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Overview the Video Game Industry



The Past Vs. The Present ty

Video game industry takes its origin back in the early 1960s when the
first simplistic game projects like “Spacewar” and “Pong” were created.




Video Game Industry
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The Reasons Behind the Rapid Progress and Success
of the industry
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It is a collection of values that puts



Global Video Game Market Reports Shows: _+
e

* Video game market has skyrocketed proving itself to be one of the
biggest industries among the entertainment section.

* In 2020, due to COVID-19 quarantine lockdown measures, video
game industry achieved a large growth in popularity.

* The creation of video games is now can be compared with



Big Numbers by the ESA Annual Report +j’
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Big numbers by the Video Game
Market +f
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Statistics shows that: a7

COVID-19 fuels global surge in videogame revenue
By gaming platform, in billions
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*Not including ad revenue Source: IDC
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B2C dynamics .
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(e-commerce)

Business to customer relation is highly
important among the entertainment sphere
and the video game industry is not an
exception

According to Thomas Brock (2020), a financial
professional, the term business-to-consumer
(B2C) refers to the method of directly
marketing goods and services between a
company and its customers, end-users of their
products or services.

Therefore, companies that sell their products




B2C relations in
Video Game 4,
Industry .

Commencing from the very first video game projects, in order to create a high-quality,
demanding, and innovative product, it was necessary for the developers and
marketers to listen to their customers’ opinions and feedbacks concerning the project
the company was creating.

nowadays companies tend to create projects that would be accessible for all sorts of
players — professionals, semi- professionals, and casual gamers. Due to the recent
technological progress of mobile phones, gaming consoles and personal computers it
became possible to adapt and implement this B2C strategy, leading to major industry
profits as a result.
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the use of Microtransactions '/
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Torch zombies, get 20,000
coins, and use an extra Plant!

Burn your enemies, add 40,000
coins, and start with Additional

ash your foes, pick up 5,000
s, and get a Shovel Bonus!

Most game models heavily dependent on the
microtransactions. Which is a business model when users
can make a purchase of virtual, or in-game, items for
some amount of money.

Game developers have learned how to capitalize on this
new revenue stream.

Microtransactions are expected to be used by just 5 to 20%
of game communities, with varying sums spent.



Categories of Microtransactions +}

"surprise bags of goods” that usually worth
more than the cost of entry, gamers typically
pay real money. The surprise element is the

key driver for this microtransaction type.

it accounts the purchase of the in-game
currency for real money, for that fake
currency.

offering a bigger amount always has a
discount, making it more attractive to
the players.



https://docs.google.com/spreadsheets/d/1Ig_AmhUQQgHKF-4ygCgo38NGICA1g9lCubApczPwhXI/copy

Public opinion on microtransactions}

Cosmetic only is ok (896 votes | 68.6%)

I Dislike pay to win (287 votes | 22%)
¥ 1 don’t purchase them (76 votes | 5.8%)
Il 1'd rather pay up front (31 votes | 2.4%)
Il 'm afan (17 votes | 1.3%)

According to an open survey conducted by Qutee in 2018, the majority of the respondents (69%) of
today reacts positively on microtransactions if they are limited to in-game cos- metics and do not
interfere with gameplay by creating “pay to win” scenarios (22%).



Change in the Custemer Orientation+}

If at the very beginning of the industry the main focus for
the developers was creating a game for gamers such as
themselves, then today,

But Video game companies’ customer orientation shifted
towards covering the majority of people, not only gamers.
This new customer orientation is one of the major

reasons for the video game market grand expansion.




The Effect of Esports o

Esports is a type of sport in which the primary aspects of the game
are enabled by electronic systems - the input of players and

teams, as well as the performance of the Esports system, are

controlled by human-computer interfaces.

Esports has exploded in popularity around the world, with
skyrocketing prize pools and front-page news attention.




Top 10 Esports ++

Top 10 eSports of 2020 Prize Pool 2020 + Average Viewership =+

League of legends 9,000,000 250,000 3,900.000
Fortnite $7.000,000 200.000 2,300,000
Counter-Strike: Global Offensive $20,000,000 200,000 1,200.000
Overwatch $5,000,000 30,000 1,100,000
Dota 2 $35.000,000 120,000 1,080.000

Hearthstone $4,000,000 100,000 328.000

Rainbow 6 Siege $3.000,000 50.000 303,000

Rocket League $350,000 30,000 206,000
Call of Duty $6.000,000 50,000 189,000

NBA 2K $1.400,000 10,000 61,800

Biggest Prizes & Viewership (Lineups.com, 2020)



The Effect of Livestreams ++

Live streaming platforms like “Twitch” & “YouTube” have a strong
focus on the broadcasts of various video game content.

& ;’ Its popularity and influence have expanded exponentially in the last
Dy "’n ' five years, to the extent that it is now a major marketing and

1

entertainment force in the games industry and an increase in the
global media ecosystem as a whole.

|’
| the new wave of influencers like live streamers and content creators
‘ allowed video game ind o dire advertise their video game
\
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The Effect of Advertising +F

Revenue from in-game ads s
expected to continue its remarkable
growth, increasing from $42.3B in
- 2019 to $56B in 2024.
For the following reasons:

VOU or.

some more

Increase in-app purchases with
psychology



Top Selling Video Games September 2021t+
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