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delivering tangible value through 
proven solutions

POST-COVID

educating about agility and 
adaptation

PRE-COVID

'ACTING FAST’ CHECK TIME



PLANS 
REVISIONS

LEARNING NEW 
CONSUMERS BEHAVIOUR

ACCELERATED 
DIGITALIZATION

COVID-19 IMPLICATIONS FOR MARKETERS



One applicable conclusion:

don’t stop 
communication

THERE IS NO REAL BENCHMARK



1. What are crucial, long term 

changes in consumers behaviours 

marketers should address?

2. Do we have available, efficient 

solutions addressing those 

changes? 
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SHOPPING

ENTERTAINMENT

WORK

HEALTHCARE

EDUCATION

SAFETY

VALUES & RELATIONS

INFORMATION

COMMUTING 
TRAVELING



COMMUTING 
TRAVELING

MERGING ONLINE & OFF-LINE
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Reach of websites categories in Poland

Business, finance, law Building, real estate

Education Erotic

Information, journalism Culture, entertainment

Motorization New technologies

Work Sport

Life style Tourism

March’20 April -
May’20

LOCKDOWN 
INFLUENCED THE WAY 
WE BEHAVE IN 
DIGITAL WORLD…

Source: Gemius Megapanel, 30.12.2019 – 10.05.2020



COVID IMPACT WAS MUCH 
STRONGER IN OFF-LINE 

WORLD



People who
visited gyms
and now stays

at home

HOME 
WORKOUT

People who 
reguraly 

visit 
hospitals / 
spend much 

time in 
hospitals

People who 
were 

travelling on 
a daily basis 
and now stay 

at home

DOCTORS, 
NURSES HOME 

OFFICE

CREATING SMART TG SEGMENTS: MATCHING ONLINE AND OFFLINE 
DATA



SOLUTION: PROXIMITY MARKETING

https://mindsharecasestudies.com/casestudies/108157



ENTERTAINMENT

SCALING UP GAMING



LIVE-STREAMING PLAYING VIDEO GAMES IS SOARING

Poles are interested in 

gaming o Esports 

/before pandemia/

6,5 mio

increase of total broadcast 

hours on Polish Twitch

more hours watched on 

Polish Twitch

+23%

+38%

global  Esports audience 

growth estimated for 2020

/before pandemia/

+11,7%

Source: data from Polish streamers with more than 10k followers per streamerzy.pl dtabase. March 9-10 vs March 16-17



ESPORT MARKET IS GROWING RAPIDLY

$614,9 

$176,2 

$120,2 $106,5 

$21,5 $19,9 

Sponsorship Media Rights Publishers

Fees
Merchandise &

Tickets
Digital Streaming

2020 Esports Global Revenue Streams (YoY)

$1.1Bn
2020 Total Esports

Revenue

+10.6%

+13,1%

+11,5%

-2,5%
+0,8%

+60,9% +44,9%

Source: Newzoo. 2020 Global Esports Market Report. April 2020 Update



VIRTUAL AS A SUBSTITUTE FOR PROFFESIONAL SPORT NOW

FORMULA 1
management is introducing virtualGrand 
Prix with real drivers racing

Esport replaces sports
NASCAR and IndyCar announcing virtual 
races

CS:GO
breaks another barrier – over 1,2 
million players



Client

Agency

STREAMER 1

STREAMER 3

STREAMER 2

STREAMER 4

STREAMERS NETWORKS AS A GREAT OPPORTUNITY





SHOPPING

DIRECT RESPONSE FROM 
LIVE STREAMS



Source: Kantar

consumption 
rises 100% 
annually

Mobile 
video

YouTube
is second 
most popular 
site after 
Google

shares price 
grew x 7,5 
in COVID

Netflix

$ POTENTIAL

16%

24%
27%

29%

18-20.03 27-31.03 10-12.04 24-28.04

INCREASE IN ONLINE 
PURCHASES COMPARED 

TO THE PREVIOUS 
MONTH

E-COMMERCE & VIDEO ARE GROWING





Live commerce 
builds 
awareness, 
engagement 
and sales 
simultaneously



MONETIZING 
ESTABLISHED 

COOPERATION WITH 
STARTUPS





Effectiveness 
based model

extraordinary 
CTR rates

…
AdBlock proof 

solutions

EFFICIENCY

Fast access to 
innovation and 

proven tech 
solutions

…
tested 

solutions
no long R&D 

phase 

Solutions 
fully audited 
and integrated 

with groupm 
offer

…
integratefd 

analytics
brand safety 

secured  

INTEGRATION

TECHNOLOGY



Does anyone have any questions?

THANK YOU

Paulina Sobieszek, Partner, Business Development 
Michal Szczur, Digital Activation Manager


