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“Fortnite” Climbs Charts 
Adapted from an article by the Guardian 

Among young people, no video game is as popular as "Fortnite" right now. Just a year ago, hardly anyone had heard 

of it. Recently, "Fortnite" had only been available for computers and video game systems. Then, last month, an iPhone 

version of the game was released. Within hours, it was the most popular iPhone game in 13 countries. "Fortnite" was 

created by Epic Games. In the game, 100 players fight to be the last one standing. Sensor Tower is a company that 
helps other companies make their apps. It says "Fortnite" made $1.5 million in its first three days as an app. 

Video Game Free To Download 

The game is free to download. Right now, players can only access the game when they get an invitation through email. 

So, it's easy to wonder how “Fortnite" is making so much money. Epic Games generates money when players buy 
things within the game. People frequently pay for their character to wear different outfits.  

This success comes as no surprise to anyone who has followed the rise of the game. An earlier version of "Fortnite" 

made it an adventure survival game. Soon, Epic made some changes to the game's design and made it free to download. 
Its popularity skyrocketed.  

Sales Skyrocket 

In February, the computer, PlayStation and Xbox versions made a combined $126 million, says the research company 

SuperData. At any one time, there are 3.4 million people playing online. That puts it among popular titles such as 

"Counter Strike," "Dota 2," and the very similar game "PlayerUnknown’s Battlegrounds." What is gaining most 

attention, though, is how popular the game is with children. 

Parents are writing about their concerns on social media 

sites Facebook and Twitter. One mother said: “[It’s the] 
only game my boys and their friends play." 

Popular With Children And Teens 

In February, a U.S. mother wrote a blog post about how 

popular the game had become. The post was titled "How I 

lost my kids to Fortnite." Her post received hundreds of 

responses from other parents. One mother complained that 

her 10-year-old son had changed as a result of his 
“addiction” to the game. 

The popularity with children and teens is partly because the 

game is free. It also has bright images and silly humor that 

make it appealing to look at, like a cartoon. Players can buy different clothing items and “emotes," which are digital 

ways of expressing feelings. Players can dress up as astronauts and superheroes. They may also perform dance moves 
and send mocking gestures toward other players. 

The rarest, hardest-to-find outfits are gained by purchasing a “battle pass.” Then, players must "level up" and get better 

by playing the game more. It's like getting fresh Nikes or other popular clothes, except in the digital world. 

Play Anywhere, Anytime 

James Batchelor writes for the website Gamesindustry.biz. Smartphones are getting more powerful, he says, so mobile 

games can do more than they used to. Game makers are trying to attract more serious gamers than before by making 
complicated, interesting games you can play anywhere, anytime.  

The game could still gain more players, too, says Piers Harding-Rolls. He studies businesses for the company IHS 

Markit. Mostly people in Western countries like the U.S. and United Kingdom are playing the game now, he says. 
There's still potential for more players in China, he said. 
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600,000 Watch Rapper Drake Play Game 

Gamer Tyler “Ninja” Blevins has a popular video stream of himself playing "Fortnite." Last week, he played against 
the rapper Drake. More than 600,000 people tuned in to watch on the live-streaming site Twitch.  

For all its success, however, "Fortnite" could just as easily lose its popularity with young people to some new trend. 

The last big gaming craze, "Pokemon Go," hit 750 million downloads in its first year on sale. It has since dropped out 

of the top 50 iPhone game downloads. A year ago, many people had not heard of "Fortnite." In a year’s time they may 
be wondering what all the fuss was about. 

MAIN IDEA 

1.  What is the topic? 

 

2. What does the author want you to know about the topic?  

 

 

 

 

 

3. What is the main idea? (ONE SENTENCE) 

SUPPORTING DETAILS 

4. How does the author develop the main idea? Identify 

THREE supporting details.  

VOCABULARY 

5. Define STATISTIC  

 

 

 

 

6. Identify one statistic mentioned in the article.  

 

 

 

 

 

7. Define SIMILE  

 

 

 

 

8. Identify one simile mention in the article.  

RESPOND 

9. Write 3+ sentences responding to the article. Does it reflect 

your own experiences? What did you think was interesting? 

 


