth (50% revenue increase in 2025) and a shifting

demographic center to Asia, indicating long-term scalability. However, reliance on third-party
revenue estimates and high churn during non-sale periods are risks to consider.

Valve Corporation

Country: US

Epic Games

Country: US

Introduction

This report analyzes Valve's Steam platform against its primary competitors, focusing on market
dominance, user demographics, revenue performance, and platform economics. The analysis covers
the shift in user geography to Asia-Pacific, the impact of the Winter Sale on revenue records, and the
comparative strength of the Epic Games Store and other digital storefronts.

Key Findings

» Steam generated approximately $16.2 billion in revenue in 2025, representing a 50% increase
from the previous year and maintaining a 74-75% global market share.

* The platform reached a peak concurrent user record of over 42 million on January 11, 2026, with

the user base estimated at 198 million monthly active users, surpassing Sony's PlayStation
Network.

* Asia-Pacific has become the largest regional market for Steam users (42%), with Simplified Chinese

overtaking English as the primary language, contrasting with the US-centric dominance seen in
earlier years.

* The Epic Games Store trails significantly behind Steam in the US digital PC market, holding roughly

8-10% share compared to Steam's 75%, despite offering aggressive discounts.

Revenue and Market Position

Steam remains the undisputed leader in PC digital distribution, capturing the vast majority of revenue
and user attention. Analysts estimate the platform's 2025 revenue at $16.2 billion, a figure that
includes a significant surge driven by holiday sales cycles.

* Revenue in 2025 is pegged at approximately $16.2 billion, representing a 50% increase over 2024.
* Steam holds 74-75% of the PC digital distribution market globally and 75% of the US market.

* December 2025 alone brought in more than $1.6 billion, the highest single-month figure on record.
* Valve's revenue growth outpaces competitors, driven by the massive scale of their user base and

the frequency of sales events.
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User Demographics and Geography

The geographic center of gravity for Steam users has shifted dramatically eastward, altering the
traditional North American focus of the platform. This shift presents both challenges and opportunities
for developers and publishers targeting specific regions.

- The U.S. is a country; APAC is a region, so these figures do not rank users.

Do not compare a country count directly with a regional share.

* The platform's monthly audience is estimated at around 200 million, with a daily active user ratio

of about 52%.

Competitive Landscape

While Steam dominates, competitors like the Epic Games Store have made significant inroads by
offering exclusive content and aggressive discounting. However, Steam's ecosystem of social
features, community hubs, and discovery tools creates a high barrier to entry for rival storefronts.

* The Epic Games Store trails significantly behind Steam, with estimates placing its US share at
8-10%.

» SteamDB tracks over 130,000 games ever released, with roughly 20,000 titles launched in 2025
alone.

* The Winter Sale consistently drives peak traffic, setting records such as the 42 million concurrent
user peak on January 11, 2026.

e Competitors struggle to replicate Steam's integrated community features and discovery

algorithms.

Platform Economics and Pricing

Steam's pricing strategy relies heavily on frequent sales cycles, particularly during major events like
the Winter Sale and Summer Sale. This strategy drives high conversion rates and maximizes average
revenue per user during peak periods.

The standard split sends 70% of net revenue to developers and retains 30% for Valve;
higher Steam revenue tiers raise developer shares to 75% and 80%.

* Discounts are a primary driver of revenue, with the Winter Sale often accounting for a
disproportionate share of annual earnings.

* Steam's inventory management allows for rapid turnover of titles, contributing to the high volume

of sales in peak months.
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* While competitors offer similar discount structures, Steam's sheer volume of titles (20,000+ new

releases in 2025) provides more options for price-sensitive consumers.

Hardware and Software Trends

The hardware landscape surrounding Steam usage continues to evolve, with Windows 11 becoming
the dominant operating system and laptop GPUs leading the market share charts. These trends
influence the types of games that perform well on the platform.

* Windows 11 has crossed 70% of the market share for PC gaming hardware.
* Laptop GPU components top the hardware chart for Steam users, reflecting a shift toward portable
gaming.

- Player activity is covered in the key findings.

* The hardware trend toward portable solutions aligns with the growing mobile-friendly nature of

many Steam titles.

Future Outlook

Looking ahead, Steam's continued dominance is supported by its massive user base, diverse game
catalog, and ability to adapt to changing global demographics. However, the platform faces the
challenge of retaining users in the face of new competitors and evolving consumer habits.

The cited 24.8M April 2020 figure is not defined on a basis comparable with MAU;
it is not used here as evidence of a continuous user-growth series.

e SteamDB's cumulative counter passed 130,000 games ever released by mid-2026.

* Analysts predict that Steam will maintain its lead due to its established network effects and
community features.

* The platform's ability to release over 20,000 new titles annually ensures it remains a primary

destination for gamers seeking new experiences.
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Competitor analysis for Steam

Introduction

This report analyzes the competitive landscape of the PC gaming market on Steam, focusing on
platforms that capture significant market share, alternative distribution models, and emerging tools
that impact developer economics. While Steam remains the undisputed leader, the competitive threat
comes primarily from direct rivals like the Epic Games Store and indirect challenges from
browser-based platforms and mobile-first ecosystems. The analysis covers platform economics, user
acquisition strategies, and revenue models to provide actionable insights for businesses entering or
expanding within the Steam ecosystem.

Key Findings

» Steam holds a dominant 74-75% global share of PC digital distribution, with 198 million monthly
active users surpassing Sony's PlayStation Network in 2025.

* The Epic Games Store trails significantly, capturing only 8-10% of the US market, yet it remains a

primary competitor through its "free-to-own" game giveaway strategy which drives user
acquisition.

* Browser-based platforms like Genzopia offer a zero-friction entry point for casual gamers,
challenging Steam's traditional installation model by providing 40+ games directly in the browser.

e Revenue growth for Steam in 2025 reached approximately $16.2 billion, a 50% increase over 2024,
indicating a strong defensive position against competitors despite economic headwinds.

* The geographic center of gravity has shifted East, with Asia-Pacific accounting for 42% of Steam

users, forcing competitors to adapt localization and regional payment strategies.
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Source: Alinea Analytics 2025; Axis Intelligence 2025
Source: Axis Intelligence 2025

Source: SteamDB July 2026

Platform Rivals and Market Share

Epic Games Store

The Epic Games Store serves as the primary direct competitor to Steam, leveraging a distinct value
proposition centered on aggressive acquisition strategies. Unlike Steam, which relies on a
high-margin digital distribution model, Epic employs a "free-to-own" strategy where games are given
away at no cost to players, funded by the platform's own revenue share from third-party sales. This
approach has allowed Epic to bypass traditional marketing costs and capture users who might
otherwise be price-sensitive.

Epic currently holds an estimated 8-10% share of the US PC digital market, significantly trailing
Steam's 75% dominance. However, this gap represents a substantial opportunity for businesses to
pivot or diversify. The platform's focus on AAA titles and its partnership with major publishers like Epic
Games and Warner Bros. Interactive Entertainment gives it a different content mix than Steam, which
is heavily weighted toward indie and mid-tier titles. For developers, Epic offers a 12% revenue share
compared to Steam's 30%, though it lacks the vast library and community features that Steam
provides.

GOG.com

GOG (Good Old Games) operates on a "no DRM" (Digital Rights Management) philosophy, positioning
itself as a competitor to Steam by offering a safe, permanent purchase model. While GOG does not
compete directly for the massive concurrent player base of AAA titles, it targets a niche demographic
of users who value game ownership over online multiplayer access. The platform focuses on restoring
classic titles and offering modern remasters without online tracking or anti-cheat software.

GOG's market position is characterized by high margins and a loyal, though smaller, user base. It
competes indirectly by capturing users who are frustrated with Steam's aggressive anti-cheat
measures or who prefer a library they can take offline. For businesses, the lesson from GOG is the
power of a value-based differentiation strategy; by removing friction and security concerns, GOG
retains a segment of the market that Steam cannot easily reach.

Itch.io

Itch.io represents a different tier of competition, focusing on the indie and experimental game
market. While it has grown rapidly as a discovery platform for developers, it does not currently
challenge Steam's position in the mainstream market. Its strength lies in its ability to host games that
are too small or niche for Steam's curation process, effectively filling the gap for micro-transactions
and early access projects.

For developers, ltch.io offers a lower barrier to entry and a direct connection with the community
without the overhead of Steam's distribution fees. However, for large-scale commercial games, ltch.io
lacks the marketing reach and social integration of Steam, making it a complementary rather than
competitive threat in the high-revenue segments.
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Browser-Based and Alternative Platforms

Genzopia

Genzopia presents a novel competitive threat by offering a library of 40 indie and arcade games that
run directly in the browser, requiring no installation or account creation. This model targets the Gen Z
demographic and casual gamers who may find the friction of downloading and installing large PC
games a barrier to entry. By removing the technical hurdles associated with traditional PC gaming,
Genzopia captures users who might otherwise remain on the PC platform but do not engage with the
Steam ecosystem.

The platform's success highlights the growing trend of "web-first" gaming, where accessibility trumps
fidelity. For businesses, this indicates a need to consider lightweight, browser-based delivery options
or partnerships with similar platforms to capture the casual market segment that Steam is beginning
to lose to mobile and web alternatives.

Developer Economics and Revenue Models

Revenue Share and Pricing Strategies

Valve's standard 30% cut has been a point of contention for many creators; rates

fall to 25% and 20% above revenue thresholds. Competitors like Epic offer a 12% share,

attracting developers dissatisfied with Steam's terms. This divergence drives competition

for users and developers. Businesses must weigh Steam's larger audience and marketing

tools against the higher revenue retention offered by alternatives.

Pricing trends on Steam have also evolved, with some titles seeing prices rise to $69.99, reflecting
inflation and the platform's ability to sustain premium pricing. However, the introduction of Steam
Direct and its separate $100-per-app fee has lowered the barrier for indie developers, increasing the
volume of content available. Competitors must adapt by offering similar tools for creators to retain
the talent pool that fuels the platform's growth.

Regional Market Dynamics

Asia-Pacific Dominance

The shift in the geographic center of gravity, with Asia-Pacific now accounting for 42% of Steam's user
base, is a critical trend for competitive analysis. Simplified Chinese has overtaken English as the
primary language for active users, indicating a need for localized content and marketing strategies.
Competitors must adapt their localization efforts to cater to this massive regional demand, as the
global market is no longer solely driven by North American or European audiences.

This regional shift also impacts hardware and software preferences, with Windows 11 holding over
70% market share and laptop GPUs becoming the top hardware driver. Competitors must ensure their
platforms are optimized for these specific regional preferences to maintain relevance in the
fastest-growing market segment.
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Conclusion

While Steam remains the dominant force in the PC gaming market with a 75% global share and $16.2
billion in 2025 revenue, it faces competition from diverse sources. The Epic Games Store challenges it
through superior developer economics and aggressive user acquisition, while GOG and ltch.io capture
niche segments through value-based and indie-focused strategies. Furthermore, browser-based
platforms like Genzopia are eroding the traditional installation model by prioritizing accessibility.
Businesses must navigate this complex landscape by leveraging Steam's vast library and community
while considering alternative distribution channels to capture underserved demographics and
maximize revenue potential.

Market Intelligence Report for Steam

Introduction

This report provides a comprehensive market intelligence analysis of the PC video game ecosystem
distributed through Steam, focusing on platform economics, user demographics, competitive
landscape, and strategic opportunities as of mid-2026. The data synthesizes verified statistics
regarding user concurrency, revenue growth, regional shifts, and pricing trends to inform
decision-making for developers and publishers operating within the Steam marketplace.

Key Findings
e Steam's 2025 revenue surged approximately 50% to $16.2 billion, driven by a record-breaking

December month that alone generated over $1.6 billion, marking a significant acceleration in
platform monetization compared to the $10.8 billion recorded in 2024 (Source: Alinea Analytics,
SteamDB).

* The user base has expanded to roughly 198 million monthly active users, with Asia-Pacific now

comprising 42% of the total base and Simplified Chinese overtaking English as the primary
language, signaling a critical geographic pivot from North America (Source: SteamSensor,
ShaneTheGamer).

* Platform dominance is absolute, holding a 74-75% global share of PC digital distribution and 75%

of the US market, leaving the Epic Games Store with a trailing 8-10% share, while Counter-Strike 2
remains the undisputed leader in concurrency with an average of 854,000 concurrent players
(Source: SteamSensor, SteamDB).

* The market is experiencing a "super-cycle" of releases, with 20,282 titles launched in 2025 alone,

suggesting high inventory pressure and a need for publishers to differentiate through quality and
live-service longevity rather than volume (Source: SteamDB release summary).

* Hardware adoption is shifting decisively to Windows 11 (70% market share) and integrated laptop

GPUs, correlating with a spike in performance-sensitive titles and a reduction in dedicated desktop
GPU sales for casual players (Source: SteamSensor, SteamDB).
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Customer Company and Market Overview

Steam serves as the central hub for PC gaming, functioning not merely as a store but as a
comprehensive ecosystem for discovery, purchase, community interaction, and digital rights
management. The platform's ecosystem is characterized by a massive scale of inventory, having
released over 130,000 games as of mid-2026, with a new record of approximately 20,000 titles
launched in 2025. This influx of content has fundamentally altered the discovery landscape, requiring
sophisticated filtering mechanisms and community-driven curation to maintain user engagement.
The customer base is defined by its immense size and geographic diversity. With an estimated 198
million monthly active users, Steam surpasses Sony's PlayStation Network in user count, establishing
a unique position in the global digital entertainment market. The demographic profile is heavily
skewed towards younger, mobile-first gamers in Asia-Pacific, whereas traditional Western markets
remain more mature and price-sensitive. This divergence creates distinct purchasing behaviors; while
US users are highly active and drive the "live service" economy, Asian users are more volume-driven,
often purchasing multiple titles per month at discounted rates.

The market environment is characterized by high volatility in game sales due to the aggressive
discounting strategies employed by Steam. The platform's "Winter Sale" and "Summer Sale" events
are not optional but essential drivers of revenue, capable of generating single-month figures
exceeding $1.6 billion. This creates a "boom and bust" cycle for game publishers, where sales peaks
during major events and dwindle significantly during off-peak periods, necessitating robust marketing
budgets and long-tail monetization strategies.

Official Market Statistics

Revenue and user metrics indicate a period of unprecedented growth for the Steam platform, though
much of this growth is attributed to the maturation of the PC market rather than new user acquisition.
The 50% year-over-year revenue increase from 2024 to 2025 reflects both price inflation in the
gaming industry and the platform's ability to capture a larger share of the digital wallet.

User Base and Concurrency

* Peak Concurrency: Steam set an all-time record of 42,042,778 concurrent users on January 11,
2026, driven primarily by post-holiday traffic and the Winter Sale.

* Monthly Active Users (MAU): Estimated at 198 million, with a daily active user ratio of
approximately 52%.

* Regional Distribution: Asia-Pacific accounts for 42% of the total user base, making it the largest
region; the U.S. estimate is for one country (~13.7 million users).

* Language Usage: Simplified Chinese has overtaken English as the most-used language for active

users, indicating a shift in the cultural center of gravity.
Inventory and Releases

» Total Catalog: Over 130,000 games ever released.

» 2025 Releases: Approximately 20,282 titles were released in 2025, a new annual record.
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* High-Performing Titles: Only 5,863 games earned over $100,000 in revenue during 2025,

highlighting a high failure rate for mid-tier releases.
Top Performing Games

* Most Played: Counter-Strike 2, averaging 854,000 concurrent players as of July 2026.

* Highest Single-Game Peak: PUBG: Battlegrounds holds the record with 3,257,248 concurrent
players in January 2018, a mark not broken since.

* Recent High Performer: Black Myth: Wukong reached 2.4 million concurrent players at launch in

August 2024.
Source: Alinea Analytics, SteamDB, Period: FY2023-FY2025
Source: SteamSensor, Period: H2 2025

Named Competitor Profiles

The primary competitor to Steam is the Epic Games Store, which serves as the main alternative for PC
digital distribution. While Steam dominates with roughly 75% of the US market, Epic holds
approximately 8-10% in the US and trails globally. Epic's strategy focuses on aggressive free-to-play
games and direct-to-consumer revenue models, which have allowed it to gain traction among
younger demographics who are less accustomed to microtransactions found in traditional games.
Epic Games Store

* Market Share: ~8-10% of the US market, significantly trailing Steam.

* Strategy: Heavy reliance on free games to drive user acquisition and retention, contrasting with
Steam's model of selling all content.

* Strengths: Strong integration with Unreal Engine 5, offering developers a powerful toolset that
can attract third-party publishers away from Steam.

* Weaknesses: Smaller user base, less robust community features compared to Steam, and a less

extensive library of third-party titles.
Other Competitors

* itch.io: Focuses heavily on indie developers and creative coding, serving a niche market but
gaining visibility through Steam's own "Indie" section.

* GOG.com: Differentiates itself by offering DRM-free games, attracting a specific demographic of
privacy-conscious users, though with a smaller overall market share.

* Elden Ring/Legacy Platforms: Games like Elden Ring have historically been sold exclusively on

consoles or via physical media, but the trend is shifting towards digital exclusives on Steam,
reducing the impact of traditional exclusive platforms.
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Financial Benchmarking

Steam's financial performance in 2025 demonstrates a robust upward trajectory, with revenue figures
that have outpaced industry expectations. The platform's revenue model is based on a 30% cut of
gross sales, a standard practice in the digital gaming industry that has proven resilient even during
periods of economic uncertainty.

Revenue Analysis

* 2025 Revenue: Estimated at $16.2 billion, representing a 50% increase over 2024's $10.8 billion.

* December 2025 Performance: Generated over $1.6 billion, the highest single-month figure on
record, indicating strong seasonal demand and effective promotional strategies.

* Gross Sales Volume: With a 30% cut, gross sales in 2025 were approximately $54 billion.

* Comparison to Console: While Steam's user count exceeds PlayStation Network, the console

market remains more lucrative per user due to higher average transaction values and bundled
subscriptions.
Developer Economics

* Revenue Share: Developers typically receive 70% of gross sales, though this can vary based on
the publisher's agreement.
* Indie Support: Steam's "Steam Direct" program has democratized access to the platform,

allowing independent developers to publish games for a one-time fee of $100, reducing the barrier
to entry significantly.

* Payment Processing: Steam acts as a Merchant of Record, handling VAT and sales tax

compliance, which simplifies financial operations for international developers.

Source: SteamSensor, Period: 2024-2025

Competitor Pricing and Positioning

Steam's pricing strategy is characterized by aggressive discounting and a "loss leader" mentality
during major sales events. The platform positions itself as the most affordable option for gamers,
offering deep discounts on new and older titles to drive volume and maintain platform engagement.
Discount Strategy

* Major Sales: Winter Sale and Summer Sale typically offer discounts ranging from 50% to 90% off,
sometimes even more for older titles.

* Daily Deals: A continuous stream of discounted games keeps the platform active, though these
often result in lower margins compared to full-price sales.

* Price Anchoring: Steam uses high prices for flagship titles (e.g., $70-$100) to make discounted

games appear more attractive, effectively manipulating consumer psychology.
Pricing Trends
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* Inflation: Average game prices have increased over the last decade, with AAA titles now

frequently launching at $70 or higher.

* Bundle Deals: Steam frequently bundles multiple games together, offering savings that can

exceed 50% on the bundle price, encouraging multi-purchase behavior.

* Regional Pricing: Steam employs dynamic pricing based on regional purchasing power, with

lower prices in markets like China and South America compared to the US and Europe.
Competitor Pricing

* Epic Games Store: Often matches Steam's discounts but sometimes offers slightly higher prices

on new releases to compensate for the lack of a large established catalog.

e Other Platforms: GOG and itch.io generally maintain more stable pricing with fewer deep

discounts, appealing to users who prefer to pay full price or support indie creators directly.

Market Opportunities

The Steam market presents several strategic opportunities for developers and publishers, particularly
in the areas of live service games, regional expansion, and niche genre diversification.
Live Service and Long-Tail Revenue

* Opportunity: With the success of Counter-Strike 2 and Dota 2, there is a proven model for games

that generate revenue long after the initial purchase through in-game purchases and battle
passes.

» Strategy: Developers should focus on creating sustainable live service ecosystems rather than

one-off experiences, as the platform's audience is increasingly accustomed to ongoing
engagement.
Asia-Pacific Expansion

* Opportunity: The shift in user demographics towards Asia-Pacific, with Simplified Chinese
becoming the primary language, represents a massive untapped market.
 Strategy: Publishers should localize their content for Chinese-speaking audiences and consider

regional pricing strategies to capture this growing demographic.
Niche Genre Development

* Opportunity: While action and RPGs dominate, there is significant growth in niche genres such as
cooperative board games, simulation, and indie puzzle games.

» Strategy: Focusing on unique mechanics and strong community engagement can help indie titles

stand out in a saturated market, particularly if they offer social features that foster word-of-mouth
marketing.
Hardware Adaptation

* Opportunity: The shift to Windows 11 and laptop GPUs presents an opportunity for developers to
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optimize games for lower-spec hardware, potentially reaching a broader audience.

 Strategy: Creating versions of games that run smoothly on integrated graphics and laptops can

capture the growing segment of casual gamers who do not own high-end desktop systems.

Strategic Recommendations

Based on the current market conditions and data analysis, the following strategic recommendations
are provided for developers and publishers operating within the Steam ecosystem.
1. Prioritize Long-Tail Monetization

» Action: Shift focus from one-time purchase revenue to sustainable live service models,

incorporating battle passes, seasonal events, and microtransactions.

» Rationale: The high volume of new releases means that most games will not achieve immediate

blockbuster status. Long-tail revenue ensures financial stability and continued engagement over
time.
2. Localize for Asia-Pacific

» Action: Invest in localization efforts for Chinese and other Asian languages, and adjust pricing
strategies to reflect regional purchasing power.
» Rationale: With 42% of the user base in Asia-Pacific and Simplified Chinese becoming the primary

language, ignoring this market represents a missed opportunity for significant growth.
3. Optimize for Laptop and Integrated Graphics

* Action: Develop and market versions of games that are optimized for lower-spec hardware,
including laptop GPUs.
» Rationale: With Windows 11 crossing 70% market share and laptop GPUs topping the hardware

chart, targeting this demographic can capture a broader audience and reduce the barrier to entry.
4. Leverage Community-Driven Marketing

* Action: Invest in community building and social features to foster word-of-mouth marketing, rather
than relying solely on paid advertising.

» Rationale: Steam's community features are powerful tools for discovery and engagement. Games

with strong social elements tend to perform better and have longer lifespans.
5. Diversify Distribution Channels

» Action: While Steam remains the primary focus, consider distributing titles on Epic Games Store
and GOG to reach different segments of the market and reduce reliance on a single platform.
» Rationale: Diversification mitigates risk and allows for experimentation with different pricing and

promotional strategies across competing platforms.
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Methodology and Data Limitations

This report relies on data from various sources, including SteamSensor, SteamDB, Alinea Analytics,
and independent market analysts. The figures presented are estimates based on third-party analyses,
as Valve does not publicly disclose exact revenue figures.

Data Sources

* SteamSensor: Provides real-time user statistics, concurrency data, and regional breakdowns.
» SteamDB: Offers detailed information on game releases, player counts, and price history.
e Alinea Analytics: Supplies revenue estimates and growth projections based on platform data.

* ShaneTheGamer: Compiles verified Steam statistics and provides context on platform trends.

Limitations
* Revenue Estimates: All revenue figures are estimates based on third-party analyses and may

vary from actual platform figures.

» Data Latency: Some data points, such as regional user distribution, may lag behind real-time
changes due to reporting cycles.

e Platform Exclusives: The report focuses on Steam-specific data and may not fully capture the

impact of games distributed exclusively on other platforms.
Uncertainty

* Future Projections: Revenue and user growth projections are subject to market volatility and

external factors such as economic conditions and regulatory changes.

* Hardware Trends: Predictions about hardware adoption are based on current trends and may

change due to technological breakthroughs or shifts in consumer behavior.

This report is intended to provide a snapshot of the current state of the Steam market and to inform
strategic decision-making. It is not a guarantee of future performance and should be used in
conjunction with other market intelligence sources.

Report generated based on data available as of mid-2026.
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Steam: The Undisputed Center of PC Gaming

Global leader in PC video game distribution and sales
Record-breaking concurrent player counts and user base growth
Dominant market share compared to competitors like Epic Games
Store

Source: https://gamesensor.info/news/pc-gaming-market-statistic

s-steam-2025

https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025

Market Overview and User Base

Steam dominates the US PC digital market with 75% share

Asia-Pacific is now the largest region, accounting for ~42% of users
Simplified Chinese has overtaken English as the most-used
language

Monthly active users estimated at 198 million

https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://axis-intelligence.com/steam-statistics/
https://levvvel.com/statistics/pc-gaming/
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Revenue Growth and Financial Performance
Revenue in 2025 pegged at approximately $16.2 billion
Represents a 50% increase over 2024's $10.8 billion

December 2025 alone brought in over $1.6 billion

2025 set a fresh annual release record of around 20,000 titles
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://www.shanethegamer.com/research/steam-statistics/
https://tech-insider.org/steam-h1-2026-revenue-record/

Revenue Trend Chart

Visualizing Steam's explosive revenue growth from 2023 to 2025

2023: $8.7B, 2024: $10.8B, 2025: $16.2B
Illustrating the 50% YoY growth and $1.6B December record
Source: https://gamesensor.info/news/pc-gaming-market-statistic

s-steam-2025

https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
Peak Concurrency and Top Games

Peak concurrent players reached 42,042,778 on Jan 11, 2026

Counter-Strike 2 is the most-played game with ~854k average concurrent players
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Black Myth: Wukong holds the individual-game record at 2.4
million
PUBG: Battlegrounds holds the raw concurrency record at 3.25M

(2018)

https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://www.shanethegamer.com/research/steam-statistics/

Platform Economics and Developer Revenue Share

Valve typically takes a 30% cut from sales

Developer share rises to 75% above $10M and 80% above $50M.

Steam Direct costs $100 per app; recoupable after $1,000 in Adjusted Gross Revenue.
Merchant of Record solutions like Fungies help with tax-compliant

payments

https://partner.steamgames.com/doc/finance/payments_salesreporting/faq

https://www.immutable.com/guides/how-much-does-steam-take

https://beancount.io/blog/2026/07/09/steam-revenue-share-indie-game-developer-bookkeeping-guide

Price Trends and Discount Strategy

Steam has adopted a strategy of pricing games from $0 to $69.99

Discounts are a primary driver of discovery and sales volume
Free-to-play titles and indie games dominate the lower price
brackets

Source: https://nextbiggames.com/2025/12/29/steam-pricing-strategy-2025-from-0-to-69-99/
https://nextbiggames.com/2025/12/29/steam-pricing-strategy-2025-from-0-to-69-99/
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Hardware and OS Dominance

Windows 11 has crossed 70% of the market share

Laptop GPUs have topped the hardware chart for PC gaming
SteamDB cumulative counter passed 130,000 games released by

mid-2026

The platform continues to expand its library with ~20k releases in 2025
https://gamesensor.info/news/pc-gaming-market-statistics-steam-2025
https://steamdb.info/pricechanges/
https://www.steamdb.com/en/tools/steam-price-history
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