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WHO IS PLAYING

COMPUTER AND VIDEO GAMES?

46% FEMALE

CORGE s

gu OF CANADIAN KIDS
AND TEENS ARE GAMERS

LS e 5hvs bex uesx

3 YEARS OLD-AVERAGE AGE
OF CANADIAN GAMER

CANADINS ,
ACE, D HayE Mmlﬂmfﬁlﬂﬂﬂﬂqm

On what platform do Canadian's play video games most frequently?

2t% on a cell phone, kablet computer B% on a handheld game system
or other mobile device [such as a Nintendo 305 or PlayStation Vital

33% on a game console
[such as an ¥bow 380, Wii or PlayStation 3]
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36% on computer



61% of Canadian households own a game console
[Lii, Wbox 360 or Playstation 3]
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80% own a cell phone, tablet computer or
other mobile device

FESEEERRR
SENEEEERR
FESNEEARR

95% oun a computer

The number of game devices in Canadian households has significantly
increased since 2010, except for computers. Most (80%) have at least one
cell phone or other mobile device. About 3 in 5 have at least one video
game console (61%) and nearly 1 in 3 (31%) have a handheld device.

There has been a significant shift in general game device usage with 58%
of gamers reporting use of computers (decrease of 12% from 2010) and
44% of gamers reporting use of handheld gaming systems (an increase of
18% from 2010).
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PROFILES OF
CANADIAN GAMERS

CHILDREN (6-12 YEARS)
GIRLS BOYS

35% PLAY MOST OFTEN ql% PLAY MOST OFTEN

ON A COMPUTER ON A GAME CONSOLE

3D%PLJWH35T'DFI'EHWP.EELL ELI%PLM" MOST OFTEN ON A
PHONE OR MOBILE DEVICE HANDHELD GAME SYSTEM

SRYMAmOS pymaume

17%PLAY EVERY DAY 41%PLAY EVERY DAY

SHE GFRRGg PLAYS HE (7RGg PLAYS

LIE% KID EDLE PLAYING 55% E%ﬂﬂ AND ADVENTURE

D-HTE{I.'IE“:ITIE!‘ME..IETI]
ECI ET TROPHIES AMD ACHIEVEMENTS, AMD LNLOCH
OPTIONG OR CHARACTERS

PE%SCC O 3R

PARENT GAMERS ANO
THEIR CHILDREN

B0% Gaves i TR Citln . D0 Jo G LAY ONCE AUEEKOR PORE.
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TEENS (13

TEEN GIRLS

4c%

PLAY MOST OFTEN ON A CELL
PHONE OR MOBILE DEVICE

49%

PLAY VIDEO GAMES A FEW
DAYS PER WEEK
AND

0%

PLAY EVERY DAY

2 /%

ARCADE GAMES

cb’k

MUSIC-BASED GAMES

_..ebk

ERE IJE LE hl]ﬂ!]
I'EH HEHTAL H.BILITIES

-17 YEARS)

TEEN BOYS

b4k

OF TEEN BOYS PLAY MOST
OFTEN ON A GAME CONSOLE

5%

PLAY VIDEO GAMES A
FEW DAYS PER WEEK

4%,

PLAY EVERY DAY

5 3%

SHDDTEH EAHES
AR 'l'l

THEY ¥
I-L'J-NETUT'IEQS

0
ﬂETIﬂH ﬂHﬂ RBUEHTUHE EH?EF
!I

£9%

SPORTS GAMES



ADULTS 18-34

1

PLAY MOST OF DFTEH ON A CELL PHOME T.-.aLEr
OTHER MOBILE DEVICE

31%

PLAY MOST OFTEN ON A
COMPUTER

AND
307
0
PLAY MOST OFTEN
ON A CAME CONSOLE

=E1Y%

FLﬂ‘l"HJEI'EFI'EH ONA

339,

PLAYHE‘STGFI'EH{HA

457%

PLAY VIDEO A FEW
DAYS PER WEEK

49%

PLAY A FEW DAYS
PER WEEK

SHE 7RRGQ PLAYS

EDUCATIONAL GAMES, PUZZLE LIORD
GAMES OR ANY GAMES THAT CHALLENGE
HER MENTAL ABILITIES

3%

ROLE-PLAYING GAMES [RPG]

MOST PLAY OWLINE 50 THEY CAN COMPETE OR PLAY AGAINST
OTHERS, PLAY TEAM CAFES AND COOPERATE MITH OTHERS

Q
PLAY STRATEGCY OR ROLE
PLAYING GAMES

[IN REAL-TIME OR NOT IN A CONTINUOUS WORLO]

HE ﬁ PLAYS

o FOLE-PLAVIIG, 555_1 (3P5),,

41%

ACTION I ADVENTURE

lll]%

E91 OF SHOOTER WS FLAY (MLINE. H]GI' PLA'I' {-.IIIE 11] COMPETE OR
FLAY ACAINST OTHERS, [ODPERATE OA PLAY TEAM TH OTHERS AMD
T0 COLLECT TROPHIES AND IEHIEH'EI:ITS



AOULTS

46%

PLAY MOST OFTEN ON A
COMPUTER

AND
PLAY MOST OFTEN ON A CELL PHONE,
TRABLET COMPUTER OR OTHER MOSILE DEVICE

A MAJORITY

PLAY AT LEAST ONCE PER LEEK

[38% PLAY A FEW DAYS PER LEEM, 3% PLAY EVERY DAY AND
170 PLAY DMCE A LEEK]

5b%

EDUCATIONAL GAMES, PUZZLE, LWORD GAMES OF ANY
GAMES THAT CHALLENGE HER PENTAL ABILITIES

4%

CARD GAMES

c3%

ARCADE GAMES

35-54

39%

FLA‘!'HJ‘:TI'I'.F!'EHDHA

33%

PLAY HJST UF['EH ON A GAFE

0
PLAY MOST OFTEN ON A
MOBILE DEVICE

46%

PLAY A FEW DAYS
PER WEEK

cb’

SHOOTER GAMES
0

h

CARD GAMES

cd’

ROLE-PLAYING GAMES
POST PLEY CMLINE T0 SOCIALLY INTERACT AMD PLEY
WITH OTHERS AKD T COLLECT TROPMIES W) OTWER

c4k

ACTION / ADVENTURE GAMES



MATURE GAMERS ([55+)
LWIOMEN MEN

EBUI OF MATURE GAMERS [55+] PLAY GAMES
OMOST OFTEN ON A COMPUTER

HOW OFTEN OO THEY PLAY?
UL e AND 32% 5=

SHE (FRRGg PLAYS HE (g PLAYS
6% 41%

CARD CAMES CARD GAMES

ONLINE PLAY

3”1!, OF MATURE GAMERS ARE SPENDING MORE TIME (A LOT
OO0R A LITTLE MORE]) PLAYING VIDEO GAMES ONLINE




TEENS (13-17 YEARS)

TEEN GIRLS BV

IVEWEF  SELHEmTE
28% %uughﬂﬁﬁ FREE i EUEYEEEIUEEEE PHYSICAL

2/ h@EEras=""  PB%rre tae oenos

ADULTS 18-34

OFIEN MEN
Ho
BN D% AR e
RS BSE- =
0% rEmsrs="  2B%oonom o Fuul caes
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ADULTS 35-54

fBou 0oes HE

fBou DoEs sHE

ACQUIRE GAMES? ACQUIRE GAMES?
7% EoetaeAaR Sk G AR GRSk G

33 hteno'or noame 2% M o

3R 2 7 Free thre oémos

MATURE GAMERS (55+]
WOMEN MEN
HOW DOES SHE HOW DOES HE
ACQUIRE GAMES? ACQUIRE GAMES?
5% s T 33 BN
chhi e el

1I%EETHT 2OREE ™
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WHAT ARE ESRB RATINGS?

The Entertainment Software Rating Board (ESRB) is a non-profit, self-regulatory
body that assigns computer and video game content ratings. The ESRB ratings
are designed to provide consumers, especially parents, with concise, impartial
guidance about the age-appropriateness and content of computer and video
games so that they can make informed purchasing decisions about the games
they deem suitable for their children and families.

OF PARENT GAMERS SOMETIMES OR ALWLAYS CHECH THE ESRB RATING SYMEOL ON
THE GAME BOX WHEN PURCHASING OR RENTING VIDEQ GAMES FOR THEIR CHILOREN

OF PARENT CAMERS SOMETIMES OR ALLIAYS USE THE CONTENT DESCRIPTORS LHEN
PURCHASING GAMES FOR THEIR CHILD

OF ADULT CAMERS ACREE THAT THE ESRE RATING SYSTEM IS VERY USEFUL TO
HELP PARENTS BUY AND RENT AGE-APPROPRIATE CAMES FOR THEIR CHILOREN

How many ESRB ratings were assigned in 20117

m 9% MATURE

&

20% EVERYONE 10+

i3

Tetirm @
i

. g
::Ir L1

ﬂ' 45% EVERYONE
555

MNOTE: The ESEE assigned 1,332 ratings in 2011. These figures inclwde instances where a publisher revised and
resubmittod a game for rating as well as console dowlcadable titles via the expedited shart form rating process

For more information visit the ESRB website at Www.esrb.org
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TOP SELLING COMPUTER
AND VIDEO GAMES

12 MONTHS ENDING AUGUST 2012

n 1 CALL OF DUTY:
MODERN WARFARE 3
n E ELDER SCROLLS V:
SKYRIM
u 3 NHL 12
DLIBATTLEFIELD 3
u EJUST DANCE 3

n E ASSASSIN'S CREED:
REVELATIONS

U7BATHAH:
ARHHAM CITY
DBEEHRS OF WAR 3
DBDEAD ISLAND
1DSMHTS ROWJ:

THE THIRD

Source: &;ﬁm

Behind Every Business Docision

11 SHYLANDERS :
SPYRO'S ADVENTURE
1ETHE LEGEND OF ZELDA:
SHKYWARD SWORD
135UPEH MARIO
30 LAND
1q UNCHARTED 3.
DRAKE'S DECEPTION
15 FIFA SOCCER 12
1EHARID HART 7
17Hﬂ55 EFFECT 3
1BHHDIJEI\I NFL 12
19 CALL OF DUTY:
BLACK OPS
E u FORZA
MOTORSPORT 4
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ABOUT THE CANADIAN

COMPUTER AND VIDEO GAME INDUSTRY

- APPROXIMATE NUMBER OF PEOPLE DIRECTLY EMPLOYED IN
THE CANADIAN VIDEO GAME INOUSTRY

M CANADA'S VIDEO GAME INDUSTRY RANHS IN THE WORLD BASED ON
NUMBER OF EMPLOYEES

ESTIMATED DIRECT ECONOMIC IMPACT ON THE CANADIAN

. ECONCRY BY THE CANADIAN VIDEO GAPE INDUSTRY

u NUMBER OF COMPANIES OPERATING IN CANADA

L INDUSTRY CROWTH 2009 TO 2010

= PROJECTED GCROWTH 2011 TO 2012

- OF CANADIAN GAMINGC COMPANIES EXPECT TO
HIRE NEW GRADUATES BY 2013

B AVERAGE ANNUAL SALARY FOR EMPLOYEES
AT CANADIAN VIDEO GAME COMPANIES IS

[AS COMPARED TO AVERAGE SALARY OF 523,000 FOR WOFWERS IN THE GROADER ECONOMY ]

Source: Secor Consulting Group's Canada’s Entertainment Software Industry in 2011
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INDUSTRY STRUCTURE AND SIZE

I CANADA'S VIDEC GAME INDUSTRY IS COMPRISED OF A HEALTHY MIX OF COMPANIES
OF DIFFERENT SIZES AND WITH DIFFERING CONCENTRATIONS ON PARTICULAR
PLATFORMS INCLUDING TRADITIONAL CONSOLE GAMES AND NELER PLATFORMS SUCH
AS SOCIAL CAMES OR CAMES FOR MOBILE DEVICES

M MOST EMPLOYEES IN CANADA'S VIDEO GAME INDUSTRY WORH AT LARGE COMPANIES

(MORE THAN 150 EMPLOYEES), BUT THERE'S MANY SMALL AND MEDIUM COMPANIES
AS LELL, WITH 148 OF THEM AVERAGING ONLY 16 EMPLOYEES EACH

TOTAL COMPANIES ANDEMPLOYEES IN CANADA~ MICRO

SMALL
M micro: 1-5

MEDILM
B smLL: 5-50
B moim: 51-150

LARGE
B Lmece: 151+
B % oF ToTAL

o
AL EMPLOYRENT TOTAL CompaiiEs

INDUSTRY STRUCTURE BY PLATFORM

M THE CANADIAN INDUSTRY REMAINS CONCENTRATED AROUND TRADITIONAL
CONSOLE GAME DEVELOPMENT AND PUBLISHINC WITH B8% OF ALL EMPLOYEES
WORK ON GAMES FOR THIS PLATFORM. THIS, HOWEVER, IS CHANGING RAPIOLY

M RESOURCES DEDICATED TO TRADITIONAL CONSOLE HAVE BEEN DECLINING IN RESPONSE
TO RAPID CROWTH IN RESOURCES DEDICATED TO OTHER PLATFORM TYPES. CURRENTLY
£k OF RESOURCES ARE DEDICATED TO SOCIAL GAMING, 2% ARE DEDICATED TO CASUAL
GAMING, AND 7% OF RESOURCES ARE DEDICATED TO MOBILE CAMING

B THE CONTINUING DOMINANCE OF TRADITIOMAL CONSOLE GAMES IN COMPARISON WITH
OTHER PLATFORMS, IS THE RESULT OF THE VERY HIGH AMOUNT OF RESOURCES
DEDICATED TO THIS PLATFORM BY A COMPARATIVELY SMALL NUMBER OF COMPANIES

M THE LARGEST CATEGORY IS COMPRISED OF FIRMS THAT FOCUS ON A NUMBER OF
PLATFORMS SIMULTANEOUSLY-A FACT THAT SEEMS REFLECTIVE OF A TIME OF
INDUSTRY EVOLUTION

Source: Secor Consulting Group’s Canadd’s Entertainment Software Industry in 2011
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SELECTED PROVINCIAL PROFILES

+ |+

+ +

® THE PROVINCE OF QUEBEC HAS GROWN TO BE THE DOMINANT PLAYER IN THE
CANADIAN VIDEO GAME INDUSTRY

| | VIDED GAME COMPANIES CALL QUEBEC HOME

n INDUSTRY JOBS ARE LOCATED THERE

W QUEBEC'S INDUSTRY GROWTH RATE 15 FER ANNUM, SLICHTLY ABOVE THE
NOUSTRY 'S AVERAGE

W QUEBEC'S INOUSTRY IS EXPECTED TO GROW BY

T L
- 5

® ONTARIO IS HOME TO THE GREATEST NUMBER OF MICRO AND SMALL COMPANIES, HOUSING
APPROXIMATELY 30% OF ALL COMPANIES IN EACH CATECORY. SHARES OF TOTAL INDUSTRY
WEEE{H-EEEWIE TO GAMES ON MOBILE, SOCIAL, AND CASUAL PLATFORMS MORE RAPIOLY

| COMPANIES ARE LOCATED HERE

W TOTAL NUMBER OF EMPLOYEES IS

W HISTORICAL GROWTH WAS

W ONTARIO'S INDUSTRY IS EXMPECTED TO GROW BY

;E‘--—-‘"i B
S

m IN BRITISH COLUMBIA THERE IS A STRONG COMPLIMENT OF SMALL AND
MEDIUM-SIZED COMPANIES

W TOTAL NUMBER OF COMPANIES IS

W TOTAL NUMBER OF EMPLOYEES IS
W HISTORICAL CROWTH HAS BEEN FLAT [ ]

W BC'S INDUSTRY IS EMPECTED CROW BY

Source: Secor Consulting Group's Canadd's Entertainment Software Industry in 2011
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WHO o©ees.

entertainment

WE ARE software

association of canada

The Entertainment Software Association of Canada (ESAC) is the voice of the
Canadian computer and video game industry that employs approximately 16,000
people at nearly 350 companies across the country. By contributing $1.7 billion in
economic activity and cultivating workers with a combination of creative,
technological and management skills, the video game industry is supporting
Canada's position in the changing global economy. This dynamic and growing
industry is currently the world's third largest and holds first place on a per capita
basis based on employment levels in other countries. ESAC works on behalf of its
members to ensure the legal and regulatory environment is favourable for the
long-term development of Canada’s video game industry.

ESAC MEMBERS
DUZARY s

=" Microsoft

SOLUTIONS

S50

Y
<)
»
COMPLUTER

) 7747 4
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