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Q.t ) Case study(Answer all five questions)

Gaming industry is tl.re economic sector involved in developnrent,

rnarkeiing and Monetizatiorr of Games. Gaming industry in Inclia

is valLredlt 60 billion in 2019 ancl is expected,l0 to reach 1,vo 50

. [iittion in2024. The gaming industry i5 growing in Irrdia with a

' ,.,y high rate becauie India has a highest world largest youtl,

popututi-onandembracingthenervgenerationinternetind'igital
spotts una entertainment. More than 60% of gamer in India or

below the age of 24 mobile gaming is also grorving very-fast in

India due to offered ability of smart phones. india is one ofthe tops

of gaming'market in the rvorld by number of users' PUBG mobile

is the most popular game in India' in 2020 India became PUBG

market in the world and the only reason behind this is India has

the largest youthpopulation by 2020 gaming will become 20 times

more Jnloyable itayer our most active and are willing to spend

about 4i Uillion on gaming platform. According to the expert till
2A22,thisitrdustry will audios around $196 billion of revenue and

in h.rdia it will reach approximately $405 million by 2a22 gamers

in I.dia will reach up io 628 million in 2020 with over 40% of
gamers are spending more than ours playing ' The gaming^industry

i-r growing with 14% CARG the reason for growth of gaming

industry in tndia and worldwide or India has the world,s largest

youth iopulation and games are mostly played by youth in the

lSworld.i second largest hrternet population is the second o-ig
I 

opportunrty for gu*iog industry in India there are big gaming

cerrtre in India such as Microsoft's, Disney sent & Digital

chocolate the growth of every industry is measured by revenue

generated
1) iince the value of gaming industry in20l9 &2024?
2) What is percentage of you game in India and its age?

3) Which game was most popular in India in2020'l
4) What is the value of revenue industry in2020?
s) State the reason for measuring growth?

Q.2 a) Discttss in detail history of Shivsena
b) Elaborate the profile of Mr. Narendra Modi
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\.\/rite ar.rcl exlllanator\',roles otl e-\vaste in India

Analyse the inrpact o1'5G spectrLrrn in L.rctia

I-ist dorvn different ministries of government of India
Evaluate the role of Enfolcenrent Directorate

OR
Assess the role of Honre Ministry in India
Forn.rulate the strategy to stop comnunal in JK violence

Illustrate Role of Political Leaders of J&K
Snmmer Cleanliness drive of project Ganga

OR
Write an expianatory note on Security Council
Evaluate the role of United Nation.
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Q.s) Write Short Note on (Any three)
a) Digital gaming industry
b) Mobile app used by journalist
c) Use of mobile app in content creation
d) Growth of India digital games
e) Augment reality
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