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Global revenue by platform

As Of 2025F

2025 Total

$197Bn

+/.5% YoY
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Console

$45Bn

+4.29% YoY

PC
$43Bn

+10.49% YoY

Mobile

$108Bn

+/.7% YoY
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Playing by Appointment

Das ist ein zeitlich begrenztes Angebobt!
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Playing by Appointment




Daily Rewards
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Daily Rewards
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Habitualization
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Infinite Treadmill




Endless scroll
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Lootboxes




Intermittent reward




Influencers
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State of research (excerpt)

Zendle & Cairns (2019): Correlation with problem gambling

Li et al. (2019): Correlation with problematic gaming and gambling

Kristiansen & Severin (2020): Correlation with problem gambling

Larche et al. (2021): Loot boxes generate physiological rewards similar to gambling
Gonzalez-Cabrera (2022): Longitudinal study; correlation with gambling

Griffiths et al. (2022): Meta-study; correlation with gambling

Mduller et al. (2025): see above

Xiao & Park (2025): Compliance with legal regulation is better than with self-regulation
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Total

Female
Male

10-12 years
13-14 years
15-16 years
17-19 years

How much money have you spent on in-game
purchases in the last 12 months? (n=818)
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Concentration of spending
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Distribution of cumulative spending on in-game purchases over the past 12 months;
n = 818 (adolescents who made in-game purchases in the past 12 months)



Heavy spenders ("whales")

- Predominantly male (82%)
- FIFA (EA FC), CSGOZ2, Valorant and Genshin Impact stand out

- Significantly higher prevalence of Gaming Disorder (9.4% vs. 1.8%)



Heavy users in SM

Celik & Gracia (2026): Negative associations are stronger for adolescents from low-
socioeconomic-status families than for those from high-SES families

Fassi et al. (2024): Systematic review; association between social media use and
anxiety and depression

Ahmed et al. (2024). Systematic review, associations between social media use,
problematic use, mental health problems, and sleep difficulties

Suhag et al. (2024): Links to body dissatisfaction and eating-disorder symptoms
Young et al. (2024): Associations with higher rates of depression
Agyapong-Opoku et al. (2025): Scoping Review; links to depression and anxiety

Cabezas-Klinger et al. (2025): Systematic Review,;associations to different mental
health disorders






Policy recommendations



Policy recommendations

Self-regulation by the industry (e.g. PEGI, USK, IARC) is ineffective (Xiao &
Park 2025)

Increase the inhibition threshold and decrease event frequency:

- Implement a cooldown period after a certain scrolling time; after a video;
after a purchase

- Require platforms to explain why specific content is being recommended

- Provide data
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