
gamescom
25.08. - 27.08.2021
www.gamescom.global

Press release

No. 14 / August 2021, Cologne
#gamescom2021

gamescom 2021: Digital success lays foundation
for coming years

13 million live viewers across entire streaming offering, up 30
percent over 2020 +++ gamescom: Opening Night Live with rise in
live viewers of over 30 percent to 5.8 million with again around 2
million simultaneous viewers +++ Number of co-streams for
gamescom: Opening Night Live increases by around 25 percent to
1,500 +++ Reach of gamescom: Awesome Indies more than doubled
+++ gamescom 2021 followed in more than 180 countries +++
gamescom EPIX and Indie Arena Booth Online encourage community
participation +++ gamescom Steam festival draws over 1 million
visitors, an increase of 40 percent over 2020

Your contact:

Franz Peter Mann
Tel.

+49 221 821-2528
Fax

+49 221 821-3544
e-mail

F.Mann@koelnmesse.de

Koelnmesse GmbH
Messeplatz 1
50679 Köln
P.O. Box 21 07 60
50532 Köln
Germany
Tel. +49 221 821-0
Fax +49 221 821-2574
www.koelnmesse.com

Executive Board:
Gerald Böse (President and Chief
Executive Officer)
Oliver Frese
Herbert Marner

Chairwoman of the Supervisory
Board:
Mayor of the City of Cologne
Henriette Reker

Headquarters and place of
jurisdiction:
Cologne
District Court Cologne, HRB 952

On August 25, 2021, gamescom went 100 percent digital for the second time in a
row. The world's largest event for computer and video games built on the successes
of 2020 and was able to convince the community and partners in terms of both
quality and quantity. The comprehensive further development of the program, the
shows, and the gamescom now content hub bore noticeable fruit: in 2021, more
than 13 million live viewers watched the entire gamescom 2021 streaming program,
30 percent more than in the previous year. As was the case last year, the total
number of views will again increase to a multiple of this figure in the coming days,
as many fans continue to watch the content after the live broadcast. In 2021, the
community was very active due to new formats: together, fans solved all 30 quests
as part of gamescom EPIX, so that the numerous prizes in the gamescom VAULT
could be distributed to tens of thousands of fans. In the interactive game of the
Indie Arena Booth Online (IAB Online), 15,000 players took part, 500 of whom spent
an extra-long amount of time in the "Summer Camp of Doom" and reached max level
50. In addition, the community donated a total of almost 7,000 euros to the
gamescom forest, allowing the forest to continue to grow as a climate project. The
games presented as part of gamescom 2021 met with particularly great interest
from the community: This year, over one million fans visited the gamescom festival
on Steam organized for the event. This represents an increase of 43 percent
compared to the previous year. There, for example, fans were able to try out
numerous games as demos.

Felix Falk, Managing Director of games - Association of the German Games Industry:
"gamescom 2021 has relied entirely on the power of the community. Whether co-
streaming gamescom: Opening Night Live, joint quests at gamescom EPIX or even
our fundraising campaign for the gamescom forest: the many shows, campaigns and
the central content hub gamescom now were used millions of times by the
community worldwide. In addition, we created a particularly large number of
interaction opportunities this year in order to create the incomparable atmosphere
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of gamescom digitally as well. I am very pleased that gamescom 2021 with its many
further developments was so well received. This makes it a great success for us and
all the partners involved."

Oliver Frese, Managing Director and COO of Koelnmesse: "I am really thrilled how
well our digital offering has been received by the community worldwide again this
year. A lot of heart and soul has gone into the further development of our shows, our
content hub gamescom now and our cooperations from the entire team and the
many partners - and it has paid off. The numbers speak for themselves and we have
definitely defended our pole position as a global digital event. This puts us in the
best possible position to bring the community and the industry together even more
successfully next year with a hybrid gamescom 2022, both on-site in Cologne and
online."

Even more reach for AAA and indie games 

The gamescom shows, which were very well received by the community in 2020,
were optimized again for gamescom 2021. This year, more than 13 million live
viewers watched the entire gamescom 2021 streaming program, 30 percent more
than in the previous year. 5.8 million people tuned in to this year’s opening show
gamescom: Opening Night Live (ONL), an increase of more than 30 percent
compared to the previous year. At its peak, around 2 million viewers were again
watching the show at the same time. This makes it once again one of the most
successful gaming shows of the year worldwide. The show also impressed in terms of
quality: High-quality trailers for AAA blockbusters alternated with longer gameplay
sessions and in-depth interviews with studio guests. Thus, there was news about
more than 30 hotly anticipated titles. This also convinced co-streamers all over the
world, who rebroadcast the show on their channels and in some cases also
commented on it: in 2021, gamescom: Opening Night Live was simultaneously
rebroadcast in over 1,500 co-streams in a wide variety of languages. This represents
an increase of 25 percent compared to the previous year.

Launched in 2020, the gamescom: Awesome Indies format grew enormously in reach,
hitting 500.000 live viewers this year, therefore more than doubling its audience. A
clear sign that the mix of exciting indie reveals has gone down very well with the
community. Together with the Indie Arena Booth Online and the strong growth at the
Steam Festival, gamescom was thus able to further expand its position as a top
international event for independent developers.

Digital format once again very international 

Like in 2020, digital gamescom 2021 once again drew fans from over 180 countries
on the gamescom now content hub. This year’s partners also had a strong
international background – the foreign share came to 75 percent, representing an
increase of 5 percentage points compared to 2020. At devcom, trade visitors from 87
countries attended the numerous workshops, panels, events and matchmaking
sessions – in 2020, the number of countries was only 68.

New community feeling and gamification
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2021, was to involve and activate the community even more before and during the
event as well as heightening the anticipation for it. Together, fans solved all 30
quests as part of gamescom EPIX, so that the numerous prizes in the gamescom
VAULT could be distributed to tens of thousands of fans. This strong participation by
fans and partners shows the campaign’s big success in its first year.

In the virtual, interactive multiplayer game of IAB Online, fans could explore the
lovingly designed world with their own avatar and get to know the numerous
featured games from a total of 255 indie developers. A total of 15,000 players took
part, 500 of whom spent an extra-long amount of time in the "Summer Camp of
Doom" and reached max level 50.

Strong online program for trade audience

As Europe's leading conference on the potential of computer games in a digitalized
world, the gamescom congress was once again held purely digitally. Across 35
program points, 56 experts, exactly as many women as men, discussed the potential
of computer games for society and business. The impressive number of spectators
shows how great the interest was: A total of around 118,000 people followed the
extensive program over the two days of the congress, more than ever before. This
enormous number of viewers could be achieved not least because of the support of
Twitch as a partner of gamescom. Many of the presentations and discussions can still
be watched on gamescom now.

The devcom Developer Conference 2021 was also another great digital success and
once again brought together over 2,000 trade visitors from as many as 87 countries
for the first time. In total, more than 250 speakers offered exciting talks, panels and
fireside chats, which is around 50 percent more content than last year. The
conference's diverse program also offered over 55 hours of live streaming on Twitch
and was watched by around 200,000 people.

gamescom 2022 will take place in Cologne and online from August 24 to 28.

About gamescom
gamescom is the world's largest event for computer and video games and Europe's
largest business platform for the games industry. In 2021, gamescom was held
exclusively digitally from Wednesday, August 25 to Friday, August 27, 2021. On-site
events in Cologne did not take place this year. gamescom is jointly organized by
Koelnmesse and game - Verband der deutschen Games-Branche e.V..

Koelnmesse – industry trade fairs for the gaming sector: Koelnmesse is an
international leader in organising trade fairs in the gaming and entertainment
segments. Hosted at the trade fair grounds in Cologne/Germany, gamescom is the
world’s largest event for computer and video games and Europe’s largest business
platform for the games industry. gamescom brings together passionate gamers,
trade visitors and exhibitors from across the world with a highly effective approach –
in person at the venue and digitally from anywhere in the world. This makes

https://www.gamescom.global/the-gamescom/industry-sectors
https://www.gamescom.global/the-gamescom/industry-sectors
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gamescom the premier B2C, B2B and B2G gaming event. In addition to the event at
its Cologne headquarters, Koelnmesse is strategically expanding its portfolio
internationally: In Singapore, gamescom asia provides an additional powerful
industry platform for the rapidly growing Asia-Pacific games market, bringing
together the full spectrum of supply and demand.
Further information: https://www.gamescom.global/the-gamescom/industry-sectors
Note for editorial offices: 
gamescom photos are available in our image database on the Internet at
www.gamescom.global/imagedatabase
Press information is available at: www.gamescom.global/pressinformation

If you reprint this document, please send us a sample copy.

gamescom on Facebook: 
https://www.facebook.com/gamescom.cologne

gamescom on twitter:
https://twitter.com/gamescom

gamescom on Instagram:
https://www.instagram.com/gamescom/
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