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XBOX FOREVER ADS 
A platform-native advertising and discovery model for Xbox  
 

EXECUTIVE THESIS 
Create new revenue from new modes of play—not by degrading traditional games. Xbox can monetize participation 
across discovery, competition, culture, and commerce while preserving player trust. 

 

THE OPPORTUNITY 
Gaming commands enormous attention, yet most advertising models were designed for other media: they interrupt, 
redirect, and compete with the player’s purpose. Xbox Forever Ads introduces dedicated, platform-native experiences 
where the economic model belongs—without rebuilding games around advertising. 
 

THE MODEL 
PLAYABLE DISCOVERY 
Turn sampling into interaction 
and direct paths to play. 

COMPETITIVE SPECTACLE 
Create sponsorship around events, 
rivalry, and shared attention. 

LIVE CULTURE 
Connect highlights, creators, 
community activity, and relevant 
actions. 

 

PLATFORM ADVANTAGE 
Xbox already brings together games, players, 
publishers, creators, identity, commerce, cloud, 
subscription access, and decades of catalog 
value. 
 
Value is created around the catalog: back 
catalog, current, and future titles can participate 
without conforming to an ad-first design. 

PLAYER TRUST 
Governing principle: Monetize curiosity, not frustration. 

No interruption of traditional gameplay • no coercive 
placement • no artificial difficulty • no sensitive personal 
inference • clear safety and privacy boundaries • ads only 
where the mode supports them. 

 

 

THE SYSTEM BEHIND IT 
Economic and operating layer: relevance • quality • auction logic • safety • delivery • pacing • telemetry • attribution • 
creator amplification • platform integration. The public proposition is simple; the underlying architecture supports 
discovery, culture, competition, creators, and commerce at platform scale. 
 

 

STRATEGIC OUTCOME 
 

PLAY → DISCOVERY → CULTURE → COMMERCE → MORE PLAY 
A distinct category of platform-native monetization built around participation rather than interruption—

creating new economic surfaces without turning traditional games into advertising products. 
 


