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S 1-2 hours | 2-4 hours | 4-7 hours | 7-12 hours |12-20 hours S
Country 1 hour 20 hours | Hours Each
a week aweek a week a week a week
aweek aweek Week

France 14.7% 13.9% 19.7% 20.9% 14.7% 10.5% 5.6% 6.22
Germany 10.8% 16.8% 15.0% 21.0% 16.4% 13.0% 6.8% 6.92
India 12.4% 17.2% 21.2% 16.6% 15.0% 11.6% 6.0% 6.35
Italy 10.0% 18.4% 20.2% 19.8% 16.2% 9.4% 6.0% 6.26
Japan 22.0% 12.6% 15.6% 17.4% 11.6% 8.6% 12.2% 6.64

South Korea 19.8% 20.2% 19.4% 18.6% 10.4% 6.8% 4.8% 5.04
Singapore 15.5% 16.6% 19.8% 19.0% 16.0% 6.1% 7.0% 5.85
United Kingdom | 11.4% 17.0% 19.6% 16.0% 16.2% 9.8% 10.0% 6.89
United States 13.6% 15.2% 17.4% 18.2% 16.4% 11.4% 7.8% 6.76

Global 14.5% 16.4% 18.7% 18.6% 14.8% 9.7% 7.4% 6.33
\\ (FFE) BIRHRIERR(Z)_8 &R RilEk
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1-2 hours | 2-4 hours | 4-7 hours | 7-12 hours | 12-20 hours POk s P Aeas
20 hours |Hours Each

aweek aweek aweek aweek
aweek Week

Less than

Thoura
week

18-25 years old 9.1% 145% | 169% | 21.0% | 16.1% 11.5% 11.0% 7.48

26-35yearsold | 8.0% 134% | 192% | 202% | 17.0% 11.6% 10.5% 7.50

36-45yearsold | 9.3% 147% | 211% | 18.9% | 15.0% 12.3% 8.8% 7.09

46-60yearsold | 159% | 176% | 18.9% | 19.6% | 14.7% 8.6% 4.9% 5.72

Over60yearsold | 26.5% | 20.3% | 16.9% | 14.0% | 11.7% 6.1% 4.5% 4.70
All ages 14.5% | 16.4% | 187% | 18.6% | 14.8% 9.7% 7.4% 6.33
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Less than More than | Avera
1-2 hours | 2-4 hours | 4-7 hours | 7-12 hours | 12-20 hours 4o
1hour 20 hours | Hours Each
aweek aweek aweek aweek aweek
aweek aweek Week

Female 15.6% 17.5% 21.0% 18.2% 13.2% 7.9% 6.5% 5.80
Male 13.4% 15.4% 16.4% 19.0% 16.3% 11.4% 8.2% 6.84
14.5% 16.4% | 18.7% 18.6% 14.8% 9.7% 7.4% m

All
X CFFA) FUBHEIEAR(—)_8 s i

FREREEFA
BB FRITAR LR - SANATEFRZEIRY
TiRIRZ -

France 1.72 mm 1.60 212
Germany 1.73 0.95 1.39 1.83
India 1.87 1.24 1.40 263

Italy 1.99 1.06 1.64 2.21
Japan 110 0.94 0.97 2.82
South Korea 177 0.97 0.91 248
Singapore 1:57 1.09 1.03 2.4
United Kingdom 1.51 117 1.66 1.82
United States 155 115 1.52 21
Global 1.65 1.08 135 2.27

Figure 6: How much of your total time playing video games is on the following devices? (Scale 0-4 where O
indicates the device is never used and 4 signifies the device is used most of the time)
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Mobile phone Tablet Gaming console Computer

I Female [M Male
\\ (RFAE) SRFHIENE()_8 M8k Lk

R LR S1EE

w35 B % (Consoles): Nintendo, Sony
Playstation, Microsoft XBox, ...

» = 9L % (Handheld)
= {TE)Appils B (Mobile App)

= im0z £k (Cloud games)
& #E B 15 P78 (Virtual Reality, VR)
1218 E 15 % (Augmented Reality, AR)
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2D/3D Graphics Sereen 0
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Update ‘:IIJ Processing Gameplay Controls Forwarder
< Internet @
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(FFa) BARBUERR(T)_8 s LiEEk

R Lz BR ¥R RS

w 5 — I X KB 875 (casual single-player

games), @ Candy Crush, Angry Birds
w» & — I X B 81 &2 5 (single-player role-

play games), Ul: The Elder Scrolls

= — A TE 5T 2957 Ef (first person shooter

ames), #: Call of Duty

2 In X KA 5 (casual multiplayer games),

g0: Words With Friends
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XA NR EAEmETER(Massively
Multiplayer Online Role-Playing Games,
MMORPG), #: World of Warcraft

w22 N AR B RR 535 02 B (Multiplayer Online
Battle Arena, MOBA), #l: League of
Légends, DOTA 2

w K 2k 7% 7 55 (Battle Royale games), 40:
Fortnite, Battlegrounds, Call of
Duty:Warzone (2020/03# HIsE—ER -
ThZEIH5000E B %)
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A KA IARLE 25302 By, ?

SRS NS KRR SA T B R B - (Bl A2,
NEFFI(BEERE - RELHNS=R)

Battle Royale
games (e.g. i
Fortnite)

France 115 1.02 0.90
Germany 0.88 0.92 1.99 115 0.94 0.84 1.05
India 179 177 215 1.82 1.54 1.60 1.56
Italy 125 123 1.89 1.34 112 119 122
Japan 0.72 0.75 1.72 0.80 0.64 0.58 1.09
South Korea 1.27 1.38 1.57 1.47 110 1.39 1.36
Singapore 113 1.24 1.97 1.36 1.07 113 115
U.K. 0.90 114 2.09 1.30 0.77 0.80 1.05
u.s. 0.89 1.23 2.22 1.26 0.83 0.77 1.08
Global 1m 119 1.97 1.32 0.99 1.02 1.16

Figure 12: How much of your time playing video games is spent playing each of the following types of games?
(Scale 0-4)
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Missed time to : : y

France 9.1% 28.8% 59.2% 21.3% 9.1%
Germany 9.0% 24.6% 49.1% 17.0% 9.0%
India 29.8% 35.6% 49.2% 29.2% 29.8%
Italy 6.6% 35.6% 45.8% 19.8% 6.6%
Japan 8.6% 4.4% 55.2% 27.0% 8.6%
South Korea 14.6% 28.0% 54.4% 15.4% 14.6%
Singapore 12.9% 36.0% 59.7% 24.3% 12.9%
United Kingdom 7.4% 22.4% 59.0% 23.0% 7.4%
United States 8.8% 23.0% 59.0% 23.8% 8.8%
Global 11.9% 26.5% 54.5% 22.3% 31.7%
\\ (FFE) BIRHRIERR(Z)_8 &R RilEk
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#8588 % (Cyberbulling)

-BE$L\1§3/B(PI’IV3CY invasion)

= (& A\ & 18 & (Personal information leakage)
w 2 5 1% 52 7% @l f2 (Webcam worries)

» 7£ 47 J& 3 (Online predators)

o ﬁ?E%(Hidden fees)

B EERES(Malware)

43 3% 8% B 78 (Online game addiction)

B K #8E(Gaming Disorder, 2018F HWHOIET
B AT IR B R)
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