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Gaming competes with other media
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Mobile dominating adult gaming market

Figure 10: Video game devices used, January 2019

Three in 10 gamers play on at least four devices
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Significant share of gamers play daily
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Figure 13: Frequency of video game device use, January 2019

GAMER SEGMENTATION

Nearly nine in 10 gamers play at least weekly

Figure 14: Share of dedicated vs casual gamers, January 2019
Dedicated gamers represent traditional gaming
demographics
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Differences by device type

Dedicated mobile gamers: Play weekly on mobile device
Figure 16: Key demographics of dedicated mobile gamer,
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Dedicated console gamers: Play weekly on console

Figure 17: Key demographics of dedicated console gamer,
January 2019

Dedicated computer gamers: Play weekly on computer
Figure 18: Key demographics of dedicated computer gamer,
January 2019
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Key opportunity

Instant gratification tops more involved gameplay

Figure 19: Preferred video game genres, January 2019
Dedicated mobile, casual gamers look to low engagement
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Console gamers are action-oriented
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Figure 21: Preferred video game genres — Action genres, by

gamer segment, January 2019
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Key opportunity

Good gear is important for most gamers

Figure 22: Aftitudes toward gaming hardware, January 2019
Speed and graphics top hardware concerns
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Figure 24: Number of games purchased in last 12 months, July
2017-August 2018

* Adults can wait for games
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Casual gamers more likely to watch pre-recorded videos
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Computer, console gamers get in on the action

Figure 30: Competitive gaming participation, by gaming
device used, January 2019

COMPETITIVE MOBILE GAMING

Key opportunity

Some hesitation for more competitive mobile games
Figure 31: Attitudes toward competitive mobile gaming,
January 2019

Console gamers looking for crossover
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Figure 32: Attitudes toward competitive mobile gaming, by
gamer segment, January 2019

« Big three smartphone providers speak to different devices
Figure 33: Gamer segment, by smartphone brand, January
2019
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