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The article examines the structural and dynamic transformations of the global video game market within the
modern digital economy. The study analyzes the growth of the global gaming audience, which increased from
2.2 billion people in 2016 to 3.3 billion people in 2024 and represents 41% of the world population, following a
stable linear trend (R2 = 0.993). The article highlights the domination of mobile gaming in industry structure, which
generated 55% of market revenue in 2022. The growth of average revenue per user (ARPU) remains unstable,
depending on factors such as the lower purchasing power of emerging markets. The study refutes popular economic
stereotypes about the core gaming audience: for the last 20 years the number of female players has been increasing
and approaching parity to male players. Furthermore, in developed Western European markets, the share of the 40+
age category remains stable and statistically significant. The article’s findings can be applied to the comprehensive
analysis of companies and products within the video game industry and other creative sectors.
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CrarTa npucBsiyeHa guHamili Ta OCHOBHUM TPeHAaM pPOo3BUTKY CBITOBOIO PUHKY BiIE0Irop B KOHTEKCTI LngpoBoi
€KOHOMIKN. AKTYasTbHICTb AOCNIMKEHHS I'PYHTYETLCS HA CTaslIoMy 30i/IbLLEHHI ayaMTOpIl, PUHKOBOT KaniTanisauii Ta
KiNIbKOCTi Bifeoirop, L0 BMNYCKaOTLCA LIOPIYHO. 3HAUYLWICTb iHAYCTPIi ANs CBITOBOI €KOHOMIKM MiATBEPAKYETLCS
CYTTEBUM 06CATOM puHKY: Y 2024 poui BiH cknas 6nmn3bko 300 Minbsapaie gonapis CLUA, a piuHWiA Temn 3pocTaHHs
OLiHeHWiA y 12% piyHuX. Y cTaTTi NpoaHasii3oBaHO AMHaMIKy 3POCTaHHS KifIbKOCTi rpaBLiB Y KOHTEKCTi 3pOCTaHHs
HaceneHHsa nnaHetn. 3 2016 no 2024 pik KinbKiCTb rpaBuiB 3pocna 3 2,2 Minbapgie Ao 3,3 Minbsapais ogei.
Po3paxoBaHo Ta NoKa3aHo 3pOCTaHHS YaCTKu rpaBLIB cepef, HaceNeHHs NnaHeTy NPOTAroM BKasaHoro nepiogy 3 28%
[10 41%. BCTaHOB/MEHO, LLI0 3POCTaHHS YaCTKM rpaBLiB BiIHOCHO HACENEeHHS N/1aHeTy BiAMNOBIAA€E CTINKOMY MiHIAHOMY
TpeHay 3 KoecpiuieHTom getepmiHauii R? = 0,993. OgHak Yepe3 CroBi/IbHEHHS TEMNIB 3POCTaHHSA B OCTaHHI POKM
NOTEHLiiHa ayaUTOpIs BifeoirpoBoT iHAYCTPIl 3aNMILMTLCA MEHLLIOK 3a ayAnTopilo TenebayeHHs, ska OLHIETLCS Y
5,3 MinbApaM KopucTyBaYiB. PO3rNSHYTO CTPYKTYPHI 3MiHW B iHAYCTPIT, Ae Ha 2022 pik rofI0BHOI0 NNaTdopMOL0 CTasm
MOGINBHI irpu, Wo reHepytoTb 55% ycix f0X0AiB, TOAI AK KOHCONI NPUHOCATL Nnwe 16%. Po3paxoBaHo, WO NoKasHUK
ARPU ynpogosx 2020-2024 3pocTaB y cepegHboMy Ha 3,7%, OfHaK Lie 3poCcTaHHs Byn0 HecTabinbHUM i 3a1exano
B 6araTbox hakTopiB, y TOMY UMC/i N1ATOCMPOMOXHOCTI KOPMUCTYBaUiB 3 HOBMX PUHKIB. MNMOKa3aHO HOBI reHAepHI
Ta BIKOBi TpeHAM: XiHoua ayauTopis y Bigeoirpax y CLUA HabnmxaeTbCs A0 NapuTeTy 3 4Yo/oBiyok: 3 2006 poky
LS yacTka 3pocna 3 39% a0 47%. Y €Bponi yacTka reiimepiB y Bilji 40+ 3anMIa€TbCA CTabifIbHOK i 3HAYYLLOK Y
pi3HMX KpaiHax-thnarmaHax (HimeyunHa, ®paHuis, Benvka bBputaHis). Y ctarTi gosefieHo, Lo Bifeoirposa iHAyCcTpia
[VMHaMIYHO PO3BMBAETLCSA i € LiKaBOK 5K /19 HOBUX IPyn KOPUCTYBaYiB, Tak i /18 iIHBECTOPIB Ta pO3pOBHUKIB Yepes
3pPOCTaHHS EKOHOMIYHMX MOKa3HWKIB. Pe3ynbtatv poboTv MOXYTb OYTW BUKOpPUCTaHI AN1A aHanisy pesynbraTtiB
KOMMaHii, NpoAyKTiB Ta iHHOBALiHWX NPOEKTIB Y BigeOoirpoBiit iHAYCTPIl abo iHLWMX CEKTOPIB iHAYCTpIi po3Bar.

KnouoBi cnoBa: Bifeoirpn, AvHaMika puHKY, UMdpoBa €KOHOMiKa, eKOHOMiKa BpakeHb, PUHOK BiAeoirop,
CTPYKTypa rpasLiB, EKOHOMIUYHI NOKA3HUKMN.
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Statement of the problem. The video game
industry nowadays is a major component of the
modern digital economy. From the beginning of
the 21st century, market capitalization and the
number of players in the world increased with
unprecedented pace, so today we can say that
videogames are fully integrated into the daily
routine of a large part of the global population.
According to strategic forecasts by Grand View
Research, the Global Video Game Market was
valued at approximately $300 billion in 2024, with
expectations to double to $600 billion by 2030
[1]. Also one of the main factors that signifies
real progression and stability of the market is
Compound Annual Growth Rate (CAGR), which
is approximately 12%. Detailed analysis of
main dynamic parameters of industry will help
to understand key trends and possible future
challenges in the sector.

Analysis of recent research and
publications. The focus of scientists on the
dynamics of the video game market is quite
varied. Thus, the work of A. Grechko, N. Zaharov
and M. Falko shows the dynamics of the
development of the market for the development
and monetization of video games [2]. The works
of O. Sholudko, O. Hrytsyna and R. Danylyshyn
view the video game market as a part of the
global economy and its influx [3]. Dinko Juki¢
looks at the development of the gaming industry
from a marketing perspective. However, it is clear
that light consulting companies also produce
their own analytics: for example, their articles
by D. Hong and A. Christofferson provide a
detailed assessment of both economic trends in
the video game market, and their primed [5]. The
dynamics of the development of the industry and
current trends associated with the development
of the cross-platform have already been studied
by the author at the forefront [6, 7].

Highlighting previously unresolved parts
of the overall problem. Although the video
game industry is the focus of many successors,
through its complexity there is a lack of analysis
of changes in economic and social parameters
that mean status and importance industries for
the daily economy.

Formation of the objectives of the article
(task statement). The aim of the article is to
analyze the structural transformation of the
global video game market by evaluating the
dynamics of the player base, platform distribution,
monetization efficiency and social trends.

Summary of the main research material.
First of all, videogames are an entertainment
that is available to a player at his free hours.

The success of videogames depends on the
number of players worldwide and the obvious
time they have to work or study, as well as
competition from other, already traditional,
hobbies: TV, music, books or amusement parks.
An assessment of the dynamics of the number of
video games in the world clearly shows the rise
in popularity of video games in different parts
of the world. According to the estimates of the
analytical portal Exploding Topics, the number of
users of video games (here are those who want
to play on any platform) from 2017 to 2024 2.2 to
3.3 billion people [8].

This key indicator becomes very significant
in the context of the analysis of human
demography: the population of the planet is also
growing fast [9]. So, one of the main questions
is: has the proportion of gamers among the
world's population increased during this time?
Figure 1 shows the change in the proportion of
the population playing video games.

We can say that the data from Figure 1
confirms the trend of increasing the share of
gamers among the world's population. The
reliability of the trend model y = 1.57x + 26.8
is confirmed by a very high determination
coefficient R? = 0.993. The economical reasons
for this are the spread of mobile communications
and smartphones, which are the main driver of
the modern gaming industry and make games
more accessible to the population of developing
countries. Nevertheless, the growth rate of the
share of the population playing video games has
slowed down in the last 3 years due to market
oversaturation. Therefore, it can be confidently
predicted that for now the global audience of
video games will be smaller than, for example,
television, where it is approximately 5.3 billion
people [10]. At the same time, according to
estimates, the TV audience is almost stable: over
the next 5 years, an increase of only 300 million
users is expected.

The aforementioned trend towards mobile
gaming began in the early 2010s, following
technological innovations. Historically, the
first major platform for the development of the
gaming industry was consoles, which held a
larger market share until the beginning of this
century. Back in 2005, consoles generated
the majority of revenue (41%), but in 2022 this
share fell to just 16%. At the same time, in 2022,
mobile gaming generated 55% of the industry's
total revenue. Only the personal computer
segment has stable dynamics: it has occupied
about a quarter of the gaming market since
the late 1990s and is attractive to conservative
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Figure 1. Dynamics of the share of gamers in the world population in 2016-2024

Source: compiled by the author based on [8; 9]

developers and users [7]. In conclusion, it should
be said that the structure of video game industry
revenues by platform is changing dynamically,
as it depends on technological innovations and
audience demand. A lot of players and investors
are waiting for new trends in cloud gaming, VR
and cross platform games.

One of the most popular key performance
indicators for game development companies
is ARPU - average revenue per player.
The modern videogame industry is highly
commercialized, so to attract investors, it is
necessary to achieve economic and financial
goals. ARPU allows a company to get an
aggregated estimate of how much a company
earns from one player through various
monetization models over time: direct sales,
offers, advertising, affiliate programs. For 2024,

this indicator was estimated at $ 183.9 [11].
Table 1 shows the dynamics of growth of this
indicator over 5 years and a comparison with the
growth rate of the number of players.

Table 1 shows: although ARPU is growing,
this growth remains unstable and can't be
compared to global player growth rate directly.
But this statistics indicates a significant tendency
that new users often come from countries with
low income, and accordingly are not ready
to spend a lot of money on entertainment.
This table also indirectly shows another
challenge — oversaturation and high competition
in the market of flagship countries with a wealthy
audience: USA, Japan, South Korea, Germany.
The local audience is growing much slower, so
the competition for a paying user from these
countries is very serious.

Table 1

Comparison of ARPU and player growth rates in the global video game market, 2020-2024

Year ARPU, $ ARPU growth rate, % Global player growth rate, %
2020 158,81 - -
2021 170,41 7,3 % 5,34 %
2022 174,62 2,47 % 4,39 %
2023 176,82 1,26 % 4,21 %
2024 183,9 4 % 3,11 %
Average 172,91 3,75% 4,26 %

Source: Compiled by the author based on [8; 11]
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It is also important to study the dynamics of
the gender and age balance of the modern video
game market. Despite the stereotypes of the
beginning of the century about “male hobby” and
“games for children”, this is refuted by modern
data. For example, if in 2006-2008 in the USA
the percentage of male gamers was 61%, in
2023 this figure was only 53%. [12] This trend
remains stable: for 20 years the female audience
has been growing and in some genre segments
even exceeds the male one.

Similar dynamics are also observed in the
European market, where, if we compare the
number of female and male gamers by category,
we can see parity in younger age groups [13].
The European video game market is also
interesting in the context of the age dynamics
of the video game market. The distribution of
users in the age category 18-60 by different
subgroups among users of the leading European
national videogame markets (Spain, France,
Italy, Germany and the United Kingdom) clearly
shows a new pattern: the number of players in
the older age category is not only significant, but
also not an anomaly, and is found in each of the
listed countries. Thus, the share of the audience
aged 50-59 years among gamers is from 17%
to 24%, respectively, and the audience aged
40-49 years — from 21% to 27% [13]. Such
stability of the results confirms that video games
are popular with older generations, who also
actively play and spend money on videogames.

Conclusions. Video games are an important
part of the modern digital economy. The market
size was estimated at approximately $300 billion

in 2024, with an average annual growth rate
(CAGR) of about 12%. The number of video
games and game companies is growing every
year. The number of players in the world and the
share of the world's population that plays games
is also growing. Over the past 10 years, it has
increased from 28% to 41%, although the growth
rate of this share has slowed in recent years.
This increase follows a stable linear trend with
high determination coefficient R? = 0.993.

One of the trends is the continued growth of
the share of mobile games in the structure of the
entire market: by 2022 they accounted for 55%
of the total volume of the video game market.
At the same time, average revenue per user
(ARPU) is growing in an unstable way and there
is no significant correlation between ARPU and
global player growth rate. This indicates that
mostly new users are coming from developing
markets with lower purchasing power.

Another trend is the popularization of video
games among different age categories and
the reduction of gender inequality. The number
of female gamers among young people is
approaching the number of men. At the same
time, the share of gamers in the 40+ category is
significant and continues to remain stable.

The dynamics of the video game market
confirm the thesis that this industry is attractive
to new users of different ages, genders, social
status and nationality. At the same time, the
stability of economic indicators speaks of the
investment attractiveness of the business in
the era of rapid development of the digital
economy.
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