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. GENERAL INFORMATION ABOUT OUR STUDY

OBJECTIVES OF THE STUDY

Objective of the study was to provide detailed information about gamers who are Internet users age 15-55y.o. and play games on one of the
following platforms:

. games installed on computer
. games in web browser
. games on video gaming consoles

. games on mobile devices — smartphones and tablets

. social networking websites gamers.

Additionally the objective was to present the habits of parents (both players & non players) related to their children playing games.
METHOD OF THE STUDY

Invitations to take part in the survey were sent by e-mail to members of panel Opinie.pl belonging to I1QS. The sample was chosen with a random—
quota sampling method.

REALISATION OF THE STUDY

The study was conducted 26.03 — 08.04 2019
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. GENERAL INFORMATION ABOUT OUR STUDY

SAMPLE

. representative sample of Polish internet users aged 15-65y.0.: N=1239

. representative sample of gamers 15-55y.0.: N=775

. representative sample of gamers 56-65y.0.: N=112

. boosters for each of five analysed platforms: N=450

. representative sample parents of children below 18 y.0.: N=744 (including boost of non-gaming parents, N=100)

REPRESENTATIVENESS

Sample structure was corrected with the analytic weight to fit the structure of population of Internet users aged 15-65 regarding key characteristics

corresponding with the objective of research. When calculating the weight, social—demographic variables were taken, i.e. gender, age, level of
education, size of locality.

Results presented in the report are based on weighted data.
NOTICE

Due to the possibility of comparing data with results of previous waves of study, the data in the report is shown on the group of 15-55y.0.
Information about the older respondents (56-65 y.o0.) and comparison with main sample are located at the end of the report.
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How many gamers
ARE THERE AMONG POLISH INTERNET USERS?



HOW MANY GAMERS

ARE THERE AMONG POLISH INTERNET USERS?

@ Gamers
@® Non-Gamers

Gamers 2014 2015 2016

@® Non-Gamers
H m' B

60% 40% 72% 28% 68% 32%

0ld methodalogy: CAWI RTS
New methodalogy: Panel
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I played games on
smartphone or tablet

59% 57%

36%
40%
28%

wa w15 W6 9n19 2079

0ld methodology:

CAWI ATS New methodology:

Panel

I played games on
video game console

28% 29% 3% 339

| played games in web
browser (Firefox,

. Chrome, IE) on computer

34% 35%

w4015 2006 9078 2079

0ld methodology:
CAWIRTS

29%
y, 8%

New methodology:
Panel

12%
15%
Bl -

2014 2015 2016
0ld methodology:

CAWI RTS

2018 2019 2014 2015
New methodology: 0ld methodolagy:
Panel CAWIRTS

| played games
installed on computer
A (laptop or PC)

38%

2014 2015 2016 2018 2019

0ld methodology:
CAWIRTS L New methodology:
Panel

35% 42% 32 334

@o® played gameson
' ‘ social networking

websites

30%

26%

2018 2019

New methodology:

Panel






. PROFILE OF POLISH GAMERS / BY GENDER

0%
. NGW [Tl I played games in web 1 played games
/’19 playe hgames ur;II browser (Firefox, ﬂ installed on computer
fé BIEIE T L M Chrome, |E) on computer M (laptop or PC)
0,
"o 56% 65% 65%  67%
% 5% L 4g9,51% 53%
32 56% 9 55% 56% 47%
49% 51 % 44% s, 51% 359, 5% 439
44% %
42% I I 45 44% I I I I
2014 2015 2016 2018 2019 2014 2015 2016 2018 2019 2014 2015 2016 2018 2019
0Old methodology: 0Old methodology: 0ld methodology:
CAWI RTS LD '“;;hni‘d”‘”“ CAWIRTS New '“;;hn:dﬂ‘ﬂqv imelhadol New m:;hn:daluuv
@ Female
@ Male
I played games on @a® played games on
& video game console "‘ sacial networking
websites

53%

0 73%
47% 3 78% gx  061% 60%  pao
w T0% 2N
39% St 40%
a7% 0

47%
Female 2014 2015 2016 2018 -
7 TRl N ]

n/d
43% 57% 53% 47% 50% 50% 51% 49% 2014 2015 2016 2014 2015 2016
2018 2019 2018 2019
0ld methodology: CAWI RTS 0ld methodology: NEmmethodolo 0ld methodology: New methodolo
New methodology: Panel CAWIRTS Panel P CAWIRTS 7 Panel 1
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. PROFILE OF POLISH GAMERS / BY AGE

24%, 32% 29% 14% - B 33% 32%
m16-24 y.0. m25-34y.0. m35-44 y.0. m45-55y.0. =
26% 32% 29%
Fo-Y 29% 32% 27%
2018
e E 28% KyyA 28%
2015
()
7 3.% 27% 32% 25%
m16-24y.0. m25-34y.0. m35-44 y.0. 45-55y.0. W 16-24y.0. B 25-34y.0. W 35-44y.0. 45-55y.0.
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. PROFILE OF POLISH GAMERS / BY HOME & FINANCIAL SITUATION

24%

34%
42%
@ village @ poor household financial situation
@ <100 000 residents @ average household financial situation
@ 100000 - 500 000 residents @ good household financial situation

® > 500000 residents
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. PROFILE OF POLISH GAMERS / BY EDUCATION & PROFESSION

51%

V
@ primary @ pupils, junior students @ part-time job
@ secondary @ academic student @ unemployed
® higher @ pernamently employed @ not working, home-maker
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. PROFILE OF POLISH GAMERS / MOTIVATIONS TO PLAY ON EACH

PLATFORM

REST AND RELAX,
WAY OF DEALING WITH STRESS

KILLING TIME, BOREDOM

FEELING EMOTIONS, ADRENALINE, RIVALRY

@ significantly more in comparison to other platforms
A ] i TO LEARN SOMETHING,
@ significantly less in comparison to other platforms DEVELOP NEW SKILLS

FOR COMPANY, MEETING OTHER GAMERS
ABILITY TO IMPERSONATE IN NEW ROLES CHARACTERS

NEITHER OF THOSE REASONS
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GAMERS RESEARCH GAMERS OBSERVATORY

-

©

38%

38%

9 9.

-l’ ﬁ E b
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. PROFILE OF POLISH GAMERS / FREQUENCY OF PLAYING ON EACH

PLATFORM

@ everyday

@ few times a week

@ more or less once a week

@ once or twice a month

@ less frequently than once a month
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New methodology:
Panel
ﬁ‘ @@ﬂ% 26%
2019 2018 2016 2015
0ld methodology:
CAWIRTS
A @ @31% 31%
2019 2018 2016 2015
| | @ @IZ’. 12%
28 201 2016 2015
m 31% )33%
37% 32%
2019 2018 2016 2015
‘ @ @28% 28%
2019 2018 2016 2015

New methodology:

Panel

New methodology:

Panel

New methodology:

Panel

90.. 09.. 00
34% 32% 20% 19% 12% 14%

2019

29% }26%

2019

29% }31%

2019

33% }32%

2019

31% }J30%

2019

2018

2018

2018

2018

2018

2016 2015

0ld methodology:
CAWIRTS

26% 28%
2016 2015

30% 23%
2016 2015

32% 34%
2016 2015

24% 23%
2016 2015

2019

2018

2016 2015

0ld methodology:

CAWIRTS

...

2019

2018

2016 2015

@@
20% 23%

2019

2018

2016 2015

17% 17%

2019

2018

2016 2015

o0
11% 13%

2019

2018

2016 2015

2019

2018

2016 2015

0Old methodology:

CAWIRTS

@ @ 15% 14%

2019

2018

2016 2015

OD...

2019

2018

2016 2015

@@ 9% 11%

2019

2018

2016 2015

OD..

2019

2018

2016 2015

New methodology:

Panel

@@7% 9%

2019

7 2016 2015

0ld methodology:
CAWIRTS

@ @ 12% 10%

2019

1
% 2076 2015

@ @ 17% 18%

2019

i 2016 2015

@@5’5 5%

2019

ik 2016 2015

@ @ 26% 23%

2019

7 2016 2015



. PROFILE OF POLISH GAMERS / GAMING STYLES AMONG DIFFERENT

PLATFORMS

always alone
(single player)

46% 1%

2014 2015 016
Old methodology:
CAWIRTS 2018 2“19

New methodology:

Panel

most times alone

(single player)

35%32%

32% 27% 554,

2014 2015 2016
Old methadalogy:
CAWIRTS 2018 2["9
New methodology:
Panel
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most of the times
with other players
(multiplayer)

21%719%

12% 11% 1

2014 2015 2016
0ld mathodology:
CAWIRTS 2018 2["9

New methodology:
Panel

always or almost
always with other
players (multiplayer)

9% 69,0

6% 8% T

2014 2015 2016
0ld methodology:
CAWIRTS 2018 2["9

New methodalogy:
Panel

I don't know/
It's hard to say

6%

6% 7% %

2004 2015 2016
Old methadalogy:

CAWIRTS 2018 201 g
New nu-'.h:alinl:agy'
Panel



. PROFILE OF POLISH GAMERS / POPULARITY OF DIFFERENT GENRES
OF GAMES

¥

Adventure
games

Adventure

Action
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. PROFILE OF POLISH GAMERS / GAMES PLAYED WITH OTHER GAMERS

SPORTS GAMES
FPS GAMES

STRATEGY GAMES

@ significantly more in comparison to other platforms

AP . 3 WAR GAMES
@ significantly less in comparison to other platforms

MOBILE MULTIPLAYER GAMES
MOBA GAMES

OPEN WORLD MMO GAMES
BATTLE ROYALE GAMES

OTHER
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. PROFILE OF POLISH GAMERS
POPULARITY OF CONSOLES

Playstation 4 53%
Xbox One
Xbox 360

Playstation3

Playstation PSP

Nintendo Switch 10%
Playstation Vita ] 8%
Nintendo DS ] 7%
other | 1%
don't remember 1 1%
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POPULARITY OF MOBILE OPERATING SYSTEMS

Android

i0S

Windows Phone

don't remember

1%

87%
14%

9%






. VIRTUAL REALITY

USE OF VR DEVICES =

® Yes
® No

79%

21%
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VR mobile set (Google Cardboard, Gear VR)
Oculus

PSVR

HTC Vive

don't know / don't remember

USED DEVICES

¥
I 23
I 7

B 3%

| 23



. PROFILE OF POLISH GAMERS / FREQUENCY AND TIME OF PLAYING BY
GENRE AND PLATFORM

N

22% of social platforms users play
casino games during single
gameplay for

R

Most console gamers play games
few times a week or once a week

ity n

24% PC gamers play solitaires Virtual farms are played every day
every day by 33% of mobile gamers for

2hours | >30% >25% 15-60

30% play casino games
every day

play MMO and RPG for
more than 2 hours

browser gamers play MMO, minutes during single
RPG, virtual farms and EI B
casino games every day
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. SOURCES OF NEW GAMES

SOURCES OF NEW GAMES
E PC & CONSOLES E ﬁ

| download free games from the Internet
(producer websites or game services)

1 buy “physical” version (in the box)
in store / shop / online auction

1 buy digital version online _ 42% ocrigin
I exchange/ borrow games B,
form friends/ family _ 34% W MicosoftStore

55% .ﬂ.my&ammmk\o

I download from unofficial
sources of paid games for free - 21%
another source I 3% Armncuin G2A
1 da not buy, do not install new games . 4% )
other

’ KRAKOW
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59% @ STEAM'

SOURCES OF DIGITAL VERSIONS
OF NEW GAMES
PC & CONSOLES

I SOURCES OF NEW GAMES
— SMARTPHONE & TABLET
18%

- 15 e oo | I 9%
- 14% installed on my phone/ tablet - 25%

l4% other source I 3%

B3

I 1%

| 1%

1%



. SOURCES OF INFORMATION ABOUT NEW GAMES

B £ (D a2
friends/famity | K 9% D 2 D 5 I ;7 I 5
Internet advertisements | N NI 47% I /2 I 7 I 35 I 3
social networks I 55 I 57 I 2 I ;2 I
advertising in other games I 2 - K3 | E I 32 I 25
browsers (eg. search in Google) I 57 D 3% D 39% I 2 s 9%
video material posted on video service | [ NREI 34% D o5 I /0 I 6% I 6%
websites with online games | A NNEEEIN 37% . 2% I 27 I 73 I 3%
websites about games I 22 I 5 I 27 B 5 I 0%
websites of producers games B 2% B 20% I 27 | & Bl 3%
Internet forums about games | I 75% . 4% I 22 | RE) B 7
newsletters about games | 1% I 7 I 5% B 4 B o
blogs | 73% I 4 I 5% B 5% . s
TV programs about games [ 10% I 2% I 15 | 1% B 7
magazines about games | I 73% B 0 B 5 | P33 B 5%
other sources 1% | 3] | 1% | 43 | 0%
I am not looking for information I 12 I 2 M 5 I 20 I

about new games

B Online sources

po 5 00
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Purchasing
AND PAYMENT METHODS



. PURCHASING / POPULARITY OF GAME PURCHASE

=

PURCHASE OF GAME/
ACCES TO GAME

New methodology: Panel

PURCHASE OF GAMES ADD-ONS

New methodology: Panel
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2016

0ld methodology: CAWI RTS

L

¥
46%

CpyQp>+ =

2018 2018 2018

o

2019

2016

0ld methodology: CAWI RTS

=B ® B o o

=
S,

"
;95

2019 2019 2019 2019
2018 2018 2018 2018 2018

A

BaB
€50

5
D

2019
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PURCHASING / METHOD OF PAYMENT

INTERNET TRANSFER

CREDIT/DEBIT CARD VIA INTERNET

PAYMENT IN A SHOP ON PLACE
(CASH OR CARD)

CARD/ SCRATCH CARD WITH ACTIVE CODE

CARD/ SCRATCH CARDS PREPAID
MY ACCOUNT ON XBOX LIVE OR PSN

OTHERWISE

DON'T REMEMBER

GAMERS RESEARCH PARK

I oLI79 KRAKOW
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i A

2019 2019

De g
Oo
Og Og
- O
Oo Op
- O
- O
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PAYMENT BY PREMIUM SMS

INTERNET TRANSFER

PAYPAL

CREDIT/DEBIT CARD

PAYMENT WITH DEDICATED WEBSITE
CURRENCY (E.G. EUROGABKI)

OTHERWISE

DON'T REMEMBER

2019
@ 2018
44%
49%
44%
40%

0o
fg®
2019
2018

@ 28%

(2]

99?@990






PROFILE OF POLISH GAMERS / AVERAGE SPENDINGS ON GAMES

“m

PC Gamers are still price sensitive

R

Console owners spend more...

S [0

On mobile devices and on browser On Mobile devices gamers declare
games we spend money only for to spend usually less than 10 PLN
game extensions for a new game (49%). However,

28%

declare to spend more than
100 PLN on new game

64%

declare to spend more than
100 PLN on a new game

10-19PtN | 60%

this expenditure bracket was the declare to spend more than 10
most frequently chosen PLN for game extensions

L KRAKOW
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. REGISTRATION / RESIGNATION FROM REGISTRATION/INSTALLATION

e
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. REGISTRATION / RESIGNATION FROM REGISTRATION/INSTALLATION

PROVIDING PERSONAL INFORMATION
WHILE REGISTERING GAMES ONLINE

dn't op; dn't o4y dn't op;
\sz&(’“\ Ob.i'@q, p q@“\ objeq; \Q\O“\ Obf@q,
age interests
(o) 4 (o)
94% ) %
; 46%
2019 2019
2018 2018
cather p \d neve .
R ot - i,

7
“‘5’

phone
number

34%

of residence

30% @ 4o,

2018 2078

l I L1719 KRAKOW
P by 3 H k TECHNOLOGY
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CONSIDERED REGITRATION METHODS
TO ONLINE GAMES

through e-mail adress i 65
64%
I /7%

through Google account

44%
through Facebook account _39%47%
through nk.pl account -9; 1%
none of the above - 5%8%






. E-SPORT

INTEREST IN E-SPORT FREQUENCY OF WATCHING/ o=
FOLLOWING TOURNAMENTS

0%
@ Definitely yes
@ Rather yes 18% \ @ Watching
@ Rather not .
@ Definitely not N\ 14% AN @ Non-watching
Y ¢ 37%
%
ABOUT 38% DECLARED TO BE . 63%

DEFINITELY OR RATHER INTERESTED

39% i

0,

18%

27% -\
43% D
e @ sporadically

® on the occasion of the most
important eSports events

M) (several times a year)
ime to time (once a month)
quite often (at least once a week)

48% 35%

POLISH?]  Q@iiies POLISH; (<X >]
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. E-SPORT

USED PLATFORM

@ Youtube streaming
@ Facebook

® Twitch

@ Traditional TV

@ Other platform

@ | do not watch at all

2 YouTub

POLISH" |

KRAKOW

TEDC
PAR

HNOLOGY
K

0%

MOST POPULAR GAMES

FIFA

Counter-Strike
League of Legends
World of Tanks
Starcraft 2

Heroes of the Storm
Dota 2

Rainbow Six: Siege
Overwatch
Playerunknown Battleground (PUBG)
Hearthstone

Other game

B 24% v 28%in 2018
P 15% W 22%in 2018
I 5% ~ 13%in 2018

B 17

B 0% 4 5%in2018
B 5% 4 4%in2018

B 3% A 2%in2018

B 3% A 2%in2018

B 3% A 2%in2018

B 2% v 3%in2018

B 7% v 2%in2018

B 3% A 5%in2018






. PARENTS & CHILDREN / GAMING HABITS OF RESPONDENTS'
CHILDREN

HOW MANY PARENTS - INTERNET USERS, HOW MANY GAMING PARENTS FREQUENCY OF PLAYING
HAVE GAMING CHILDREN PLAY WITH THEIR CHILDREN WITH CHILDREN
0% 0% everyday [l 6%

few times a week [ NN 27
more or less once a week [ NNEGNEEG 35%

once or twice amonth [ NG 20%
@ Yes o
® No 13% » £ less frequently than once [N 1%
27% amonth

2 65% 35%

' .. Tes
@ No

66% e 69% y

# KRAKOW
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. PARENTS & CHILDREN / USING PEGI SYSTEM BY PARENTS

0%

24%

@ Yes Pan
@ No, but | know what it is European
@ No and | don't know what it is L Game
- 24% Information
o (+]
45%

28%
48%

POl lSH”g} oo POLISH) <X >
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. PARENTS & CHILDREN / USING PARENTAL CONTROL

ALL PARENTS

0%

.56% 44% :

@ Yes
® No

ol |s:-|'193 @ 5% pOLIS }
GAMERS RESEARCH PARK GAMERS OBSERVATORY

0%

CHILDREN
UPTOT7Y.0.

67% 33%

0%

CHILDREN
15-18 Y.0.

60%

40%

0%

CHILDREN
8-10 Y.0.

64% 36%

BOYS

60% 40%

CHILDREN
11-14 Y.0,

50%
50%

GIRLS

50%
50%



. PARENTS & CHILDREN / SOURCES OF NEW GAMES

62%

66%

child plays games free on the internet or on the phone

I 25

30%

I 2
23% 46% of parents

buy games
I buy games chosen by a child _ 26% ye

| 31%

I 78%
~L

/‘(‘: Lokl 16%

B 17%
13%
M 5%

L 8%

the child gets games as a gift from relatives / friends

I buy games chosen by myself

the child borrows games from friends

the child buys the games with its own money

I do not know / it's hard to say

POLISH™ | it POLISH)
GAMERS RESEARCH GAMERS OBSERVATORY




. PARENTS & CHILDREN / GAMES BOUGHT LAST YEAR

NUMBER OF GAMES BOUGHT LAST YEAR

ZERO THREE FOUR OR MORE
ZERO THREE FOUR OR MORE

2018

PRICE OF LAST BOUGHT GAME
2019 2018

less than 20 PLN . 2% less than 20 PLN - 4%

r-sorn - N 19% 2r-soru | 167

s1-ro0ru - | 39 sr-o0ru | 35
oo | 33% -0 | 2%

more than 200 PLN - 7% more than 200 PLN - 7%

POLISH™; @R pOUISH)
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. PARENTS & CHILDREN / CHOSEN PLATFORMS AMONG GAMERS

games on smartphone or tablet _ 91% (94%) _ 91% (91%)
games installed on computer _ 80% (86%) _ 76% (66%)
games in web browser on computer _ 73% (81%) _ 73% (72%)
games on social networking websites _ 68% (69%) _ 65% (69%)
games on video game console _ 7% (78%) _ 51% (57%)

) KRAKOW \
PO' !3H79 ¢ TECHNOLOGY POLISHfl o °
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. PARENTS & CHILDREN / CHOSEN PLATFORMS AMONG GAMERS

B ] 5

fg®

UptoT7y.o.

I 9% (91%)
B 6% (622
B 59% (65%)
B 52% (50%)
B 57% (45%)

| 19 KRAKOW
PO lSH |< TECHNOLOGY
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8-10y.o0.

I 95 (o5%)

I 76% (7%
B 63% (75%)
I 65% (73%)
B #8% (53%)

11-14 y.0.

15-18 y.0.

I 575 s [ 93 (507

I 26 (o7%)
I 325 (542
| ERCED)
B 3% 332)

I 33 (35%)
R 52 (%)
B 67 (s0%)

I 23% (s7%)



. PARENTS & CHILDREN / POPULARITY OF DIFFERENT GENRES OF

GAMES

adventure games

educational games

games of skill

races/simulators

sports

logic

virtual farms/simulators of farms
strategic

RPG (Role Playing Game)

shooting games, FPS (First Person Shooter)
digital board games

MMO (Massively Multiplayer Online)
card games/ solitaires

economic

other

I don’t know/ It's hard to say

| 19 KRAKOW
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BOYS

I 34%
— 24%
I, 327
I 43%
I 39%
I 23 %
I 7%
I 23 %
— 22%
— 26%
I 73%

I 4%

I 7%

m 3%

2%

B 5%

GIRLS

I 47%
I /3%
EERETET 34%
I 73%

I 75%
I 337%
I 23

N 4%

I 77%

. 5%

I 75%

I 17%

I 6%

I 3%

B 4%

I 3%



. PARENTS & CHILDREN / FREQUENCY AND TIME OF PLAYING BY GENRE
AND PLATFORM

[elg IR [DaS

Among children age 11-14 there
can be observed the most
significant growth of time spent on
playing social, PC installed,
browser, mobile and console games

[Pl R [Dags

ABOUT 3 0 O/O

= [ 7N ]
3 ()
N a®
Girls and boys spend time playing 19% children up to 7 y.o. play
game on each of 5 platforms with mobile games every day, and 15%

almost similar frequency play on social networks with
similar frequency

av. 31-60 MINUTES DURING
SINGLE GAMEPLAY

10% pLAY FOR MORE THAN
2 HOURS ON CONSOLES AND PC

21% vs. 11%
except browser games 6 0 0/0

>10% boys spend more than 2 Children up to 7 y-0. play games
hours playing console, browser between_] 5-60 minutes during
and PC installed games single gameplay

More than 30% children aged

11-14 play games from 60 to
more than 120 minutes

’ KRAKOW
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A 56-65 Y.0.

GAMERS AND USED PLATFORMS

6% 15.55y.0.

@ Gamers
@ Non-Gamers

56-65 y.0.

@® Gamers
@ Non-Gamers

48%
92%

L KRAKOW
POI lSH 19 TECHNOLOGY P
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38% 32% 35% ok 29%
3%
e e BB
15-55y.0 56-65 y.0. 15-55 y.0. 56-65 y.0. 15-55 y.0. 56-65y.0
[ 2
E fa®
57%
30%
mE e
15-55y.0. 56-65 y.0. 15-55y.0. 56-65 y.0.



B 56-65 Y.0.
GAMES INSTALLED ON COMPUTER

FREQUENCY OF GAMING

meveryday

mfew times a week

= more or less once a week
®once or twice a month

m |ess frequently than once a month

15-55¢1i®.

KRAKOW
TECHNOLOGY

PARK GAMERS OBSERVATOR3

PO] lSH‘@
GAMERS RESEARCH

GAMES INSTALLED ON COMPUTER IS THE ONLY CATEGORY WITH A SUFFICIENT

NUMBER OF RESPONSES IN THE AGE GROUP OF 56-65 Y.O.

MOTIVATIONS TO PLAY

15-55 y.o.
rest and relax, way of dealing with stress _ 55%

killing time, boredom _ 38%

feeling emotions, adrenaline, rivalry _ 38%

to learn something, develop new skills _ 41%
for company, meeting other gamers _ 30%
ability to impersonate in new roles characters _ 37%
neither of those reasons . 6%

56-65 y.0.

I
I 9
I

I o

B

I s

| B



B 56-65 Y.0.
GAMES INSTALLED ON COMPUTER

PERCENT OF PEOPLE WHO BOUGHT GAME
/ACCES TO GAME OR GAMES ADD-ONS

145735153

Y.O. 26%

56-65

Y.O. R

’ KRAKOW
POI lSH 19 TECHNOLOGY OLI
GAMERS RESEARCH PARK GAMERS OBSERVATORY

GAMES INSTALLED ON COMPUTER IS THE ONLY CATEGORY WITH A SUFFICIENT
NUMBER OF RESPONSES IN THE AGE GROUP OF 56-65 Y.O.

A

| download free games from the Internet
(producer websites or game services)

I buy "physical” version (in the box) in store /
shop / online auction

| buy digital version online

| exchange/ borrow games form friends/ family

| download from unofficial sources of paid
games for free

another source

I do not buy, do not install new games

15-55 y.0.

I 5o

SOURCES OF NEW GAMES
PC & CONSOLES

56-65 y.0.

I, 5

I 5

.
-
. 2

.



A 56-65 Y.0.

GAMES INSTALLED ON COMPUTER IS THE ONLY CATEGORY WITH A SUFFICIENT

GAMES INSTALLED ON COMPUTER NUMBER OF RESPONSES IN THE AGE GROUP OF 56-65 Y.O.

PLAYING ALONE VS PLAYING WITH OTHERS

m always alone (single player)

mmost times alone (single player)

= most of the times with other players
(multiplayer)

= always or almost always with other players
(multiplayer)

m| don't know/ It's hard to say

15-55-Y.0. 56-65 Y.O.

# KRAKOW
POI lSH 19 TECHNOLOGY POLISH
GAMERS RESEARCH PARK GAMERS OBSERVATORY

POPULARITY OF DIFFERENT TYPES OF GAMES

logic

games of skill

adventure games

card games/ solitaires
races/simulators

strategic

sports

shooting games, FPS

digital board games

RPG (Role Playing Game)

virtual farms/simulators of farms
MMO (Massively Multiplayer Online)
economic

casino games

15-55y.o0.
I ;s
I 357
I 7
I 522
I 332
I 35
H 25
I 37
8%
I ;3
I 23
I 23%
B 7%

B 9%

56-65 y.o.

I /3%
I 4%

I 24%
I 56

0






