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The history of gaming is nearly as old as recorded 
human history itself, with archaeologists having found 
evidence of dice and gaming dating from over 5,000 
years ago. The earliest video games can be dated 
back to the mid-twentieth century, while the 1970s 
saw the first steps in the commercialisation of this  
new industry.

Now, over half a century on from the release of the first 

commercially successful games, gaming has become a mass-

market form of entertainment. The video games industry is 

thus reaching a level of maturity and market significance that 

makes it impossible for equity investors to ignore. 

The state of play 

After decades of steady growth, the total number of 

active gamers was estimated at around 3.3 billion people 

in 2024, set to reach 3.5 billion in 2025 – nearly half the 

global population. This represents a growth of over one 

billion gamers over the last nine years. While these figures 

have certainly been driven by the advent of mobile gaming 

on smartphones, we have also seen the growing ubiquity 

of platforms such as Steam, Switch and PlayStation across 

many households.



LEVELING UP –  GAMING GOING MAINSTREAM 

2

This growth has led to the global video games being worth 

an estimated USD 200 billion, forecast to grow to around 

USD 500 billion by 2030 – 50% bigger than in 2013. Indeed, 

in the US alone, the sector is forecast to enjoy compounded 

annual growth of 12% in the coming years. 

Alongside this, games developers have been successfully 

diversifying income streams through live services, while 

the industry price point for AAA games – those that are 

typically produced with a high budget and distributed via 

major publishers – has now reached over USD 70.

Keystone launches

Several contemporary examples highlight the size and 

importance – and earning power – of the contemporary 

video gaming industry. 

June this year saw the much-anticipated launch of the 

Nintendo Switch 2, with 3.5 million units being sold 

globally in just four days. This compares extremely 

favourably with its predecessor, which shifted around 

2.7 million units in its first month in March 2017. While 

the launch was set to be the highlight of the year in this 

sector, the Switch 2’s success nevertheless surprised 

many analysts with raising their forecasts for software 

sales in the coming years, and thus also their outlook 

for Nintendo itself. Indeed, conservative guidance here 

may leave even more room for expectations to be further 

beaten in the coming years. 

Looking at a purely gaming software company, Take-

Two Interactive – publisher of the acclaimed Grand 

Theft Auto (GTA) franchise is preparing for the next 

installment, GTA VI, scheduled for release in May next 

year. It is anticipated that it will provide the kind of 

industry focal point for 2026 that the release of the 

Switch 2 did for 2025. Anticipation around GTA VI is 

unprecedented for this sector, with the game’s trailer 

reaching 475 million views within the first 24 hours of 

its release. Indeed, the launch of this game – and its 

subsequent fortunes – will likely provide a watershed 

moment in terms of the gaming industry’s ascent to 

mass market maturity. 

Exhibit 1: US video game market, size by device 2020-30 (USD billions)

Source: Boston Consulting Group, 2023
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Promising growth

While tastes and trends in any entertainment or artistic 

industry can be highly fickle, the two examples given 

show the contemporary significance of the sector, 

both in terms of its current earnings power and its 

growing cultural significance. And we believe that 

trends and tailwinds supporting industry growth are 

set to continue unabated for some time. For instance, 

adults that began gaming as children are increasingly 

carrying the pastime with them into adulthood, while 

children are beginning gaming at ever earlier ages. 

These trends bode well for continued future growth 

and equity investors would be wise to continue paying 

close attention to this industry – if they’re not doing so 

already.

Exhibit 2: Starting age for playing games

Source: Boston Consulting Group, 2023
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Securities mentioned in this document are for illustrative purposes only and do not constitute a recommendation or solicitation to buy or sell  any 
particular security. These securities will not necessarily be comprised in the portfolio by the time this document is disclosed or at any other subsequent 
date.

The document is for use by qualified Institutional Investors (or Professional/Sophisticated/Qualified Investors as such term may apply in local 
jurisdictions).

This document or information contained or incorporated in this document have been prepared for informational purposes only without regard to the 
investment objectives, financial situation, or means of any particular person or entity. The details are not to be construed as a recommendation or an 
offer or invitation to trade any securities or collective investment schemes nor should any details form the basis of, or be relied upon in connection with, 
any contract or commitment on the part of any person to proceed with any transaction. 

Any form of publication, duplication, extraction, transmission and passing on of the contents of this document is impermissible and unauthorised. No 
account has been taken of any person’s investment objectives, financial situation or particular needs when preparing this content of this document.  The 
content of this document does not constitute an offer to buy or sell, or a solicitation or incitement of offer to buy or sell, any particular security, strategy, 
investment product or services nor does this constitute investment advice or recommendation. 

The views and opinions expressed in this document or information contained or incorporated in this document, which are subject to change without 
notice, are those of Allianz Global Investors at the time of publication. While we believe that the information is correct at the date of this material, no 
warranty of representation is given to this effect and no responsibility can be accepted by us to any intermediaries or end users for any action taken on 
the basis of this information. Some of the information contained herein including any expression of opinion or forecast has been obtained from or is 
based on sources believed by us to be reliable as at the date it is made, but is not guaranteed and we do not warrant nor do we accept liability as to 
adequacy, accuracy, reliability or completeness of such information.  The information is given on the understanding that any person who acts upon it or 
otherwise changes his or her position in reliance thereon does so entirely at his or her own risk without liability on our part.  There is no guarantee that 
any investment strategies and processes discussed herein will be effective under all market conditions and investors should evaluate their ability to 
invest for a long-term based on their individual risk profile especially during periods of downturn in the market.

Investment involves risks, in particular, risks associated with investment in emerging and less developed markets. Any past performance, prediction, 
projection or forecast is not indicative of future performance.  Investors should not make any assumptions on the future on the basis of performance 
information in this document. The value of an investment and the income from it can fall as well as rise as a result of market and currency fluctuations 
and you may not get back the amount originally invested.

Investing in fixed income instruments (if applicable) may expose investors to various risks, including but not limited to creditworthiness, interest rate, 
liquidity and restricted flexibility risks. Changes to the economic environment and market conditions may affect these risks, resulting in an adverse effect 
to the value of the investment. During periods of rising nominal interest rates, the values of fixed income instruments (including short positions with 
respect to fixed income instruments) are generally expected to decline. Conversely, during periods of declining interest rates, the values are generally 
expected to rise. Liquidity risk may possibly delay or prevent account withdrawals or redemptions. 
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