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Political Economic Social

Video games can
shape election
outcomes due to
popularity with
younger voter
demographics
(Faber, 2024) 

Video games used
to encourage
voting registration
(Orlando, 2024) 

Video game industry hit with
largest slowdown in the past
30 years, with hardware
sales slowing down
(Bradshaw, 2024) 

UK video game market
shrank by 4.4%. Boxed video
game sales declined by 35%
(MacDonald, 2025) 

Gen Alpha is first
generation to spend more
time on video games than
on social media
(Byshonkov, 2024) 

Motivations for Gen Alpha
players include cooperative
play with friends and
socializing (Byshonkov,
2024) 

Video game communities
provide supportive
environments for people in
need (Rosen, 2024) 

Technological Legal Environmental

Inclusion of
Generative AI in
the development
process may cut
costs and
promote work-life
balance for
employees
(Financial Times,
2024) 

There is fear that
Generative AI may
result in layoffs
within the industry
(Strategic
Intelligence, 2024) 

Upcoming regulations such
as the Data Act and Cyber
Resilience Act will affect how
companies conduct business
in Europe (Gleiss Lutz, 2024)  

Multiple lawsuits filed in the
US accusing gaming
companies of making games
purposefully addictive
(Carpenter, 2024) 

Video game firms hit with EU
consumer complaint
accusing them of misleading
consumers into spending
(Chee, 2024)  

Gaming and the
manufacturing process for
chips use up large amounts
of electricity (Henshall and
Nho, 2024) 

Game designers and
console manufacturers are
working on new ways to
make gaming less energy
intensive (Henshall and
Nho, 2024) 

Macro Analysis

Xbox operates in a rapidly evolving environment characterised by economic slowdowns,
shifting social behaviours, advances in AI technology, and increasing regulatory pressure.
There is also a clear shift in demand for video game products, with consumers preferring
digital services over hardware products. 
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The Ultimate Gamer

The Mainstream
Gamer

The All-Round
Enthusiast

The Popcorn Gamer

The Community
Gamer

The Backseat
Viewer

The Solo GamerThe Time Filler

“There’s nothing 
I love more than buying

and playing games!”

"There’s so much 
to choose from, 

I don’t need to spend 
big to play.” 

"I’m into 
playing and 

watching games.”

"I enjoy watching
others play.”

"I’m always checking 
the latest gaming news

and discussing it
online.”

"I don’t seek gaming
content out, but I’ll
watch it if I come

across it.” 

“I prefer to 
play alone.”

"I only game when I
have the time or when

socializing.”

Micro Analysis
Gamer Personas Personas commonly found within the gaming community (Newzoo, 2023) 
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Xbox initially attracted ‘Mainstream Gamers’ with its Game Pass
subscription service but saw a decline after Sony launched something
similar. Some ‘Ultimate Gamers’ also use the Xbox as a secondary
platform alongside the PlayStation. 



Xbox Sony Nintendo

Subscription Service
Available 
Market Share
(2024): 13.4% 
YTD Units Sold:
1,068 million 

Subscription Service
Available 
Market Share
(2024): 51.6% 
YTD Units Sold:
4,105 million 

Subscription
Service Available  
Market Share
(2024): 34.9% 
YTD Units Sold:
2,778 million 

Micro Analysis

Competitor Analysis
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Gaming Enthusiasts: Tend to pre-order or purchase at launch through physical
retailers or online platforms  (Hoffman, 2023)

Casual Gamers: Prefer the convenience of downloads and subscription models 

Non-Gamers: Typically rely on physical retail stores or e-commerce platforms for
gifting or occasional purchases 

Buyer Behaviour

Sony’s PlayStation dominates the gaming market by offering exclusive
games that require customers to buy its console (Backdash Tech Desk,
2024). In contrast, Xbox’s multi-platform strategy has led to declining
console sales as players can access its games elsewhere (Fahey, 2024). 

(D’Angelo, 2024)



Micro Analysis

Distribution Channels

Physical Retailers: These appeal to customers who prefer a hands-on shopping
experience. These retailers have an established customer base, but Xbox is
dependent on distributor relationships for inventory placement (Tu, 2023).

Digital Platforms: Xbox’s direct digital storefront and partner platforms like Amazon
offer instant access to games. These platforms are convenient for consumers and
have a broad reach, but competitive pricing due to price wars may diminish margins.

Cloud Gaming: Game Pass enables direct-to-consumer gaming through cloud
services, giving Xbox control over branding and pricing. However, it requires heavy
investment and depends on strong internet access.
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Barriers to Entry

Developer Partnerships: Competing in the console market requires securing strong
developer partnerships to build a compelling game portfolio (Roland Berger, 2023).
Gaining developers’ trust is a major challenge for new entrants.

Human Capital: High-quality game development requires skilled talent, which is in
short supply. With 75% of studios struggling to hire top-tier developers (Roland
Berger, 2023), attracting talent is a barrier beyond just financial investment.



Micro Analysis
Stakeholder Mapping
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Internal Analysis
Staff & Culture

Performance

CSR
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In 2024, Xbox employed around 10,000 people (LinkedIn, 2025) within
Microsoft’s broader workforce of 228,000 (Microsoft Corporation, 2024a),
though 2,550 employees were laid off following the Activision Blizzard
acquisition (Warren, 2024).  

Historically associated with ‘bro culture’ and machismo (Maguire, 2013), Xbox
has shifted its focus toward accessibility and diversity in recent years (Indovina,
2021). Now aligning with Microsoft’s core principles, the company emphasizes
mutual respect, transparency, and personal accountability (Xbox, 2022),
positioning itself as a values-driven organization in the gaming industry. 

Xbox's revenue growth in 2024 was driven by Microsoft’s acquisition of
Activision Blizzard, highlighting a strategic shift from hardware sales to digital
content and services (Microsoft Corporation, 2024b). While this indicates the
brand’s evolving identity as a gaming ecosystem, declining hardware sales may
signal a weakening in brand loyalty. 

Xbox's CSR focuses on customers, community, and sustainability, aligning
with Microsoft's carbon neutrality goal for 2030. It has integrated energy-
saving features into its console, used recycled materials in controllers, and
partnered on free educational games about sustainability (Xbox, 2025). 
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Product (Xbox, 2020) Promotion

Consoles: Series X and Series S 
Accessories 
Video Games 
Game Pass (tiered subscription
service) 
Handheld console in development
(Bass, 2024) 

Website 
Gaming Conventions 
Social media & Influencer Marketing  
Online communities 
TV and Video Commercials 
Viral campaigns: Las Vegas Sphere
(Callaham, 2023) 

Price (Xbox, 2020) Place

Series X: £480 
Series S: £250 
Accessories: £20 - £220 
Video Games: Free - £100 
Game Pass: £7 - £15 

Headquartered in the US with offices
worldwide 
Products can be purchased online, digitally,
or in retail stores 
Customer support available online  
Global supply chain used in manufacturing
(MexicoSMT, 2023) 

Internal Analysis

Marketing

Xbox's target audience are hardcore video game players aged 18-34 years old
looking for social gaming experiences, aligning with data that shows most
hardcore gamers are either Xbox or PlayStation enthusiasts who primarily game
to socialize (Pheby, 2022).  

With a smaller marketing budget than its competitors (GameCentral, 2024), Xbox
takes a fiscally conservative and strategic approach, maximizing impact with
limited resources. However, its recent ‘This is an Xbox’ campaign sparked
controversy, as fans worried it signalled a shift away from producing consoles
(Bonelli, 2024), indicating that existing consumers consider hardware an integral
part of the brand’s identity. 

Marketing Mix



SWOT Analysis
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Strength Weaknesses

Major acquisitions and
partnerships result in large
content offering and portfolio 

Leader in CSR

Target audience aligns with Gen
Alpha’s social preferences 

Smaller marketing budget
leading to weaker brand
presence 

Xbox multi-platform strategy
results in declining market share
in console wars 

Smaller number of exclusive
games compared to competitors

 
Existing consumer base worried
about focus shifting away from
hardware 

Opportunities Threats

Growing trend in sustainable
consumption 

Developing countries with
increasing access to high-speed
internet 

Generational changes towards
online games as a social venue 

Consumers trending away from
hardware and towards digital
products 

Use of generative AI to lower
costs and move games to market
quicker 

Potential lawsuits related to
gaming addiction 

Major game launches by
competitors that are not
available on Xbox console 

Shrinking video game market in
the UK 
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