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Source: Company Filings, Media Reports & Trade Journals



Video Games



1989

2021



Atari

Nintendo



Source: Unity Gaming Report 2022



Youtube Channel Dedicated to Game Development



Playing Hard

• Shows the details of the 
Game Development 
process


• Resources & Timelines for 
game development


• Business challenges & 
cost of delay


• Technology & 
Development Team 
dynamics

Making of For Honor



Why Video Games?









Ready Player One
Dir: Steven Spielberg

• Good depiction of Virtual 
Reality based World


• User behaviour in-game & 
IRL


• Shows the metaverse 
concept end to end



Hardware



Source: Unity Gaming Report 2022



Console Wars
Sega vs Nintendo

• Sega vs Nintendo after the 
1980’s slump in the 
Console Industry


• Strategy to dominate 
home entertainment & 
cornering the Game 
Development Talent



High Score

• Traces the back stories of 
Atari, Sega, Nintendo


• Shows the origins some of 
the iconic video games & 


• The origins of some of the 
big game publishers


• Just about traces the 
dawn of PC Gaming

History of Classic 
Video Games



Power On
The story of XBOX

• Detailed history of the 
origins of the Xbox 
Gaming Console


• Challenges in creating a 
successful hardware & 
software platform


• Creating the ecosystem 
while competing with Sony


• Building an enviable game 
library



Compute

Source: Counterpoint Research



Networking

Home 
Broadband

4G Enabled 
Devices

Fiber To 
Home

High Speed 
Mobile Internet

South Korea 
Gaming Culture



Fiber

• History of Fiber Optic 
network investments


• Successful case studies of 
S Korea & other countries


• Importance of Fiber to 
Home technology


• Downstream benefits in 
content consumption & 
education

The Coming Tech 
Revolution



Virtual Platforms Sandbox 
(Games)

Decentraland

Second Life

JP Morgan 
on Metaverse



Interchange - Tools & Standards



• Architecture


• Product Design & Visualisation


• Simulation


• Animation & Film / TV Production using LED Walls


• Broadcasting & Live Events


• XR (AR / VR / MR)

Applications outside Gaming
Interchange - Tools & Standards







The Mandalorian

• Extensive use of LED 
Video Walls to create in 
camera backdrops on the 
fly


• Evolution of Tech from 
Unreal Engine to Helios by 
ILM


• Speed of production 
without sacrificing the 
attention to detail



• One time purchase


• In-app Purchase


• Advertising


• Subscriptions


• In-game currency


• DLC, Season Pass & Loot Box


• Credit Cards / Wallets / Coupons on App Stores


• Digital Currencies & Player to Player Marketplaces

How do games make money?
Payment



• Characters, Maps, Collectible Items, etc


• Character attributes (Skins, Mods, Styles)


• Modify in-game assets (upgrade tools used in the game)


• Level-up skills


• Hire free lance developers to create in-game assets

Created content for the game
Content Services & Assets







Free to Play
Dota 2 Tournament

• Documentary about “The 
International”


• 2021 Prize Pool was $40 
Million


• Players compete in round 
robin format to play Valve 
Corporation’s MOBA game 
- Dota 2



*2.6 Billion MAU140 Million MAU



Games Films













Consolidation - $120 Bn 
10 Years



Source: Counterpoint Research



• “Spiritual Opium”


• Social Distancing / Virtual > Real


• Affordability


• Time (vs Other Entertainment Options)


• Content Creation Cost


• Content business is cyclical


• Acquisitions are getting expensive

Not a one-sided secular trend
Concerns



Fantasy Sports? …. to be continued



Thank You


