
The State of AI in Gaming Content Creation 2025–2026
The gaming content creator's relationship with AI has reached an inflection point: 86% of creators now
use generative AI tools, yet 85% of gamers hold negative views toward AI-generated content — a
paradox that will define the next era of gaming media. This inaugural report from Two Average Gamers
(TAG) synthesizes data from more than 40 industry surveys, platform reports, and market analyses to map the
collision between rapid AI adoption and deepening audience skepticism. The creator economy in gaming —
valued at $28.6 billion in 2024 and projected to reach $230.4 billion by 2034  — sits at the center of
this tension. What follows is the most comprehensive accounting of how AI is reshaping gaming content
creation, who wins, who loses, and what comes next.

I. The adoption surge: 86% of creators now use AI, but a gap persists

The speed of AI tool adoption among content creators has been staggering. Adobe's Creators' Toolkit Report,
surveying 16,000 creators across eight countries in September 2025,  found that 86% of global
creators use creative generative AI  — with 60% using more than one tool.  A
parallel survey from Artlist (6,500 creators) pegged the number at 87%,  while Wondercraft's study
placed it at 83%, with 38.7% using AI throughout their workflow and 44.2% in selective parts. 

ChatGPT dominates the landscape with 60.4% market share  among generative AI chatbots and
800 million monthly active users.  It has become the most-expensed app by transaction volume in
corporate settings. Microsoft Copilot (14.3%), Google Gemini (13.5%), Perplexity (6.2%),  and
Claude (3.5%)  trail far behind. For gaming content creators specifically, the stack typically includes
ChatGPT for scripting and ideation, CapCut (300 million+ active users)  for video editing,
Midjourney or DALL-E for thumbnail generation, and platform-specific tools like Eklipse or StreamLadder for
clip creation.

The productivity gains are real and measurable. Research from the London School of Economics found AI
saves workers an average of 7.5 hours per week — effectively one full workday.  OpusClip claims to
reduce video editing time by 75%,  and AI video tools have slashed average production costs by 91%,
from $4,500 per minute to approximately $400 per minute.  The AI thumbnail generation market
alone reached $908 million in 2025,  projected to hit $10.2 billion by 2035. Creators using AI-
generated thumbnails report CTR improvements of 20–30%. 

Yet an important age paradox has emerged: only 42% of creators under 25 report using AI throughout their
workflows — well below the cross-age average. Older creators aged 35–54 are actually adopting faster,
challenging the assumption that younger digital natives lead AI adoption.  This may reflect older
creators' greater time pressure and established production workflows that benefit most from automation.
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The gaming creator's AI toolkit in 2025

Gaming creators have assembled a distinct stack that differs from general content creators:

Script and ideation: ChatGPT, Claude, Notion AI, and specialized tools like Subscribr for YouTube
scripts 

Video editing: CapCut (free, dominant among short-form creators), Descript ($24/mo, edit-by-transcript),
 OpusClip (12 million+ users,  valued at $215 million after $50 million in total

funding) 

Clip creation from streams: Eklipse (supports 1,000+ games for AI highlight detection), 
 StreamLadder (500,000+ creators), Sizzle.gg, Medal.tv, and Powder

Thumbnails: Canva Magic Studio, vidIQ,  TubeBuddy, Pikzels, and Midjourney

SEO and analytics: vidIQ (10 million+ users),  TubeBuddy (channels report 14%

average CTR increase from A/B testing),  and Surfer SEO

Voice and TTS: ElevenLabs (market leader, 70+ languages),  Voice.ai, and Murf.ai for gaming
narration

The typical professional gaming creator now spends $50–200 per month on AI tools, with a core stack of
ChatGPT Plus ($20),  a video editor ($16–30), and an analytics platform ($16–99). Enterprise
spending is far higher — average organizational AI spending rose 36% from $62,964 to $85,521 per month in
2025. 

II. Gaming journalism's AI reckoning: scandals, layoffs, and a 25% workforce decline

No sector illustrates AI's disruptive impact on gaming content more starkly than gaming journalism. Between
2022 and mid-2025, the global pool of game journalists declined 25%, with over 1,200 journalists leaving
their positions. The total gaming industry lost approximately 45,000 jobs from 2022 to July 2025, 
with 2024 being the worst year at 14,600 layoffs  — including 1,900 at Microsoft Gaming,

 1,800 at Unity, and 500 at Twitch alone.

The three incidents that defined the crisis

The CNET scandal (January 2023) set the template. CNET had quietly published 77 AI-generated articles
since November 2022, primarily financial explainers. When Futurism broke the story, an internal audit revealed
that 41 of 77 articles (53%) required corrections — including basic mathematical errors in an article about
compound interest.  Plagiarism was also discovered. The fallout was severe: Wikipedia
downgraded CNET's reliability status, and the site's editorial credibility suffered lasting damage.

G/O Media's experiment (June 2023) demonstrated institutional recklessness. Editorial director Merrill Brown
announced AI content tests across Gizmodo, Kotaku, The A.V. Club, and Deadspin  — "mere days
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after the company laid off more than a dozen colleagues." The first AI article, a Star Wars chronological list on
io9, placed the films in the wrong order. Deputy editor James Whitbrook wrote publicly: "I was informed
approximately 10 minutes beforehand… here's my personal comment: lmao, it's fing dogs." G/O Media
subsequently sold nearly all its publications between 2023 and 2025, effectively ceasing operations.

The Glorbo incident (July 2023) became the internet's most effective sting operation against AI content farms.
Reddit user u/kaefer_kriegerin posted fabricated excitement about "Glorbo," a nonexistent World of Warcraft
feature,  explicitly stating: "I just really want some major bot operated news websites to publish an
article about this."  Within two hours, Z League published an AI-generated article credulously
repeating the fiction  — including the line about wanting bots to publish it. Investigation
revealed the site had produced 18,500 "articles" in just two months. WoW producer Kyle Hartline and former
Blizzard devs joined the mockery, and BBC, Ars Technica, and Kotaku covered the story. 

Where publications stand on AI policy

Explicit AI editorial policies remain surprisingly rare. Only about 20% of news organizations globally have
published AI usage guidelines. IGN maintains a reported strict no-AI-content policy  and has joined the
lawsuit against OpenAI over content scraping. PC Gamer, while lacking a formal published policy, maintains a
consistently skeptical editorial stance. Most gaming publications — including Polygon (now owned by Valnet
after staff layoffs),  Kotaku (sold to Keleops Media),  and GameSpot — have no publicly
available AI content policies.

Behind the scenes, however, AI use is widespread. Nearly 3 out of 4 journalists have tried generative AI on the
job.  Common uses include SEO optimization, headline testing, research synthesis, and
social media content generation.  The most concerning pattern is the pivot to "AI editors"
— Gamurs Group hired an AI editor to produce 200–250 articles per week  at roughly $4.20 per
article after laying off 40% of its workforce.  Clickout Media followed the same playbook at The
Escapist and Videogamer in 2025. 

III. YouTube Gaming hits record 8.8 billion hours as AI features reshape creation

YouTube Gaming achieved an all-time record of 8.8 billion hours watched in 2025, a 12% year-over-year
increase  that quadrupled viewership since 2018.  The platform's market share grew
from 17% in 2023 to 24% in Q2 2025,  while Twitch's share fell from 71% to 54% over the
same period.  Roblox led all games with 425 million hours watched (+294% YoY), followed by
League of Legends (421M), Counter-Strike (342M),  and Minecraft (279M). 

YouTube CEO Neal Mohan named AI one of the platform's "four big bets" for 2025,  and the
investment is visible across every creator tool. Dream Screen, powered by Google's Veo model, generates AI
video backgrounds for Shorts  and standalone 6-second clips.  Auto-dubbing
expanded from select partners to all 80 million verified creators across 20+ languages  — a
massive move that saw early adopters gain over 25% of watch time from non-primary languages.
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 Jamie Oliver's channel tripled in views after activating multi-language audio. The Inspiration Tab
uses AI to suggest video concepts, with 70%+ of tested creators finding the insights valuable for content
development.

YouTube's mounting AI slop problem

The darker side of AI on YouTube has grown rapidly. A Kapwing study identified 278 channels producing
exclusively "AI slop" content with a combined 63 billion views, 221 million subscribers, and an estimated
$117 million in annual ad revenue.  Nearly 10% of YouTube's 100 fastest-growing
channels publish exclusively AI-generated content,  and 21% of YouTube Shorts shown to
new users qualify as low-quality AI-generated video. 

YouTube responded with escalating policy enforcement. Mandatory AI content disclosure became fully
implemented on May 21, 2025,  requiring creators to label content featuring synthetic voices,
manipulated visuals, or fabricated realistic scenes.  A July 15, 2025 monetization update specifically
targeted AI slop, requiring content to be "significantly original and authentic" for YPP eligibility. 
YouTube CEO Mohan used the term "AI slop" in his January 2026 annual letter, pledging further action.

What major creators are saying

The most influential gaming and tech creators are navigating AI with visible ambivalence. MrBeast launched
an AI thumbnail generator through ViewStats  in June 2025 at $80/month — then pulled it
within a week after backlash  from Jacksepticeye, RubberRoss, and others, admitting "I definitely
missed the mark."  He later reflected on AI video generation: "When AI videos are just as good as
normal videos, I wonder what that will do to YouTube… scary times." 

MKBHD was named to TIME's 100 Most Influential People in AI for 2024.  He uses AI for
thumbnail editing and brainstorming  but has been vocal about risks, calling out a company for cloning
his voice without permission: "There are real companies who will just use an AI-created rip of my voice to
promote their stuff. And there's really no repercussions for it."  Both MrBeast and MKBHD signed on
to test YouTube's new AI likeness protection tool. 

The revenue ecosystem around YouTube Gaming remains massive but stratified. YouTube paid creators $100+
billion between 2021 and 2025.  Gaming CPMs range from $1–5  (lower than
finance or tech), but top creators earn extraordinary sums: MrBeast (~$85M in 2024 creator earnings), xQc
(~$36M), and Markiplier (~$32M).  The average U.S. YouTube creator earns $44,000/year,

 and only 4% earn over $100,000. 

IV. The streaming landscape: Twitch's decline, Kick's rise, and VTubers' AI-powered ascent

Twitch maintained its position as the largest dedicated streaming platform  with 21 million+ active
streamers  and approximately 2.4 million average concurrent viewers  in
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2025, but its dominance is eroding. Market share fell to 54% in Q2 2025,  down from 71% just two
years earlier.  Total hours watched hovered around 18–19 billion in 2024,  down from the
pandemic peak of 24.3 billion. 

Kick emerged as a genuine fourth force in streaming, surpassing 300 million hours watched in a single
month for the first time in March 2025 and achieving 443,000+ average concurrent viewers — its all-time
high.  The platform's aggressive 95/5 revenue split (compared to Twitch's standard 50/50,

 recently adjusted to 55/45 for qualifying partners)  has attracted major creators. Kick
reached an estimated $250 million gross revenue in 2023 and a $1 billion valuation. 

AI tools are transforming streamer workflows

The AI toolkit for streamers has matured significantly. For clip creation — the single most important growth
lever for streamers seeking cross-platform audiences — tools like Eklipse (AI highlight detection across 1,000+
games),  StreamLadder (500,000+ creators),  and Medal.tv automatically
identify exciting moments and format them for TikTok, YouTube Shorts, and Instagram Reels. Voice AI has
become central to streaming culture: TTS Monster claims streamers see 400%+ increases in donations with
text-to-speech enabled,  and voice changers like Voicemod (90–200+ filters) are now considered
essential tools.

Twitch's own AI investments include improved AutoMod with ML-powered chat moderation
 across 17 languages, AI-powered clip generation tools announced at TwitchCon 2025,

 and an NVIDIA partnership for AI-powered real-time hate speech detection that reduced flagged
content response time by 64%.  The platform also introduced dual-format streaming — simultaneous
horizontal and vertical layouts  — enabled by AI-assisted formatting.

VTubers represent AI's most visible success story in streaming

The VTuber market surpassed 500 million hours watched in both Q1 and Q2 2025,  with a
market valuation of approximately $2.5–3 billion projected to reach $13–20 billion by 2033.  Twitch
hosts 60%+ of active VTuber channels, while YouTube captures 64%+ of total VTuber watch hours.

 Gaming represents 58% of all VTuber video content,  and 39% of new
VTuber debuts now utilize AI-generated assets. 

Cover Corp (Hololive Production) leads with 88+ VTubers and 80 million+ total YouTube subscribers,
 capturing 51% of all VTuber video viewership.  The company listed on the Tokyo Stock

Exchange in 2024  and launched Cover USA for U.S. expansion.  Major brands
including McDonald's, the Los Angeles Dodgers, and iBuyPower have partnered with VTubers,  and
merchandise sales climbed 49% year-over-year. 

V. Social platforms race to build AI-native gaming content tools

TikTok gaming content has reached extraordinary scale: the #gaming hashtag accumulated 541 billion views
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 across 37 million posts,  with engagement rates of 4–8% for gaming content and up to
7.5% for accounts under 100,000 followers.  The platform's Symphony AI suite — offering
text-to-video, image-to-video, digital avatars  in 30+ languages, and AI dubbing  —
has been adopted aggressively, with 76% of advertisers planning to increase use.  Creators leveraging
TikTok's Creator AI Toolkit saw a 33% spike in reach in Q2 2025. 

Instagram Reels competes on engagement depth rather than discovery breadth. While TikTok leads in
gaming content virality and interest-based discovery (the For You Page allows any account to go viral
immediately), Reels achieves a higher watch rate of 13.08% versus TikTok's 9.06%.  Meta's AI
features include Emu-powered AI stickers, Restyle and Backdrop image editing,  and a comprehensive AI
content labeling system built on the C2PA provenance standard.  Critically, Meta's AI
label can reduce engagement by 15–80% depending on content type  — a significant consideration for
gaming creators deciding whether to disclose AI use.

X (formerly Twitter) has become the most AI-aggressive platform following xAI's acquisition of X Corp in
March 2025.  Grok AI integration now powers the platform's recommendation algorithm, reading
every post and watching every video (100M+/day) to match users with content.  The
controversial AI Image Editor launched December 25, 2025, allowing anyone to edit any image on X using
Grok — triggering a massive artist exodus,  particularly from Japanese gaming art communities.

Discord shut down its Clyde AI chatbot after just eight months  (March–December 2023), pivoting
instead to supporting third-party AI ecosystems. Today, 30 million Discord users have interacted with AI apps
on the platform,  and 28% of all server messages are bot-generated.  The
dominant moderation bots — MEE6 (21.3 million servers), Carl-bot (10.3 million servers),  and
Dyno  (8.9 million) — remain primarily rule-based rather than truly AI-powered, creating an opportunity
gap for AI-native moderation.

Valve's Steam implemented mandatory AI content disclosure in January 2024,  creating a two-
category system distinguishing pre-generated AI content (created during development) from live-generated AI
content (produced while the game runs).  Approximately 4,000+ titles (22% of all 20,004
games released) carried AI disclosures in 2025  — an eightfold increase from 2024.

 Valve's January 2026 policy rewrite explicitly exempted AI code assistants and development
tools, focusing solely on content "consumed by players." 

VI. The authenticity crisis: 85% of gamers reject AI while creators embrace it

The data tells a clear story of diverging sentiments. On the creator side, 78% say AI increased their potential
earnings (Billion Dollar Boy, 1,000 creators surveyed), 79% say AI alleviated their workload, 
and 73% view AI as a positive disruptor — up from 68% in 2023.  The productivity case is
compelling and measurable.
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On the audience side, rejection is intensifying. The Quantic Foundry survey (1,799 gamers, October–December
2025) found 85.4% hold negative views toward generative AI in games — with 63% selecting the most
negative response option, described by researchers as "rare" in years of survey work.  This
exceeds gamers' rejection of blockchain/NFT technologies (79%).  Younger gamers are not more
receptive: only 3% of 13–17 year-olds expressed positive attitudes toward generative AI in games.

Consumer enthusiasm is collapsing

The Billion Dollar Boy "Muse Two" report tracked a dramatic shift: consumer enthusiasm for AI-generated
creator work plunged from 60% to 26% between 2023 and 2025.  According to
Nielsen, 55% of consumers feel uncomfortable consuming AI-generated media.  A Baringa survey of
5,035 consumers found 52% of Americans prefer a 7/10 human-made movie over a 9/10 AI-made one, with
Gen Z showing even stronger human-content preference at 57%.  Goldman Sachs reported in August
2025 that 54% of Gen Z prefers no AI involvement in creative work. 

The practical implication for gaming creators: audiences increasingly demand what might be called an
"authenticity premium." Research from Bynder shows 52% of consumers disengage when they suspect AI
content, and brands are perceived as "impersonal" (26%) or "lazy" (20%) when AI copy is detected. 
CivicScience found 31% of consumers say AI in ads makes them less likely to choose a brand. 

The legal landscape is crystallizing

The copyright status of AI-generated content remains contested but is moving toward clarity. The U.S.
Copyright Office concluded in May 2025 that using copyrighted materials for AI training may constitute
"prima facie infringement" and that "transformative" arguments are not inherently valid.  The
Supreme Court declined to hear the Thaler v. Perlmutter appeal on March 2, 2026, affirming that copyright
requires human authorship. Meanwhile, 51 copyright lawsuits against AI companies were tracked as of
October 2025,  including the landmark $1.5 billion class-action settlement in Bartz v.
Anthropic. 

For gaming creators, 69% are concerned about their content being used to train AI without permission
 (Adobe survey).  The SAG-AFTRA video game voice acting strike 

— the longest in gaming history at 11 months — was resolved in July 2025 with new AI protections, including
consent requirements and session fees per 300 AI-generated lines. The EU AI Act reaches full application on
August 2, 2026,  requiring AI content labeling  in machine-readable format 

 with fines  up to €15,000 for transparency violations for individual creators.

VII. AI moderation proves its value: 67% reduction in repeat offenders

While AI's role in content creation remains controversial, its impact on content moderation represents an
unambiguous success story. Modulate's ToxMod — the world's first voice-native real-time moderation
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platform  — has generated the most compelling effectiveness data in the industry through its
deployment across the Call of Duty franchise.

In Modern Warfare III and Warzone, ToxMod achieved a 67% combined reduction in repeat voice-chat
offenders, with 80% of sanctioned players not reoffending.  Disruptive voice chat
exposure dropped 43% since January 2024,  and total moderation actions exceeded 16 million —
doubled from two years prior.  Perhaps most critically, 79% of Code of Conduct violators flagged
by ToxMod had zero associated player reports, meaning proactive AI detection catches the vast majority of
offenders that human reporting misses. 

GGWP offers the most comprehensive cross-platform approach, with AI-powered moderation across text (18+
languages), voice (12 languages), usernames, and player behavior  — detecting AFK, griefing, and
trolling alongside toxic speech.  Backed by $22 million+ in funding  from investors
including Riot Games and Samsung Ventures,  GGWP provides a free tier for communities up to
5,000 monthly active users,  making AI moderation accessible to indie developers for the first time.

The industry is converging on AI-human hybrid approaches. Riot Games and Ubisoft co-launched "Zero Harm
in Comms" — the first cross-publisher initiative to share anonymized toxicity data for training AI moderation.

 The Fair Play Alliance now includes Roblox, Epic Games, EA, Twitch, and Supercell. 
The stakes are material: 22% of players stop playing entirely due to toxicity,  60% stop spending
money,  and victims of toxicity show up to 25% decreased 90-day retention. 

For independent creators and small communities, the practical moderation stack in 2025 breaks down by
budget: free tools (Discord AutoMod + MEE6 free tier  + Nightbot + YouTube Studio) provide baseline
protection,  mid-range solutions ($12–100/month) add AI-powered context awareness, and
enterprise solutions like ToxMod and GGWP (custom pricing) deliver the most sophisticated detection
capabilities.

VIII. A $3.3–5.9 billion market heading toward $50 billion

The AI in gaming market was valued at approximately $3.3–5.9 billion in 2024, depending on methodology
and scope definition,  with consensus projections of $38–51 billion by 2033–2034 at a 20–
36% CAGR.  The broader content creation AI tools market reached
$2.15–2.65 billion in 2024–2025,  heading toward $10–16 billion by 2033–2035.

 The overall creator economy, per Goldman Sachs, reached $250 billion in 2023
and is projected to hit $480 billion by 2027. 

Venture capital tells a nuanced story. AI-focused gaming startups raised $1.8 billion across 264 deals from
2020 to 2024,  with AI rising from 4% to 65% of gaming infrastructure investment over that
period.  But total gaming startup funding weakened — only $627 million in H1 2025, on pace for
the weakest year in five.  The capital is concentrating: while global AI startup funding hit $202.3 billion
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in 2025 (up 75% YoY, capturing ~50% of all VC funding),  gaming-specific AI funding
represents a tiny fraction.

The major AI tool companies serving creators are growing explosively. OpenAI reached approximately $12–13
billion in actual 2025 revenue  (with a claimed $20B annualized run rate).  Midjourney hit
$500 million in revenue  on just 107 employees with zero marketing spend  — a
remarkable efficiency. Canva reached $4 billion ARR with 800 million AI tool uses per month, a 700% year-
over-year increase.  Anthropic scaled to $4–5 billion ARR by mid-2025,  valued at
$170–183 billion.

IX. Game developers vs. content creators: a tale of two AI sentiments

The GDC 2025 State of the Industry survey — sampling 3,000+ game developers  — revealed a
striking paradox. While 52% of studios have implemented generative AI  and 36% of
developers use it personally,  sentiment has soured dramatically: only 13% believe
AI has a positive impact on the games industry (down from 21% in 2024), while 30% say it has a negative
impact (up from 18%).  The 2026 survey accelerated this trend, with
52% of developers now believing AI negatively impacts the industry. 

This stands in sharp contrast to content creators' attitudes. While developers express a 13% positive / 30%
negative split, creators show roughly 73–86% positive adoption rates. The divergence likely reflects
fundamentally different relationships with AI: content creators use it as a personal productivity multiplier, while
developers face existential concerns about job replacement and quality erosion in collaborative production
environments. Notably, the GDC survey found developers who were laid off were no more likely to oppose AI
than those who weren't  — suggesting the backlash is principled rather than purely self-interested.

The gaming industry's 45,000 layoffs from 2022 to mid-2025  — with 41% of developers
reporting being impacted  — compound the anxiety. Narrative designers (19% laid
off)  and visual artists (16%) face the highest displacement risk. 

 Among game development students, 74% worry about competing with laid-off
workers and AI impact, and 87% of game educators expect students will struggle to find employment.

X. The existential traffic threat: AI search is already reshaping content discovery

The most consequential development for gaming content creators may not be AI creation tools at all, but AI-
powered search engines that are eliminating the clicks that drive content businesses. The data is sobering: 60%
of traditional search engine queries now end without a click.  When AI Overviews appear,
clicks drop by 58% (Ahrefs).  In Google's AI Mode, 93% of searches end without a click
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(Semrush).  Zero-click searches increased from 56% to 69% between May 2024 and May 2025.

Gaming content is particularly vulnerable. Informational and how-to content — walkthroughs, guides, tier lists,
strategy content — faces the steepest declines, with some publishers reporting 40–70% traffic drops as AI
answers prove "good enough." Chegg's non-subscriber traffic fell 49% in 12 months.  UK
publisher Future plc (TechRadar, gaming publications) reports only 27% of sessions now originate from
Google search and has developed a "Google Zero" strategy. 

Generative Engine Optimization emerges as a new discipline

GEO (Generative Engine Optimization) — the practice of optimizing content to appear as citations in AI-
generated responses  — has emerged as a critical new capability. Princeton and Georgia Tech research
found GEO can boost visibility by up to 40% in generative engine responses,  with the "Cite
Sources" method yielding a 115.1% increase in visibility for mid-ranking websites.  AI-referred sessions
jumped 527% between January and May 2025,  and Adobe's $1.9 billion acquisition of Semrush in
November 2025 was partly motivated by its GEO products. 

Yet there's a silver lining. AI search traffic, while smaller in volume, converts dramatically better: 14.2%
conversion rate compared to Google's 2.8%.  LLM visitors signed up at 1.66% vs 0.15% from
traditional search.  Semrush predicts AI search visitors will surpass traditional search visitors by 2028.
For gaming content creators, the strategic imperative is clear: optimize for AI citation through structured data,
authoritative sourcing, and semantic clarity — not just keyword density. 

XI. What gaming content creation looks like in 2027

Several converging trends will define the next two years. Real-time AI translation is collapsing language
barriers, with latency decreasing from 3–5 seconds (2023) to sub-one-second for some applications and costs
dropping 90%+ versus traditional dubbing.  Deepdub Live, CAMB.AI,  and HaloVoice

 are enabling streamers to reach global audiences instantly. AI co-commentators have arrived —
Streamlabs' Intelligent Streaming Agent, powered by NVIDIA ACE, acts as a virtual co-host that automated
scene changes, replays, and highlight clips based on in-game events. 

The convergence of game development and content creation is accelerating. Roblox and Fortnite's UEFN
(which generated $722 million for third-party developers)  are blurring the line between player,
creator, and developer. World models from Google, Runway, and Microsoft are being developed for both
interactive game worlds and content generation. PitchBook projects the market for world models in gaming
could grow from $1.2 billion (2022–2025) to $276 billion by 2030. 

The EU AI Act reaches full application on August 2, 2026,  with extraterritorial reach
affecting any creator whose content is consumed in Europe. Meanwhile, AI companies are pouring money into
the creator ecosystem — Microsoft and Google are paying creators $400,000–$600,000 for long-term AI
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promotion partnerships,  and generative AI platforms spent over $1 billion on U.S. digital ads in 2025,
a 126% year-over-year increase. 

Industry experts converge on a central prediction: AI becomes infrastructure, not innovation. As Kelly Vero
from NAK3D summarized 2026 in five words: "Less panic, smarter mechanics." The hype cycle gives way
to practical integration. By late 2026, an estimated 50%+ of creative content will be either AI-assisted or fully
AI-generated. On Steam, AI content disclosures are expected to reach 7,000+ titles — one in three games
released.

XII. Who creates, who consumes: the demographic picture

The global gaming audience reached 3.42 billion players in 2024,  with the average gamer
now 36 years old.  The 25–34 age group represents the largest segment at 26%,  and players
50+ account for 30% of all gamers.  Gender parity is nearly achieved at 54% male, 46% female
among U.S. gamers aged 8+.  An estimated 207 million+ content creators operate globally,

 with approximately 29 million (14.1%) focused on gaming. 

For TAG's core audience — gamers aged 28–42 (millennials) — several patterns stand out. This demographic
overwhelmingly uses YouTube as their primary platform  (64% use it for game discovery,
52% consider it most trusted).  They are more likely to watch longer-form content than
younger audiences,  gravitating toward MMO (41%), strategy (27%), and RPG (26%) content. They
tend to stick with one or two games for years rather than hopping between titles like Gen Z. Critically,
millennials are the largest spending segment in gaming and support creators through donations averaging
$28.73 per month.

Discovery patterns differ sharply by age. TikTok reaches 58% of 18–24 year-olds for gaming discovery but
only 29% of 34–44 year-olds. YouTube dominates across all age groups. The average gamer uses 4–5 different
discovery channels, and video reviews remain the preferred method globally for researching new games
before purchasing. Guides and tutorials are the most popular gaming YouTube content type at 47%, followed by
reviews and funny moments at 40% each.

The income reality for gaming creators follows a steep power law: 96% earn under $100,000 per year, and
over 50% earn under $15,000. Successful six-figure creators typically maintain 5+ revenue streams — brand
deals (68.8% primary source), ad revenue, subscriptions, affiliate marketing, and merchandise. The average
U.S. content creator earns $44,000 annually, and it takes approximately 6.5 months to earn a first dollar and
24+ months to land a first brand deal.

Conclusion: navigating the paradox

This report reveals a gaming content creation ecosystem defined by a central paradox that will only intensify.
Creators are adopting AI at unprecedented rates because the productivity and quality gains are real — 7.5 hours
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saved per week, 91% production cost reductions, 20–30% CTR improvements. Yet audiences are rejecting
AI-generated content with equal conviction — 85% of gamers negative, consumer enthusiasm halved in two
years, Gen Z preferring human creation by double-digit margins.

Three insights emerge that existing reports have not synthesized. First, the traffic crisis from AI search may
matter more than AI creation tools. A 58% click reduction from AI Overviews threatens the economic
foundation of gaming content businesses far more than any creation tool could compensate. Second, AI
moderation represents an unambiguous win — the 79% of toxic players caught exclusively by AI, the 67%
repeat-offender reduction — while AI content creation remains deeply contested. Third, the developer-creator
sentiment gap (13% positive vs. 73–86% positive) signals that gaming content creation and game development
are diverging in their relationship with AI, with implications for how gaming media covers the industry it
depends on.

For Two Average Gamers' audience — casual gamers in their late 20s to early 40s who want honest, human-
driven content — the data suggests a strategic opportunity. The creators who thrive will be those who use AI for
the invisible work (editing, SEO, analytics, moderation) while keeping the visible work unmistakably human.
The authenticity premium is real, measurable, and growing. In an ocean of AI slop generating 63 billion views
from 278 channels, the human voice has never been more distinctive — or more valuable.


