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150,000 
The number of mobile 

games launched in 2014 



5% 
The proportion that 

broke even 



$25,000 
The estimated average 

development cost per game 



$400 
Average lifetime revenue 



“Soft launches, analytics, PR and marketing must 

all be considered, and the bald reality is that 

simply launching a great game in a market where 

hundreds launch each week is no longer enough.” 

 – Edge Magazine, March 2016 



Performance testing is still one of the messiest parts of 

the process: 

 

- Expensive to outsource 

- Hard to automate 

- Hassle factor (e.g. special builds) 





• Used by big studios, QA firms, 

manufacturers, but accessible to all 

 



• Used by big studios, QA firms, 

manufacturers, but accessible to all 

 

• Test and optimize performance before 

launch, instead of leaving it to chance 

 



• Used by big studios, QA firms, 

manufacturers, but accessible to all 

 

• Test and optimize performance before 

launch, instead of leaving it to chance 

 

• Test manually from a desktop, or 

wirelessly from a beta group, or get 

crowdsourced data from a soft launch 

 



• Used by big studios, QA firms, 

manufacturers, but accessible to all 

 

• Test and optimize performance before 

launch, instead of leaving it to chance 

 

• Test manually from a desktop, or 

wirelessly from a beta group, or get 

crowdsourced data from a soft launch 

  

• No code changes, no SDKs, no rooting, 

no debug versions of apps, no 

dependence on other tools 

 





(Talk about something, anything for three minutes) 



30fps or 60fps? 
It depends on the game and genre 









How perfect 
does a game need to be?  









After three minutes 
the results are in. 

















Get in touch! 
At GDC: Booth 1016 

By email: sharif@gamebench.net  

More info: www.gamebench.net 


