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Gaming Demystified
Unlocking brand growth 

opportunities in video gaming



Before we startêletõs see how much you know

1.

How many gamers are there in the world?

A. 1.2 billion

B. 2.3 billion

C. 3.2 billion

D. 4.1 billion

How big is the gaming industry in 2019?

A. $16 billion

B. $89 billion

C. $152 billion

D. $227 billion

2.

3.

How many hours of content were watched on 

Twitch in August?

A. 48 million

B. 180 million

C. 643 million

D. 932 million

What was the prize pool for the 2019 

Fortnite World Cup? 

A. $30 million

B. $40 million

C. $50 million

D. $60 million

4.



The answersê

1.

How many gamers are there in the world?

A. 1.2 billion

B. 2.3 billion

C. 3.2 billion

D. 4.1 billion

How big is the gaming industry in 2019?

A. $16 billion

B. $89 billion

C. $152 billion

D. $227 billion

2.

3.

How many hours of content were watched on 

Twitch in August 2019?

A. 48 million

B. 180 million

C. 643 million

D. 932 million

What was the prize pool for the 2019 

Fortnite World Cup? 

A. $30 million

B. $40 million

C. $50 million

D. $60 million

4.



òFeels a whole new world, but itõs been 

happening around us for a long timeó 

Head of Marketing, Technology Brand
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Humble 
beginningsê
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Creating a new 
wave of home 
entertainment
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Bringing 
like -minded 
people 
together
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Letting 
everyone be 
a gamer
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Portable 
gaming goes 
mainstream
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Gaming as a 
viewing 
medium
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A cultural 
tipping 
point?



2.3 BILLION
gamers globally

$152
Spending

in 2019
BILLION

TV, FILM
Bigger than 

& MUSIC
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òEsports has brought gaming into the limelightó 
Media Agency



$30 MILLION $34 MILLION
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