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Abstract:
This paper will explore the This paper will set out to discuss through research in order to discover and to better understand the reasons concerning the theory of why most gamers are perceived as being young people, although through most of the research that has been gathered for this paper and through the full number of sales done throughout the years, this industries greatest amount of consumers are adults. 
This paper shall also present evidence and bring light for the levels of people playing video games has changed in recent years and what has this resulted in today’s industry and to see if this has caused a significant change towards the revenue of the games industry and how this could effect it in the future. 
Finally, this paper will also explore the fluctuations and changes of the average age of gamers between the years of 2008 to 2017 as this will provide appropriate information and crucial evidence into why the average age has changed and the effects it has had on the industry as well as the perception of the people who are playing video games as well as finding out what the average age of gamers today and what possible effects this could present for the future of the industry as a whole.  
Literature review:
Introduction:
This paper shall describe research into the fields of weather there are fewer people particularly adults around the world who are playing less video games then in the past. In order to gain a better understanding of how the levels of people laying video games has changed, statistics all the way from 2008 up until 2017 shall be discussed, as this provides a broad length of time and this can provide an appropriate amount of information on the levels of gaming people throughout the years and given evidence not just into the levels of people and their age but total money intake and all the economical parts of the industry. Another main point of this paper is to provide evidence and through discussion to debunk a supposed theory that many people believe that most gamers are perceived to be young people and are getting younger although the gamming Industries biggest market and most of the products are 
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bought by adults, this theory shall have a big impact into an insight into the future of the gaming industry. This aim of discussion also neatly flows into the next point of discussion of how the average of gaming could affect the future revenue of the gaming industry as a whole. All of these aims of discussion for this paper are all within very similar themes and most need information that requires a lot of statistics and numbers for the explanation of the aims for this paper. The relevant information that will be used to answer the aims that this paper has set out to achieve. The research that has been gathered from different sources shall be discussed and provide an answer to each of the aims that have been proposed for this paper.     
Case study:
The Ukie website, can provide the appropriate information on the numbers of players and fanatical income gained through the industry within the UK.
The website Quantic Foundry can also provide information of the UK side of the industry through general information and through PDF’s that are created.
The ESA; Entertainment Software Association, shows the levels and the averages of the number of people who play video games within America.
The ESA PDF’s that have been selected for providing information are from 2008 all the way to 2017 which can greatly show how much more of a change there has been through the industry with the American side of the industry and market.  
The company Big Fish Games has also been chosen to provide information on more aspects of the game industry as this comp0any has produced a case study that contains a lot of appropriate information that can be used for this paper.  
The Statista website also provides suitable information in the form of a bar graph shown the total percentages of the genders who have played games from 2006 to 2018. 
The Currys/PC World website has also been used in order to provide the information on the prices for two gaming consoles that are used as examples as part of the explanation of one of the aims that is part of this paper.
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Having researched information from opposite sides of the Atlantic is important as it shows the sear scale of the gaming industry across the world and how the levels of people who play video games can differ greatly from region to region on different sides of the planet, for instance there are more people who play handheld games in Japan ware as there are more people play on console in Europe and America.  All of this information can provide a great amount of information in many different forms such as statistical, discussion or through graph data, all of which will be most useful in answering and providing evidence towards the aims that his paper will discuss in detail. 
Chapter supporting aim 1:
In order to understand how to disprove the theory that this paper has aimed for a point of discussion, research must be complied for the actual ages of the people who are the ones playing and buying video games who are the main market for the gaming industry and the main selling point for the gaming companies. 
Following a case study performed by Big Fish Games from 2016 to 2017, it has discovered that the average age of gamers around the world is 35 as well as the average age of game purchasers is 38, it also provides information on other aspects of who are playing video games, it also says that the average number of years that gamers have been playing for is 13 years, it also reads that 59% of gamers in this study are male and that 41% of gamers are female, it also indicates that 60% of game purchasers are male and 40% of game purchasers are female, this web page indicates through the companies research the percentages of which devices are being played on the most by gamers, PC has the highest with 56% followed by dedicated game consoles with 53% percent, then smartphones with 36% followed with wireless devices at 31% and finally dedicated handheld systems 17%. ‘Over half of UK adults play video games and almost a third of them have purchased a game in the last year.’, (MCV, 2017)
The ESA also has information that reveals that the average ages of people playing games has only changed in small ways without the difference in numbers being to massive. Looking through the ESA PDFs, one factor is similar in every one, in that there are more men than women who are playing video games which has remained very constant in all the years that have been chosen for the research for this paper.
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The average age of gamers using the information provided by the ESA’s PDF’s is as follows; 35 in 2008, 35 in 2009, 34 in 2010, 37 in 2011, 30 in 2012, 30 in 2013, 31 in 2014, 35 in 2015, 35 in 2016 and finally 35 in 2017. 
The lowest average is 30 in both 2012 and 2013, one reason for this number begin so low is due to their begin more people in the age range of 18-50 were playing games, for these years there were fewer people over 50 playing and even less under 18’s. After this year the averages have remained steady and have not gone higher than 37 or lower than 30 and these averages are apparent because of very similar reasons of the overall numbers of the different groups of people.
It is perceived that more gamers are young people or teenagers, but through the relevant research it is concluded that there are actually more mid-aged adults who are playing video games. With this understanding of the ages of these players it is now absolute in debunking the perception that gamers are only young people, this reason of thinking has been brought about because of how many people see stories about gaming through new articles, if there has been a rise in violent crimes because of video games, where often young people are the ones who are forced into the spotlight. Looking at the average ages of gamers and the average purchaser ages it is made extremely clear that a large majority of these people are older adults that are the main audience, with this the gaming companies would start to aim most of the products that they are making towards the adults. 
Figure 1.
[image: 2018 Q1 Average Weekly Hours of Gaming]





This graph from the Ukie website show the average weekly hours of gaming, in hours for people aged between from 11 to 64 years. The countries listed here are all European countries, this graph shows that the UK has the highest 
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average weekly hours out of all the other countries with a score of 10.3 and the country with the lowest average weekly hours is Spain with a score of 5.5, one reason this great difference in weekly hours is explained on the Ukie’s website, in that ‘The UK has a long history of making world class video games. With the global games audience estimating between 2.2 and 2.6 billion people and global software market expected to grow from $137.9 billion in 2018 to an estimated $180.1 billion by the end of 2021, the opportunities for the UK games industry have never been greater.’, (Ukie,2018). This quote sums up that the games industry in the UK has increased greatly in recent years and has gain a lot of income from doing so and that there has been a massive increase in the number of British developers which has resulted in these people being involved in working on many game in companies around the world, ‘We are, as a nation, extremely creative and quirky’ (Dr. Jo Twist, Chief Executive, Ukie, 2018).  
[image: 2018 Q1 UK Device Types]Figure 2.









This graph here which is also from the Ukie website shows the percentages of how many people playing different devices with in the UK, some satistics from the Ukie’s website alongside the graph inform that 54% of the players in the UK are male and that 46% of the players are female with the age range of 15 to 24 year olds. This graph also clearly shows the typical trend that household consoles are in the highest position with 29% and computers only just being below with 28%, handheld devices are in the lowest position with 11%, this 
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reflects that fact that with the American and British side of the gaming industry, consoles are played more often by people rather than handhelds, this is down to the lifestyle of the consumers for the game industry, this lifestyle of which device is played more if different in the eastern regions of the world, particularly in Japan were there are more people who are playing games on handheld devices.  
Chapter supporting aim 2:
Looking at the ESA’s PDF constructed for this year of 2018 it apparent that the average age of gamers in the USA is 34 , the same number as in 2010 with the average purchaser age being 36 whereas the average age was 40 in 2010. One reason for the purchaser age being different is due to there being more older adults being there buying gamming products back in 2010, despite this the current purchaser age has gone down to 36, which might give the impression that these gamers are becoming younger but these people are still adults over the age of 18. On the other side of the Atlantic, within the UK the current average age of gamers is 25 with its range being from 18 to 80 year olds, this information has been gathered from the Quantic Foundry website and their latest audience report PDF. This number would be due to a very similar reason when compared with the average of the American side of the market with there being more adults who are the ones buying the gaming products. This number here for the average for the UK side is much lower compared to the US side. This would be due to there being more young people who are not just playing games but are now buying gaming products. 
All of these numbers regarding average ages of gamers and average purchaser ages have been deduced from the respective websites of the ESA and the Quantic Foundry from both the American side and the UK side of the gaming market.    
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Figure 3. [image: Related image]








This graph is from Statista.com showing the distribution of computer and video gamers in the United States from 2006 to 2018 by gender, it shows the percentages of the women and men playing games during each year, percentages of females are shown in the upper navy blue sections and the percentages of males are shown in the lower light blue sections. In 2006 there was 62% make players and 38% female players, for 2007 it is again 62% male and 38% female, for 2008, 2009 and for 2010 it is 60% male players and 40% female players, for 2011 there was 58% for males and 42% for females, for 2012 it is 53% for males and 47% for females, for 2013 it is 55% for males and 45% for females, for 2014 it is 52% for males and 48% for females, for 2015 with 56% for males and with 44% for females, for 2016 it has 59% for males and 41% for females, for 2017 it has 59% for males and 42% for females and finally for 2018 it has 55% for male and 45% for females. This trend of there being more players of the male gender than the female gender is very apparent and common for every year, this is very much known and there is evidence through the research for this paper.  
Another key part in understanding how many people are playing video games, one can break down this information and look into how many people are playing which genre of games as this could affect how the average age of gamers. Scanning through the research it is clear that First Person Shooters have remained very popular over many years though Platformer games have gone down in the numbers of people who play them but are still quite popular for many people. Looking at the American side of the market with the PDF’s 
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produced by the ESA, it shows with pie charts which games of different genres are being sold in units for both video games and computer games for each year, these pie charts very clearly show that Strategy games for the computer game side have the highest amounts of units sold every year ranging from the lowest number of units sold being 24.9% for 2013 and the highest number of units sold being 38.4% for 2014, however the ESA PDF for 2017 does not provide or even have any information on the Computer game units sold, instead it provides information on Virtual Reality showing the rise in popularity of these headsets and their functionality, here it concludes that the average age of Virtual reality headsets for either PC’s, consoles and mobiles is 31 with over 90% of PC and console VR owners being satisfied with their headset purchase and 1 in 3 people who are considered to be the most frequent gamers have said that in the next year they would want to by a Virtual Reality headset product, this information also shows that the most common activates that are done with VR is playing a single player video game with PC and console having 94% and mobile having 48%. 
Now in regards with the genres of video game sold, the most common genre with the highest number of units sold is Action with 22.3% in 2008, 20% in 2009, 21.7% in 2011, 19.0% in 2012, 22.4% in 2013, 31.9% in 2014 and 28.2% in 2015, it is only in these years that the Action genre was the most commonly purchased, however in some of the other years there were different genres that took the highest spot in the terms of units sold, in 2010 the genre with the highest percentage was Sports Games with 19.6% and the other genre with highest percentage was the Shooter genre with 24.5% in 2016 and 27.5% in 2017, these facts show that there is a greater variation of people’s preferences for video games rather than computer games and this also helps into proving that not all video game players are just playing violent shooter games and causing violent acts in public as is often seen in the news and on websites today, this information can also relate back to the theory that this paper is trying to disprove that all video gamers are young people as this perception of being young also has given rise to the perception that these young people are just playing shooting games, but these statistic show that the most commonly purchased over this length of time are games of the Action genre, thought this can be perceived to be violent as well as any shooter game, there is a greater range of theming this this particular genre, the action could be part of an adventure game or a platformer game.
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This information has been gathered form the ESA PDF’s from America and from Ouantic Foundry’s PDF from the UK, as this is able to show a very large amount of information from opposite sides of the planet which gives a very large impression of how much of an impact this industry has left.
Chapter supporting aim 3:
The ESA can provide information upon the amount of money gained per year within America due to this company producing it PDF’s every year. In their PDF’s it shows the growth in sales in millions of both dollars and in the units themselves that have been sold. ‘Video games are a strong engine for economic growth’, (ESA, 2018). 
The cost of consoles can affect the average gamer age, it would affect the average game purchaser age first which would link up to the average gamer age, the average purchaser age is mostly higher, the reason behind this is that it is most often than not the parents who are buying  the gaming consoles for their children. If a consoles costs what some customers would consider to be too much they would not buy it and this would result in the average purchaser age going down as well as the average gamer age. 
The average game purchaser age for each of the chosen years is as follows; 40 in 2008, 39 in 2009, 40 in 2010, 41 in 2011, 35 in 2012, 35 in 2013, 35 in 2014, 37 in 2015, 38 in 2016 and 36 in 2017. These averages only have a difference of 6 between the lowest average and the highest but these ages show that are more older people who are buying consoles and games, this relates back to the fact that there are many parents who are the ones buying games for their children. The very obvious reason for this would be that younger people would possibly have less money for them to spend on what they want to buy, so for young children they would get their parents to buy the gaming products for them. 
What can greatly affect the total income gained by the gaming industry is the actual price of the gaming products and the gaming accessories, as the price of the products can greatly affect weather or not people would buy them. For example a Sony PlayStation 4 Pro console with 4K Ultra HD graphics & HDR technology, 1 TB hard drive & 8 GB GDDR5 memory, Blu-ray drive and Dual-band WiFi with Ethernet & Bluetooth is available on the Currys/PC World website for £349.99, were as an Xbox One X with 1 TB hard drive & 12 GB 
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GDDR5 memory, built-in WiFi, Ultra HD with HDR and Vapour Chamber uses high-grade liquid cooling is also available on the Currys/PC World website for £449.99, with this amount of money needed just to purchase these gaming consoles there might be some people who are not be able to buy a console for this much money due to their employment and how much money they earn themselves.
Figure 4.Figure 5. 
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This graph is from Ukie.org.uk and it shows the growth in the total income of the music, video and games industries respectively between the years of 2016 and 2017 in billions. The graph shows the combined income from both digital and physical sales as well as the percentage increase. 
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‘Digital games sales provided the majority of growth, increasing 12.1% to £2.56bn, while physical game sales reversed recent trends, increasing 2.1% to £792m, despite decline in physical sales for both music (-3.4%) and video (-16.9%)’. (Ukie, 2018).
This graph clearly shows that the games industry in the UK has brought in the most income altogether when compared to the video and music industries though it is apparent that most of the income has been generated from digital sales, although this can be said for all the industries, that there are purchases or downloads done through digital means rather that going into a physical shop, looking at this graph it more done so with games. This also reflects the current advertisement of most games today, in which there are more options of purchasing a game through digital download and there is more focus from these companies that sell in the digital market and they want more sales done digitally, from this there are now many companies gain income through the digital market and this is an exploit that the industry would want to aim at and would want to continue in order to gain more money. These digital sales have accrued more due to there being more people sending time on the internet and there being more advancements in the technology that is available for people. One main reason that would be beneficial for the video game companies if they sell games digitally is that they would save money from the making of the physical products such as the game disc, the game disc box, the 
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game box cover, the instruction booklet and any packaging that it would have, more money would be saved if the game they were selling had other special 
bundles such as a deluxe or collector’s edition, as theses would have more physical accessories available for instance many collector’s editions of some games include a statue of sorts, the advantage here would be that the video game companies would save money selling just digital games but one disadvantage would be for the consumers as some people would want to have the physical products that would come with collector’s editions of games and in this situation game companies would lose out on some customers.      
Methodology:
The methods of research that are used for this paper is mostly taken from internet sources relating to the chosen topic of discussion. These sources include statistics about levels of people playing video games from a long time which helps give a better sense of the changes to the levels of people.
The ESA website has been crucial in the choosing of looking at the statistics of the gaming population as whole as this company gathers research and produces a PDF for each year, these PDF’s include information from many aspects associated with the gaming industry within the USA. The Ukie website has been used for the research into the statistic of the game industry and its market within the UK.  The Quantic Foundry has also been useful for PDF information for this year for statistical information. The MCV web page talking about the ‘Modern British Gamer’ has a full discussion about what is important for British gamers and how the British side of the gaming industry is unique and just who these players are. The website Satista, has been used for the use of the bar graph used in this paper which has been able to show in an easy manor not only how many people have been playing video games each year, but has also broken down the information of many men and women have been playing as well. Big Fish Games as also helped in providing more information from the American side of the game industry and market from a different perspective of many of the aspects of this industry.  
All the research for this paper is secondary research as all this information has been gathered from mostly internet sources and the PDF’s by ESA and the Quantic Foundry’s PDF, which has very helpful in seeing the information clearly into many aspects of the industry including how many people are playing each 
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[bookmark: _GoBack]genre, how many gaming systems people own, whether there are children in the house hold and how they play and whether they parents play games with them and all the financial sides of the gaming industry. This provides a very large amount of information that has been used for all of the information that it has been able to provide for the aims of this paper to be answered with research to back up behind them.
Conclusion:
With all the research that has been gathered and through discussion and analysis, the aims that have been proposed for this paper have resulted a vast amount of raw information and a better understanding about the inner workings of the gaming industry in the terms of the numbers of who is playing which type of games and better understandings of the financial side of the industry. ‘Understanding how different consumer groups engage with gaming, their relative values and how they can be targeted most effectively, is key for brands seeking to exploit the opportunities offered within this burgeoning market.’, (MCV, 2017)
It is very clear through the research carried out for this paper that there are actually older adults that are the main portion of the total number of people playing and buying video games, this number will most likely increase in the future as these people become older and then there would be more people who would start to play video games and then they would get older and then this would result in the average age of gamers increasing although the average purchaser age could be different due to many reasons, such as employment rate could affect how many people are earning money and are able to buy gaming products and this could possibly affect the age as people of curtain ages might not be able to get a job more so than others. With this in mind, the customers themselves can greatly affect the outcome of how much income the game industry is able to gain each year. 
It is also apparent that there are more video games sales done through the digital market rather than physical purchases and looking at the statistics that this has been increasing compared to past years and this will most likely increase in the future. This point has both advantages and disadvantages for both the video game companies and for the consumers, as the companies would want to save money producing the physical products and they would be 
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some people who would want to have the physical items available in special editions of games and indeed there are some people who do prefer to have 
the physical game and there are some people who prefer to collect just digital games, these digital sales are becoming more common in recent years due to the advancement in technology and in the internet.       
Practical considerations:
One application of this topic that could affect the total income of the gaming industry would be the overall numbers of people who are playing games, since there would be fewer people playing games, if there are fewer people playing video games there would be fewer people buying video games. This would result in video game companies not earning enough money and could a down ward spiral that would flow through the entire industry. One reason behind the levels of people playing games could be due to the cost of the consoles and the employment rates, as mentioned previously many of the gaming products produced by companies can cost a lot of money for the consumers. 
One consideration for the future of the industry, seeing as most of the players are now adults, would be to create content for this target audience as it would be the biggest source of revenue, one way that they can apply their understanding of their target audience would be to make games of curtain genres that are the most popular. Also another future consideration is with the sales of gaming products, as more purchases are occurring through the digital market, the industry would take this matter into consideration and would start to sell more products digitally.  
Another consideration for the future looking through the information that has been gathered for this paper is in regards of the genres of games, with the understanding of which genres had the highest amount of units sold each year a thought of which genre of game would be played by more people, it looks like that Strategy games would still remain the highest amount of games bought for computers were as for video games it would still jump back and forth between Action, Shooters and Sports Games, although as previously mentioned there is a greater variation of preference for the genres in the video game side, though what can be agreed is that Virtual Reality is on the rise of popularity amongst many gamers and there would be many more purchases of this product.
Page 15. 
Bibliography:
. Ukie. (2017) Available at: https://ukie.org.uk/research (Accessed: 20th October 2018).
. ESA Entertainment Software Association. (2018) Available at:  http://www.theesa.com/about-esa/industry-facts/ (Accessed: 20th October 2018).
. Big Fish Games. (2016/2017) Available at: https://www.bigfishgames.com/blog/2017-video-game-trends-and-statistics-whos-playing-what-and-why/ (Accessed: 20th October 2018).
. Quantic foundry Available at: https://quanticfoundry.com/wp-content/uploads/2017/10/Sample-Audience-Report.pdf (Accessed: 20th November 2018). 
. MCV (2017) Available at: https://www.mcvuk.com/business/report-who-is-the-modern-british-gamer (Accessed: 4th December 2018). 
. Satista 2006-2018. Available at: https://www.statista.com/statistics/232383/gender-split-of-us-computer-and-video-gamers/ (Accessed: 4th December 2018). 
. Currys/PC World (2018) Available at: https://www.currys.co.uk/gbuk/tv-and-home-entertainment/gaming/gaming-consoles/sony-playstation-4-pro-10153771-pdt.html (Accessed: 10th December 2018). 
. Currys/PC World (2018) Available at: https://www.currys.co.uk/gbuk/tv-and-home-entertainment/gaming/gaming-consoles/microsoft-xbox-one-x-10170844-pdt.html (Accessed: 10th December 2018). 
Reference:
. Figure 1: https://ukie.org.uk/research 
. Figure 2: https://ukie.org.uk/research 
. Figure 3: https://www.statista.com/statistics/232383/gender-split-of-us-computer-and-video-gamers/


Page 16. 
. Figure 4: https://www.currys.co.uk/gbuk/tv-and-home-entertainment/gaming/gaming-consoles/sony-playstation-4-pro-10153771-pdt.html 
. Figure 5: https://www.currys.co.uk/gbuk/tv-and-home-entertainment/gaming/gaming-consoles/microsoft-xbox-one-x-10170844-pdt.html 
. Figure 6: https://ukie.org.uk/research
image4.jpeg




image5.jpeg




image6.png
£4.00bn

£3.50bn

£3.00bn

£2.50bn

£2.00bn

£1.50bn

£1.00bn

£0.50bn

£0.00bn

+7.5%
£1.56bn £1.91bn
o +9.6%
£0.62bn £0.74bn
£0.94bn £0.78bn
£0.48bn £0.46bn
2016 2017 2016 2017

Music Video

/; +9.6%

£2.56bn

£2.28bn = Digital

m Physical

£0.78bn £0.79bn

2016

2017

Games




image1.png
Average weekly hours of gaming
(in # hours, 11-64 year old)

12

10

UK FRANCE GERMANY SPAIN




image2.png
People playing by device in UK
(in %, 6-64 year old)

35%

30%

25%

20%

15%

10%

5%

0%

29%

== 25%
== v
= 19%

= o -
o= 1% \o.\ A &
=l <& s <
= =& Ny <
CONSOLES HANDHELDS COMPUTERS ~ SMARTPHONES TABLETS





image3.png
Dlstributian of computor and vidso gamars In the Unkad Statas fram.




