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Agenda 
 Objective and hypothesis 

 Introduction 

 Literature review  

 Analysis of video games industry and sales 
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Research hypothesis 

 
H1: AI is the main factor that chains the electronic industries together 

and to interface with one of the industries the consumer or the creator 

will inevitably interface with the industry prior to it in the hierarchy. 

 

 

Research question 
Is AI is the Russian doll of all the Electronic industries? 

 

Can AI keep producing more smaller industries and make more job 

opportunities?  

 

What is the next step of AI ? 

 

 

Research objective 
Finding the effect of AI on smaller industries, case of the video games 

industry. 
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What is AI and how it is functioning?  

Theoretical Review 
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AI and the Russian doll or Matryoshka 

Effect 

Hardware to software to AAA Gaming industry to Gatcha and Esports gaming industry 

Hardware industry 

Software industry 

AAA games industry 

Esports 
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Gaming industry map 
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AI creation in Gaming industry to both developer and consumer  

Game Development process 

Gaming process 
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Evolution of games across the years 
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Software 
Microsoft relatively 50% of its income and revenues comes from Microsoft 

office, windows and gaming. As in 2019, the revenues of office products 

reached 7.7B$ while windows reached 4.7B$ and gaming reached 4.2B$ 

Source: Statista,2021 
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Game publishing companies 10 



Game publishing companies revenues in 2017 and 2018 

Source: Newzoo,2019 

Chinese  
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Game developers- Job opportunities  
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Rockstar and GTA V greatest game 

revenue of all time 
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Distributors/Retailers  

Source: sensor Tower, 2021 
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US consumer expenditure on gaming  15 

Gaming Arenas 



Games streaming services 
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Esports and how digitalization and AI made a new 

kind of social and competitive activity 
17 



America & South Korea recognition of 

Esports as any regular sport 
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Egypt and MENA region in Esports 

2015 

2020 

2021 
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Esports revenue and exposure 

Dota 2 holds the highest prize pool of Esports 

history as the competition prize pool reached 

40M+ in 2021 

League of legends on the other side held one of 

the most viewed finals in sports history as the 

final of world championship in 2019 reached 

99M+ views 
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Esports revenue 

Source: Newzoo,2019 
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What is the next step in evolution 
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Conclusion  
 To conclude the idea that in the last three decades, humankind has experienced a 

tremendous advancement in artificial intelligence (AI), which has resulted in the 

creation of new professions and industries, as well as a shift in the trend of traditional 

school jobs to more computer-based jobs.  

 

 The AI is a concept in its name and power many of the industries has been created 

and many markets have an open duo to it and the most special thing about the AI that 

all of the markets that the AI created are connected together and to reach or consume 

from certain market inside of it the consumer will interface with other markets also 

created by it.  

 

 That is like the AI has been like the Russian doll that holds many other smaller dolls 

inside of it as continuing its legacy and creation and by time many more markets will 

open inside of it that is connected to all other markets inside. 

 

 Policy makers are urged to invest in educating student and prepare them to join the 

market and create a Matryoshka Effects and get benefit from this industry 
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