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IGA Worldwide is the global leader in

helping
brands and publishers to understand and
exploit these new, rich and diverse
opportunities.

Its proprietary ad serving software, Radial,
enables IGAto

across a wide range of games, territories
and channels and to be measured for

guaranteed ROI.

H'Iﬂ" WASTE ﬁﬂﬂﬂ TECHNOLOGY
ON SCIENCE AND MEDICINE?

IGA represents
al | maj or gamegamep u b |
advertising and sponsorship rights across
PC, MAC and PS3 platforms.
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2008 2009 2010 2011 2008 2009 2010 2011 2008 2009 2010 2011

France 1,390 2,380 3,250 3,800 2,800 4,110 4,940 5,350 720 830 900 930
Germany 960 1,650 2,250 2,640 1,790 2,590 3,100 3,350 520 590 630 650
Benelux 510 830 1,110 1,290 830 1,170 1,400 1,500 300 340 370 390
Spain 1,100 1,890 2,590 3,040 1,150 1,670 2,000 2,160 310 360 390 400
Nordic 540 910 1,240 1,450 590 860 1,030 1,110 370 430 470 490
UK 2,300 3,930 5,360 6,280 4,440 6,500 7,810 8,450 2,350 2,730 2,970 3,060
Source: I ntol Dev Group Q1 2008
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The Dutch market is dominated by console games,
but online games are growing rapidly. The market
will grow by 11% compounded annually from
$629M in 2007 to $1.1B in 2012.

Source: PWC
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10 days ago
7 days ago

3 days ago
2 days ago
1 day ago

Today

Saw a video advert, then replayed it
Saw a sponsored, live event
Watched TV, saw ad 3 times

Played a game, engaged with advert 10 times
over an hour

Saw a print advert in the newspaper

Went to a store or on-line and bought the
product

How do you account for the conversion?

All these touchpoints are important, and an in-game presence is an
important part of the mix when game content and advertising
context is well matched.
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Marketing and content i brands need to entertain

Mass market entertainment staple

Gamers are I mmersed and connect e
Inventive artwork furthers that connection

Desirable values 7 fun, innovation, dynamic, social

Site sticky-ness

Opportunities are exploding with technology improvements




(’) IGA Who we work with: Brands

e IF . .Moblle.

m swatches

THIRE

O BoStkemar .
orange”

NOKIA
Re d BU“ F]Wl Connecting People
Reebok S~ ERCITIMR
X a STIMULATION )
BUING
“tal) DISCovery @ Qﬁ'ﬂ/
L_’l ntel TEXACO %

®Tovota ME- pumA®


http://www.brandsoftheworld.com/download/brand/197548.html
http://www.brandsoftheworld.com/download/brand/14382.html
http://www.brandsoftheworld.com/download/brand/3375.html
http://www.brandsoftheworld.com/download/brand/3428.html
http://www.brandsoftheworld.com/download/brand/1663.html

