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executive summary

« gamescom reinforces ifs stafus as the world’s biggest leading event for the
global gaming community (B2C and B2B), showcasing impressive
achievements across all key performance areas, particularly in its infernational
reach.

 Industry professionals, media outlets, creators, and the glolbal gaming community
gathered at gamescom 2024, solidifying its role as leading international
business platform.The event featured a record number of exhibitors, highlighting
its continued growth and global relevance.

« The digital reach of gamescom surpassed previous records, reaching a new all-
tfime high.This reflects gamescom's confinued evolution as a hybrid event, with
strong growth across all key performance metrics.



@ gamescom

exhibition and visitors

--------------------------------------------------------------------
O

335, 000 visitors from

1 22 countries overall
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media representatives and
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More than 32, 000 trade

visitors
50% international share
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More than 40,000 games

industry professionals within the

gamescom biz app
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1,462 cxnivitors
71 % infernational
64 countries
230,000 sgm
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80, 000 gamescom city

festival visitors during 2 days at

3 stages
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Time period: 21.08. - 25.08. 2024
Source: Koelnmesse internal systems
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Digital reach saw a remarkable global growth in 2024.

Streams
Video on Demand (VoD) Views
hours watched: vs. 2023
number total: vs. 2023
channels total: vs. 2023
vs. 2023
vs. 2022 . )
people engaged on social with
gamescom contfent.
SR .L ST o . N ) . Time period: 19.08 - 01.09.2024

° . Source: Level-Up Analytics (www.levelup-analytics.com)



http://www.levelup-analytics.com/

@ gamescom

gamescom.global
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/" KPls 2024 . Increase vs. 2023

Unique Users 1,660,000 + 32%
Sessions 2,970,000  + 14%

. Page Views 11,170,000 + 53%
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44°/o of the overall unique users
come from abroad.

Top countries in terms of

international fraffic:
usa 18%. uk 9%. Netherlands 7 Y%

and France 5°/o

Time period: 01.08 - 31.08.2024
Source: Google Analytics 4
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gamescom social media
The gamescom TikTok channel

Follower growth*
: had 809,550 views in total

+19% followers and an engagement rate of

1.64%.
+22.2% followers E
+33.5% followers ................................................................................... ‘

The gamescom Instagram
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R8RSR AR ‘ channel had
' . . 9.26 million impressions
1.41 million followers on gamescom in total and an
: : o
social media channels (+8.5%) : engagement rafe of 1.43%.
. . e . .o Time period: 20.08.-25.08.2024
*end of gamescom 2023 vs. end of gamescom 2024

. : Source: Sprinklr with APl connections to platforms
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media & creators
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f Reach
Online reach
International
. percentage

: Increase vs.

: 2023

3 Clippings
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Media results

31.7 billions

92%
67%

2.3%

. share

Q Officially
accredited

journalists
Number 2,279
Countries 5]

International 7 63

27 USA
34 South Korea

29 China
12 Japan

.
.,
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accredited
creators !

1.780 |
36

250

+33% vs.2023 +15% vs.2023
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Time period: 20.-26.08.2024
Source: Landau Media & Koelnmesse internal system
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gamescom VoD views & streams

Strong gamescom ONL content had a massive impact on views.

Video on Demand (VoD) Views Stream hours watched
(in million) 547 (in million)

432

2021 2022 2023 2024
79 60 56 Total number of Total number of
streams streaming channels

5,000

Y . 11,000
2019 2020 2021 2022 2023 2024

o 2023 2024 2023 2024

Time period: 19.08 - 01.09.2024
Source: LevellUp Analytics (www.levelup-analytics.com)



http://www.levelup-analytics.com/
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gamescom Opening Night Live
KPIs in detail

PCCVs* in million VoD views Co-stream Live audience
in million numbers in total in Cologne
1.6
2,900
2,300
43.9 5,000
1,600
1,200 1,200
20 2,200 2.300
2020 2021 2022 2023 2024 2021 2022 2023 2024 2020 2021 2022 2023 2024 2022 2023 2024
* synchronized, without China
° . . ) Time period: 19.08 - 01.09.2024

Source: Koelnmesse internal systems, Level-Up

. - Analytics (www.levelup-analytics.com)


http://www.levelup-analytics.com/
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gamescom epix

If you start playing, you can't quit:
The epix retention rate rose to almost 100% in 2024!
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epix users E:Pc:ge views Solved quests h
- 2023 126,000 | : 2023 2.5 million | | 2023 185,000
. 2024 186,000 | 2024 2.7 million | i 2024 193,000
+ 68% + 8% + 4%
] Redeemed rewards Retention rate
2023 32,400 | | 2023 80%

..............................................................................................................................................................

+ 172% + 12.3%

oo I . : . . Time period: 01.08 - 31.08.2024
R . . . e . . Source: Google Analytics 4



@ gamescom

gamescom steam event

Exclusive promotion of exhibited games on our gamescom steam
event page

-----------------------------------------------------------------------------------------------------------------------------------------------------------------------------
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' Impressions Participating games

0 10.87 million | 003 367
. 2024 27.97 million | 2024 407

. *
g S o -
---------------------------------------------------------------------------------------------------------------------------------------------------------------------------

.. . . e e . Time period: 19.08 - 01.09.2024
................. . . . oe . Source: Steam
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“15 Years later, gamescom is going as strong as ever”
Game Rant | USA | Link

"Traveling to Germany is ‘worth the cost’ for Japan’s indie studios”

the japan times | Japan | Link

"Bandai Namco Europe-Boss Muller: We need gamescom”

GamesWirtschaft | Germany | Link

“It's fun just fo watch! A collection of booths of overwhelming
quality”

This Is Game | South Korea | Link

"Why gamescom dominates where E3 failed”
Kotaku | USA | Link


https://www.gameswirtschaft.de/wirtschaft/bandai-namco-arnaud-muller-gamescom-2024-020924/
https://www.japantimes.co.jp/life/2024/09/07/digital/gamescom-germany-japan-indie-studios
https://kotaku.com/gamescom-2024-e3-microsoft-gaming-show-1851638178
https://gamerant.com/gamescom-2024-15-anniversary/
https://thisisgame.com/webzine/gameevent/nboard/230/?page=3&n=194410
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See you at
g amescom 2 0 2 5 ) gamescom

THE HEART OF|GAMING RN
20 - 24 August 2025 e e\
gamescom Opening Night Live: 19 August T Ia—

game ‘. 100

The German Games

Industry Association ) oo koel.nmesse
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