
Year 10 GCSE Media Studies Term One
Knowledge Organisers
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Context of Gaming industry 
The global videogame industry has been growing since the 
early days of Atari home entertainment in the 1980s
•Based on a 2015 economic forecast videogame sales are 
expected to reach $90 billion by 2020
•In 2014, it was calculated there were 1.8 billion gamers in 
the world - 25% of the global population.
•This challenges the stereotype of gamers as young geeky 
men. In 2018 in the USA, 28% of gamers were under 18, 
but 23% were over 50 years old.
•There was a 66/44% male/female gender split. 
•One of the things that have made Fortnite so popular is the 
ability to access the game from consoles, PCs, laptops, 
smartphones or tablets
•The game can be played at home, or on the move, on a tiny 
screen or a video projector. This is a good example of 
technological convergence.

GAME PLAY
• Epic Games use an operating system called Unreal Engine to develop Fortnite. and  encourage 

their audience to use it to develop their own games
• Unreal Engine has also been used by professional game developers to create titles like 

Batman: Arkham City and Infinity Blade. 
• Fortnite is the most viewed game on YouTube, and has also used streaming platforms like 

Twitch (owned by Amazon) to broadcast live competitions. 
• Epic games collaborates with Marvel Studios, there was a special Avengers: Infinity War 

segment and recently a tie-in with Godzilla. 
• Epic Games collabs with non-gaming celebrities such as Drake and basketball star Ben 

Simmons. This helps to promote the game beyond the traditional gaming market.

FUNDING MODELS
• Fortnite is an example of the ‘Games as a Service’ (GaaS) model
• ‘Micro transactions’ where players pay for weapon, costume and game upgrades rather than 

‘grinding through’ the gameplay to score them
• Fortnite, players use V-bucks to purchase these items, and these can be earnt in the game or 

bought using ‘real world’ money. 
• Unusually in Fortnite the upgrades are purely ‘cosmetic’ i.e. they don’t actually affect the 

gameplay
• Fornite offers ‘season passes’ - that play-for-free users can’t access
• Fortnite offers players ‘battle passes’ and then drip-feeds limited edition and exclusive content 

AUDIENCE
• Fortnite uses addictive gameplay, media/technological convergence and marketing
• 78% are male, 22% are female, 53% are 10-25, and 42% are in full time employment. 
• • The unrealistic violence and cartoon style graphics, make it appealing to a younger 

audience. 
• • The rise of ‘eSports’ stars, mainly consumed via streaming platforms like YouTube and Twitch 

has led to players becoming major celebrities. 
• Ninja, the most famous Fortnite player has over 10 million subscribers and earns over half a 

million dollars a month. 
• The use of non-traditional gamer celebrities such as rappers and NBA athletes widen the appeal 

of the game. 
• The popularity of ‘Twitch Girls’ (female streamers like KatyPlaysGames) has also appealed to 

women.
•  Fortnite’s use of ‘seasons’ - with rumours and gossip about future seasons - follows the cable 

TV/ on-line subscription style of long-form TV drama

HISTORICAL CONTEXT and REGULATIONS

• Epic Games was started by Tim Sweeney in 1991, run from his parent’s
      house.
• In 2014, the Guinness Book Of Records named Unreal Engine as the
     ‘most successful videogame engine’ 
• Tencent - a Chinese investment company focused on internet and
      AI development - bought a 42% stake in Epic in 2012 
• In 2012 the PEGI system was incorporated into UK law and The Video Standards Council was 

appointed as the statutory body responsible for the age rating of video
• Fortnite has the PEGI rating of 12 for “frequent scenes of mild violence”
• Players, in groups of 100, are dropped via a flying bus onto a deserted island that is about to 

be hit by a natural disaster.
• The aim of the game is to fight to the death, with the last player standing the winner. Players 

seek out weapons and other materials, but are also able to demolish structures and rebuild 
them into forts, towers etc.
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