volucion del negocio generado por los videojuegos
(en miles de millones)

and Pong

highest-grossing

game for the third year in a row ’

Oversaturation of low quality
games crashes the indust
fall over 903

1989
Nintendo launches
the Game Boy

o
revenue in 2023

1991-94

Street Fighter Il and
Mortal Kombat Ii are
released, w essional

Among Us becomes a pandemic
phenomenon as lockdowns push
game revenues higher

Games like Genshin Impact refine

the formula of free-to-play with
microtransactions

2011-13 2016
Launch of

the first VR

headset of

the modern

era, the

Oculus Rift

The iPhone

maobile games

Console

o
N
P

$101B
in 2022

¢ pass system




v FORTNITE: 9000 MILL € 2018 Y 2019
v ROBLOX: 29,500 MILL $ (valor de la compafiia en 2020)
v MINECRAFT: 1,100 MILL $ (generados en 2020)

il LES INTERESA GENERAR Y MANTENER USUARIOS !

¢COMO SE GENERAN LOS

NGRESOS ECONOMICOS:




¥ MODELO FREEMIUM:

X Eliminacion de publi

X Versiones mejoradas, premiums o anticipadas,
suscripciones o membresia)

X Estrategias de consecucion de ayudas/evitacion de problemas




X ABSTRACCION DEL DINERO:

X MONEDAS PROPIAS:

V-BUCKS/PAVOS:
XROBUX:
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