
Statistics

The Average age of a Gamer is 33

1 in 4 adult gamers is over the age of 50

Almost 9 out of 10 teens are on the Internet

More than half of the teens online create content 
as well as consume it.

81% of teens that use the Internet spend their 
computer time playing games

87% of teens have a video game console in their 
home

44% of the games sold are for all ages. Only 
15% are rated M, because of violence, 
sexuality, language, or gambling. 

61% of parents believe games are good for their 
children

93% of gamers read books or newspapers on a 
regular basis

On Average Teens fit 8.5 hours of media into 6.5 
hours of time each day.

Today’s 16 year old

was 1 when the Super Nintendo was released  and 
the CD Rom was invited.

was 5 when the internet entered almost every home 
and Playstation was released

was 8 when Windows launched Windows 98.

was 11 when the Playstation 2, Gamecube and 
Xbox were released, and DSL gained 
popularity
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