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(2026)
Total: 60 marks

Question 1 — Revenue Growth
(a) 94.0 + 13.4 = 107.4

 B1: Correct answer 107.4 billion

(b)

 B1: States “CAGR means the revenue increases by the same percentage each year”
 B1: Contextual reference (e.g., “4.5% each year from 2023F to 2026F”)

(c) Any one valid reason:

 B1: e.g., “Market saturation”, “Post‑pandemic slowdown”, “Reduced hardware sales”, 
“Economic uncertainty”

Total: 4 marks

Question 2 — CAGR Players
(a) Use:

1.6=100(909N03−1)

Steps:

 M1: Rearrangement to find N0
 M1: Correct substitution and cube root
 A1: N0≈866 million (accept 865–870)

(b)

 B1: States growth is small / slow
 B1: Contextual justification (e.g., “1.6% is low for a global market”)

Total: 5 marks

Question 3 — Graph 1
(a)



94.3−62.262.2×100≈51%

 M1: Correct method
 A1: 50–52%

(b)

 B1: Any valid reason (e.g., “post‑pandemic correction”, “supply shortages”, “delayed 
releases”)

(c)

 B1: Identifies long‑term upward trend
 B1: Notes slowdown after 2021
 B1: Uses graph values to support comment

Total: 6 marks

Question 4 — Revenue Sources
(a)

 B1: e.g., “Consoles have more blockbuster premium releases”

(b) 56% of 40 = 22.4

 M1: 0.56 × 40
 A1: 22.4 billion

(c)

 B1: Recurring revenue is predictable / stable
 B1: Helps long‑term financial planning / supports ongoing development

Total: 5 marks

Question 5 — Survey Data
(a) 53% of 1200 = 636

 M1: 0.53 × 1200
 A1: 636

(b) Premium: 39% of 1200 = 468 Subscription: 9% of 1200 = 108 Difference = 360

 M1: Both values correct
 A1: 360



(c) Any two valid points:

 B1: Sample may not be representative
 B1: Survey question excluded PAYG / limited options
 B1: Sample size bias / demographic bias (accept any one)

Total: 6 marks

Question 6 — Graph 3
(a)

 B1: Cloud gaming

(b)

 B1: States “steady decline”
 B1: Uses values (e.g., 20 → –25)

(c)

 B1: Downloaded games: moderate growth
 B1: Cloud gaming: rapid growth (with values)

(d) Any valid reason:

 B1: Better internet speeds
 B1: No need for hardware
 B1: Convenience / accessibility

Total: 7 marks

Question 7 — PAYG vs Subscription
(a) Total hours = 12 + 18 + 10 = 40 Cost = 40 × 0.40 = $16.00

 M1: Total hours
 A1: $16

(b) Subscription = $12 PAYG = $16 Subscription cheaper by $4

 M1: Compare costs
 A1: Correct conclusion
 B1: Correct difference

(c)

 B1: Advantage for players (e.g., “only pay for what you use”)



 B1: Disadvantage for developers (e.g., “revenue unpredictable”)

Total: 7 marks

Question 8 — Cloud Gaming CAGR
(a)

50−2828×100=78.6%

 M1: Correct method
 A1: 78–79%

(b)

CAGR=100(50285−1)

 M1: Correct substitution
 M1: Correct root
 A1: CAGR ≈ 12.3%
 A1: Accept 12–13%

(c)

50×(1.123)3≈70.7

 M1: Correct use of CAGR
 M1: Correct exponent
 A1: 70–72 billion

(d)

 B1: Any valid assumption (e.g., “growth rate stays constant”)

Total: 10 marks
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