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The wor resence is increasingly
wzdesprea | udiences (mainly, but not
exclusively), has led to a new generation of online video

games deszgned to cater for our new socialisation needs.
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ARE VIDEO GAMES THE NEW DISCOTHEQUES?

THE GREAT STRATEGIC TAKEQUT

3

Once again, the "mainstreaming” of a niche product has
led to a profound transformation, in this case affecting
social relations and how we connect emotionally. It opens
up new opportunities for companies and brands beyond
competition sponsorship or product placement.
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ARE VIDEO GAMES THE NEW DISCOTHEQUES?

WHY SHOULD | READ THIS?

To understand the new generations, it is necessary to
understand how they relate to each other and what
they expect from brands in this regard.

29/04/2021- CARLOS RODRIGUEZ


https://www.thehunterprojects.com/en/the-catch/
https://www.thehunterprojects.com/en/

the hunter

ARE VIDEO GAMES THE NEW DISCOTHEQUES?

WHAT ARE WE TALKING ABOUT?

The expansion and standardisation of the videogame However, the most visible eftect of this phenomenon is related
world has undergone a radical transformation in recent to the appearance and subsequent expansion of the multi-
years: digitalisation and the development of player online video game. This category is not unknown to
communication technologies have brought great the wider audience. There have been multi-player online
changes at the channel level. We have thus witnessed games since the internet became available: Counter-Strike,
the emergence of DTC models produced by the large Devil and World of Warcratt are among the best known.
gaming platforms (Nintendo, PlayStation), which have Taking a look at the narrative content and form of discourse,
begun to compete directly with the traditional sales we can get an idea of the type of audience they were aimed at
channel. This has had far-reaching eftects on (more specialised and predominantly masculine).

consumption patterns. On the one hand, traditional
(physical) formats are losing ground; on the other hand,
purchasing habits are being redefined. And the
relationship between users and videogames is changing,
for example, the user's experience of a single video game
is multiplied by seasonal variations, expansion packs,
special events, new content, etc.
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ARE VIDEO GAMES THE NEW DISCOTHEQUES?

WHAT ARE WE TALKING ABOUT?

What has happened with the multi-player online video But, thanks to multi-player online videogames, the need for
game in recent years is difterent: we are seeing a new socialisation in the world of gaming goes further. Apart from
generation of titles that do not only target traditional obvious options (such as FIFA), in recent years we have seen
(specialist/geek) audiences. In contrast to Counter-Strike titles designed for a large majority that are having a

we have Fortnite, a video game that aims to use the significant impact, especially on the way we form

codes of the category to become part of the social fabric relationships or how we have fun. This is the case of Fall

and to address a much wider potential audience. We can Guys, which, from its value proposition to its visual imagery,
see this in the online concerts oftered by J Balvin and has proved able to attract a broad non-specialised audience.
Travis Scott, which both achieved millions of visits. And, above all, Among Us, a viral success for the Z

Travis Scott's registered 27.7 million unique players. But generation, whose simplicity and retro style provide an almost
it doesn't stop there: Fortnite creates unique events at perfect substitute for discotheques in a time of pandemic.

regular intervals, such as working with Marvel to
promote Avengers: Endgame, which included a unique
play mode.
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ARE VIDEO GAMES THE NEW DISCOTHEQUES?

LINKS AND WHAT TO FOCUS ON

https://wwwyoutube.com/watch?v=IEV60bSjUlg

https://www.youtube.com/watch?v=TO4FQZoscVM
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WHY YOU SHOULD BE INTERESTED

Because to connect with new
audiences, it is key to understand
how they relate to each other.

WHERE DO | IMPLEMENT IT?

In the generation of content,
in RTM, in the development
of events, etc.

WHAT TENSION DOES IT RELIEVE?

The possibility of using video

games widely for socialisation

and entertainment.

ARE VIDEO GAMES THE NEW DISCOTHEQUES?

HOW DO | IMPLEMENT IT?

Understanding the medium
and the specific
characteristics of the gaming
world: language, visual codes,

etc.

FROM A STRATEGIC PERSPECTIVE:

We need to understand what
our target audience is like to
identity the best way to
approach them and "be part"
of their universe.

the hunter

HOW INNOVATIVE IS IT?

It is innovative insofar as new
titles aspire to a broader, more
central role in our

socialisation.

WHO MIGHT BE INTERESTED?

Brands experiencing difficulty
connecting with the Z
generation (because of issues
intrinsic to the category or the
brand's specific DNA).
Categories in which socialisation
has special weight in deep needs.

KEY CONCEPTS:

Young people, generation Z,
socialisation.
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| WANT IT FOR MY COMPANY/BRAND. WHAT DO | NEED TO KNOW?

the hunter

WHO IS USING IT ALREADY? THINGS TO KEEP IN MIND: HOW DO | GET A CLEARER IDEA?
Many sectors and industries, Although the ways we relate By enjoying the demos of
such as entertainment. to each other change, the these video games.

essence of socialisation is
always the same. By tollowing gameplays or

known gamer channels on
YouTube or Twitch.

HOW DO | SHARE IT WITH MY
NETWORK?

"To succeed, we must
understand how young
generations relate to each
other and socialise, and act
accordingly without giving a
value judgment.”
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I'M INTERESTED IN IT FOR MY BRAND. TELL ME MORE!

This content comes from The Hunter's strategic
inspiration tank. If you would like to know how over 15
years of research and mapping enable us to make
strategic recommendations that are innovative and
culturally relevant, please get in touch with us.

| WANT TO KNOW MORE
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Strategic Inspiration

The Catch is The Hunter's strategic think tank, via which the
inspiration needed to take the best strategic decisions is shared in
the form of resources, content and original ideas, which can be
understood easily and applied immediately.

All rights reserved. The intellectual property of the texts in this document and their reproduction belongs to The Hunter Projects S.L. The reproduction, for non-commercial purposes, of the texts in this

document is allowed, provided that the integrity of the text is respected and the source and URL are explicitly quoted: “The Hunter Projects website _http://thehunterprojects.com”

The images or texts in this document cannot be reproduced in full or in part without prior authorization from The Hunter Projects S.L. Contact: rita.eliasson@thehunterprojects.com
The reproduction and public distribution of this content for commercial purposes, in any medium and by any technical means, without the explicit permission of The Hunter Projects S.L., are specifically

forbidden.

Any act of exploitation, dissemination, and/or public communication, as well as any direct or indirect, lucrative, and/or commercial use, of the contents that comprise this document, is explicitly forbidden
without the explicit prior written authorization from The Hunter Projects S.L.


https://www.thehunterprojects.com/en/
https://www.thehunterprojects.com/en/the-catch/
http://thehunterprojects.com
mailto:barcelona@thehunterprojects.com

