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. GENERAL INFORMATION ABOUT OUR STUDY

OBJECTIVES OF THE STUDY
Objective of the study was to provide detailed information about gamers who are Internet users age 15-55 y.o. and play games on one of the
following platforms:

» games installed on computer

* games in web browser

» games on video gaming consoles

- games on mobile devices — smartphones and tablets
« social networking websites gamers

Additionally the objective was to present the habits of parents (both players & non players) related to their children playing games.

REPRESENTATIVENESS

Sample structure was corrected with the analytic weight to fit the structure of population of Internet users aged 15-55 regarding key
characteristics corresponding with the objective of research. When calculating the weight, social-demographic variables were taken, i.e. gender,
age, level of education, size of locality.

Results presented in the report are based on weighted data.
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. GENERAL INFORMATION ABOUT OUR STUDY

FIELDWORK PERIOD

The study was conducted 16 - 22 of April 2018 using the panel method (online survey with recruitment on websites).

METHOD OF THE STUDY

Invitations to take part in the survey were sent by e-mail to memebrs of panel Opinie.pl belonging to IQS. The sample was chosen with a
random—quota sampling method.

TARGET GROUPS AND SAMPLE SIZE

Two Target groups are presented in the report:

Gamers: Data repots the results among the group of 1000 Internet users aged 15—-55 who played games on at least one of the following
platforms: games installed on PC/laptop, online games in the web browser, games on video game console, games on tablets PC or smartphones
and games on social networking websites. Detailed questions about each of these five platforms were asked to 400 respondents.

Parents: Data reports the results among the group of N=620 Internet users aged 15-55 who have children below 18 y.o. In order to analyse

both gamer and non gamer booster N=100 of non-gaming parents. were collected. Total sample for parents was corrected by data weighting for
the natural proportion of gamers among parents.
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HOW MANY GAMERS

ARE THERE AMONG POLISH INTERNET USERS?

79%

® Gamers
@® Non-Gamers

2014 2015 2076

60% 40% 72% 28% 68% 32%
0ld methodology: CAWI RTS
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| played games on
smartphone or tablet
59%

40%  36%
28%

2014 2015 2016 20’8

0ld methodology:
CAWI RTS New methodology:
Panel

| played games in web
browser (Firefox,

A Chrome, |E) on computer

34%

i .

2014 2015 2016
2018

0ld methodology:

345, 8%

CAWIRTS New methodology:

Panel

| played games on
video game console

0% 5%

2014 2015 2016
Old methodology:

CAWI RTS

12%

| played games
installed on computer
. (laptop or PC)

i 33%

N .

014 205 2016
2018

0ld methodology:
CAWIRTS o New methodology:
Panel

| played on games on
social networking

websites
28% 36% 333 26%
] s ]
2018 2014 2015 2016 2018
New methodology: Old methodology: New methodology:
Panel ARV Panel
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PROFILE OF POLISH GAMERS / BY GENDER

@® Female
@ Male

Female
@® Male

49%

51%

2014 2075 2016

43% 57% 53% 47% 50% 50%
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| played games on
smartphone or tablet

- 56%
i 44% 49% 51% I i"
2014 2015 2016
2018
g Cm:mo:%ugy New methodology:
Panel

| played games on
video game console

78% 70%

. 30%)
)7’&I I 19%

2014 2015 2016

0ld methodology:

CAWI RTS

0,
,mi% 56% 140, 49% 51% 7’{’I 35%

| played games in web
browser (Firefox,
& Chrome, IE) on computer

53%

| played games
installed on computer
(laptop or PC)

2014 2015 2015 2018 2014 2015 2016 20,8
% Dm:\l'?‘o:%ugy‘ New methodology: o4 ?:mo:%ogy. New methodology:
Panel Panel
| played on games on
social networking
websites
61% 60%
39% 40%
. 37% I
2018 2014 2015 2016 2073
New methodology: L) g]:vmn:.?:)gy: New methodology:
Panel Panel



. PROFILE OF POLISH GAMERS / BY AGE

15-24 y.0. 25-34y.0. 35-44y.0. 45-55 y.0.

20181

New methodology: Panel

15-24 y.o. 25-34y.0. 35-44y.0. 45-55y.0.

2014r. 39% 32% 17%

0ld methodology: CAWI RTS
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. PROFILE OF POLISH GAMERS / BY HOME & FINANCIAL SITUATION

€ L3
0?6;,
(74

(%3
2.

3
%

35%
42% 4 34%

@ Village @ poor household financial situation
@ <100 000 residents @ average household financial situation
@ 100000 - 500 000 residents @ good household financial situation

® >500 000 residents

Ministry of
18 KRAKOW Culture
POLISH [ rEchinoLosy  jnd Nationa
GAMERS RESEARCH PARK the Republic
of Poland.



. PROFILE OF POLISH GAMERS / BY EDUCATION & PROFESSION

0%

Ne
W
N,
%"0'
(A

o

26%
37%
@ primary @ pupils, junior students ® part-time job
@ secondary @ academic student @ unemployed
@® higher @ pernamently employed @ not working, home-maker
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. PROFILE OF POLISH GAMERS / MOTIVATIONS TO PLAY ON EACH

T

PLATFORM

REST AND RELAX, WAY OF DEALING WITH STRESS

KILLING TIME, BOREDOM

ABILITY TO IMPERSONATE IN NEW ROLES CHARACTERS
@ significant difference
in comparison to other FEELING EMOTIONS, ADRENALINE, RIVALRY
platforms

TO LEARN SOMETHING, DEVELOP NEW SKILLS
FOR COMPANY, MEETING OTHER GAMERS
NEITHER OF THOSE REASONS
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‘miiry

48%

38%

28%

0060

23%

11%

39%

37%

21%

22%

23%

26%

10%

33%
26%
28%
34%
24%

29%

46%
21%
21%
28%
15%

1%

38%
33%
15%
22%

23%

12%



. PROFILE OF POLISH GAMERS / FREQUENCY OF GAMING ON EACH
PLATFORM
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@ every day

@ few times a week

® more or less once a week
@ once or twice a month

@ less than once a month
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New methodology:
Panel

New methodology:

Panel

New methodology:

Panel

New methodology:

Panel

New methodology:

Panel

ﬁ‘ @27% 26% @34% 32% @20% 19% @12% 14% @ 7% 9%

2016 2015

0ld methodology: CAWI RTS

©
- 31% 31%

2016 2015

I @ 12% 12%

2016 2015

@ @37% 32%

2016 2015

X @23% 28%

2016 2015

2016 2015

@ 26% 28%

2016 2015

30% 23%
2016 2015

@ 32% 34%

2016 2015

24% 23%
2016 2015

0ld methodology: CAWI RTS

2016 2015

@ 16% 18%

2016 2015

2016 2015

@ 20% 23%

17% 17%
2016 2015

11% 13%

2016 2015

0ld methodology: CAWI RTS

2016 2015

@ 15% 14%

2016 2015

21% 24%
2076 2015

©
..
T

2016 2015

12% 12%
2016 2015

2016 2015

0Old methodology: CAWIRTS  Old methodology: CAWI RTS

m 12% 10%

2016 2015

@ 17% 18%

2016 2015

m 5% 5%

2016 2015

@26% 23%

2016 2015



PROFILE OF POLISH GAMERS / GAMING STYLES AMONG DIFFERENT
PLATFORMS

New methodology: New methodology: New methodology: New methodology: New methodology:
Panel Panel Panel Panel Panel
46% 35% 21% 9% 6%
always alone 0 usually alone o usually with 0 always or almost 0 I don’t know/ o
(single player) (single player) other people always with other It's hard to say

(multiplayer) people (multiplayer)

48%

449, %

2014 2015 2014 2015 2014 2015 2014 2015 2014 2015

0ld methodology: 0ld methodology: 0ld methodology: 0ld methodology: 0ld methodology:

CAWI RTS 2018 CAWIRTS 2018 CAWI RTS 2018 CAWI RTS 2018 CAWI RTS 2018
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. PROFILE OF POLISH GAMERS / GAMES PLAYED WITH OTHER GAMERS

&0 X
S A
SPORT GAMES 30% 30% @ 36% @

FPS GAMES 25% 31% @ 17%
STRATEGY GAMES 22% 21% @ 22% @

@ significant difference WAR GAMES @ 19% 22% @ 18%
in comparison to other

platforms OPEN WORLD MMO GAMES 22% 21% 20% @ 18%

MOBA GAMES @ 17% 14% @ 13%

BATTLE ROYALE GAMES 18% 14% 11% 12% 14%

MOBILE MULTIPLAYER GAMES n/d n/d n/d n/d

OTHER 10% @ @ 16% 13%
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. PROFILE OF POLISH GAMERS / POPULARITY OF DIFFERENT TYPES OF
GAMES

Adventure

Action
Games

Action
Games
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. PROFILE OF POLISH GAMERS / POPULARITY OF CONSOLES

XB0X 360
Playstation 3
XBOX ONE

Playstation PSP . 5%

Playstation Vita 3%
Nintendo DS I 2%
Nintendo Switch [ 2%
Other I 2%

Don’t know/ don’t remember . 5%
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. PROFILE OF POLISH GAMERS / POPULARITY OF MOBILE OPERATING

SYSTEMS

EEEEEEEEEEEEEE

0%

Moy,

)

"500,
%

@® Android ® Windows Phone
® i0S ® | don't know
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. PROFILE OF POLISH GAMERS / FREQUENCY AND TIME OF PLAYING OF
EACH TYPE OF GAMES ON DIFFERENT PLATFORMS

X

We have the longest history of being

LD

On mobhile devices we play much short-
er, but there is no shortage of virtual
farm fans

B R

the longest

(ABOUT 30% OF RESPONDENTS
MARKED THEIR
ANSWER "LONGER THAN
120 MINUTES")

‘mirafy;

Regardless of the platform we
play most often on virtual farms

involved in casino games on social
networking platforms

11%

6%

who also spend no more
than 2 hours on it

30%

declare to play this
type of games every day

we play RPGs and
MMOs on PCs and Consoles

Minis of
18 KRAKOW Culture
POI lsq k TECHNOLOGY and National
1 Heritage of
GAMERS RESEARCH PARK the Republic
of nds



OLISH™

GAMERS RESEARCH

KRAKOW
TECHNOLOGY
PARK

Ministry of
Culture
and National
Heritage of
the Republic
of Poland.

Sources
OF GAMES



. SOURCES OF NEW GAMES

e

I download free games from the Internet
(producer websites or game services)

I buy “physical” version (in the hox)
in store / shop / online auction

1 buy digital version online

1 exchange/ borrow games
form friends/ family

| download from unofficial sources of
paid games for free

another source

I do nat buy, do not instail new games

POI lsz-r@
GAMERS RESEARCH

Sources of new games
PC & Consoles

I 56%
I 52%
I 3%
I 32%

I 5

| 1%

B 5%

Ministry of
Culture
and National
Heritage of
the Republic
of Poland.
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B

@ STEAM

B paysotionetuer: | )
28 XBOXLIVE
Qorigin

[er=7cy

S

A KINGUIN

other

Sources of digital version
of new games
PC & Consoles

- I, /9%

I 6%

B 2%

| B3

B3

| 23

I 2%

1%

3%

downloaded from
Google Play or App Store

installed on my
phone/ tablet

other source

Sources of new games
Smartphone/tablet

I— o3
L 23%

| 2%
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. PURCHASING / POPULARITY OF GAME PURCHASE

GAME/GAME ACCESS & P
PURCHASE IN 20 18 S Old methodology: CAWI RTS
New methodology: Panel
@ @ @ ’ :;7%

PURCHASE OF i]
A

GAMES ADD-ONS IN 2018

AR B L)
" 0O QOO ® oDl

2016

0ld methodology: CAWI RTS
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. PURCHASING / METHOD OF PAYMENT

g

INTERNET TRANSFER

PAYMENT IN A SHOP ON PLACE 389%
(CASH OR CARD) °

CREDIT/DEBIT CARD VIA INTERNET

CARD/ SCRATCH CARD WITH
ACTIVE CODE

OTHERWISE

I DON'T REMEMBER

000000

Ministry of

~ ‘- 8 KRAKDW Culture

OI l N LI 1 TECHNOLOGY and National

>4 Heritage of

GAMERS RESEARCH PARK the Republic
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e

44%

n/d

PAYMENT BY TEXT MESSAGE

INTERNET TRANSFER

PAYPAL PAYMENT

CREDIT/DEBIT CARD

OTHERWISE

| DON'T REMEMBER

)

<

k

44%

44%

N
-~

28%

000000 -



. PURCHASING / REASONS OF RESIGNING FROM MAKING A PAYMENT
IN GAME ON SOCIAL NETWORKING WEBSITE

lack of payment by Premium SMS _ 36%
lack of a method of payment convenient to me _ 33%
lack of possibility to pay in PLN _ 28%
no website in Polish _ 27%
lack of trust to the method of payment _ 21%

lack of trust to the website/service special currency (eq. Eurogabki) _ 13%

| resign because of other reasons l 3%

| have never resign from making the payment _ 21%

Ministry of
18 KRAKOW Culture
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1 Heritage of
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PROFILE OF POLISH GAMERS / AVERAGE EXPENSES ON GAMES

R

Console owners spend more...

g

PC Gamers are still price sensitive

Only

98%

declare to spend more than
100 PLN on new game

19%

declare to spend more than
100 PLN on new game

Ministry of
KRAKDW Culture
TECHNOLOGY and National
PARK Heritage of
the Republic
f

PO] lSH""}
GAMERS RESEARCH

X N
. .
On Mobile devices gamers declare

to spend usually less than 5 PLN
for a new game (31%). However,

On mobile devices and on browser
games we spend money only for
game extensions

10 -19 PLN

this expenditure bracket
was the most frequently

195%

declare to spend more than
5 PLN for games
chosen extensions
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. REGISTRATION / RESIGNATION FROM REGISTRATION/INSTALLATION

(S

@ Yes
@ No
@ Don't remember
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. REGISTRATION / RESIGNATION FROM REGISTRATION/INSTALLATION

PROVIDING PERSONAL INFORMATION CONSIDERED REGITRATION METHODS
WHILE REGISTRATION GAMES ONLINE TO ONLINE GAMES
esao}qe Withaﬂtp 9
N interests through e-mail adress _ 64%

41%
0 through Facebook account _ 44%
through Google account _ 39%

through nk.pl account - 9%
none of the above 8% - 8%

e-mail adress of residence

40% 34%
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. E-SPORT

FREQUENCY OF WATCHING/
INTEREST IN E-SPORT
FOLLOWING TOURNAMENTS
0% 0% 0%
\ 18%
8% \
\ ABOUT 28% DECLARED TO BE y
1
20% DEFINITELY OR RATHER INTERESTED % Py watching
24% ﬁ 27% A
@ Non watching

36%

64%

@ Definitely yes @ sporadically

@ Rather yes @ on the occasion of the most important

@ Rather no eSports events (eg IEM) (several times a year)
@ Definitely no from time to time (once a month)

quite often (at least once a week)

1 Ministry of
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. E-SPORT

MOST POPULAR GAMES

oo . 25%
USED PLATFORM counter-strike | 22%

: 0%
@ Youtube streaming e - 13%
@ Facebook
@ Twitch 0% world o Tanks [ 17%

@ Traditional TV
@ Other place
® [ do not watch at all

Starcraft 2 . 5%

Heroes of the Storm . 4%

Playerunknown Battleground (PUBG) l 3%
Dota 2 I 2%

¥/
1 43%
u Yo UTUheQ Hearthstone I 2%

Overwatch I 2%

Rainbow Six: Siege I 2%
Other game . 5%

GAMERS RESEARCH the Republic
of Poland.
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. PARENTS & CHILDREN / PLAYING GAMES OF CHILDREN OF INTERNET
USERS

HOW MANY PARENTS - INTERNET USERS, HOW MANY GAMING PARENTS
HAVE GAMING CHILDREN PLAY WITH THEIR CHILDREN
0% 0%

31%
34% 9
66% 09%
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. PARENTS & CHILDREN / USING PEGI SYSTEM BY PARENTS

0%

24%
@® Yes \ Pan
@ No, but | know what it is El:lrnt:;;eun
@® No and | don't know what it is i

48%_/ %

Ministry of
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. PARENTS & CHILDREN / USING PARENTAL CONTROL

0% 0%

CHILDREN > CHILDREN
UPTOT7Y.0. g 8-10 Y.0.
0 0

2% 35% _f_64/° 36%

0% 0%

ALL PARENTS 0%

CHILDREN
15-18 Y.0.

%

CHILDREN
11-14 Y.0.

@ Yes ‘
@® No _ 58%

Ministry of
189 | YA KRAKD w Culture
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of Poland.
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. PARENTS & CHILDREN / SOURCES OF NEW GAMES

child plays games free on the internet or on the phone
| buy games chosen by a child

the child gets games as a gift from relatives / friends
I buy games chosen by myself

the child borrows games from friends

the child buys the games with its own money

I do not know / it's hard to say

Ministry of
‘8 KRAKOW Culture
POI lSH |< TECHNOLOGY ;:«:izlagtéo;al
GAMERS RESEARCH PARK the Republic
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. PARENTS & CHILDREN / GAMES BOUGHT LAST YEAR

NUMBER OF GAMES BOUGHT LAST YEAR

ZERO THREE FOUR OR MORE

PRICE OF LAST BOUGHT GAME
less than 20 PLN - 4%

21-s0rth - | 76%

s1-o0ren | 35

ooy | 32
more than 200 PLN - 7%

I don't know / it's hard to say - 4%

- Ministry of
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. PARENTS & CHILDREN / CHOSEN PLATFORMS AMONG GAMERS

- M
BOYS GIRLS
o

games on smartphone or tablet _ 94% _ 91%
e ;| N o
games in web browser (Ffrefox,o ghgg:nn:bg _ 81% _ 72%
games on video game console _ 78% _ 57%
games on social networking websites _ 69% _ 69%

Ministry of
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. PARENTS & CHILDREN / CHOSEN PLATFORMS AMONG GAMERS

games on smartphone or tablet

games installed on computer
(laptop or PC)

games in web browser (Firefox,
Chrome, IE) on computer

games on video game console

games on social networking websites

POI lsz-r@
GAMERS RESEARCH

KRAKOW
|< TECHNOLOGY
PARK

Upto7y.o.

CHILDREN OF POLISH INTERNET USERS

8-10y.o. 11-14 y.0.

15-18 y.0.

DN o7+ NN scc NN o6 NN 90%

N 62%
B 65%
B 60%

N 97%
I 84
I 3%
N 83%

I 85%
I 29%
B 60%

I 87%



. PARENTS & CHILDREN / FREQUENCY OF GAMING ON EACH PLATFORM

QO DO®

A

@ every day

@ few times a week

@® more or less once a week
@ once or twice a month

@ less than once a month

28%

006606

* B B

Ministry of




. PARENTS & CHILDREN / POPULARITY OF DIFFERENT TYPES OF GAMES

BOYS GIRLS
adventure games | RN /2% I 43%
action games | 34°% — 38 %
sports | 12% I 79%
educational games | EEEEEEENENNN 247 e 19%
fogic |GG 24% I — 42%
races/simulators || NN 39% I 74%
shooting games, FPS (First Person Sheoter) | RN 37 I 7%
strategic | NN 30 I 9%
virtual farms/simulators of farms || RN 77% N 25%
REG (Role Playing Game) | N MBI 27% I 70%
MmO (Massively Multiplayer onfine) | NN 78% I 6%
digital board games | N NI 17% I 77%
economic | 6% I 4%
card games/ solitaires || 4% . 3%
other | 0% M 3%
I don't know/ Its hard tosay [l 2% I 5%

Eﬂ:inislry of
G KRAKOW ulture
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. PARENTS & CHILDREN / FREQUENCY AND TIME OF PLAYING OF EACH
TYPE OF GAMES ON DIFFERENT PLATFORMS

1 W (i

Among children age 8-10 can be
observed the most significant
growth of time spent on playing

social, PC installed , browser,
mobile and console games

More than 10% children
age 8-10 play games for
more than 120 minutes

KRAKOW
|< TECHNOLOGY
PARK

POI lSH”‘B
GAMERS RESEARCH

In comparison to girls, boys spend

more time playing game on each
of 5 platforms

13%

boys spend more than 120
minutes on playing PC
installed games

wr 40%

OF ALL CHILDREN SPEND
av. 31-60 MINUTES
PLAYING ON EACH OF 5
PLATFORMS

N

14% children up to 7 y.o. play
mobile games every day while
31% do that few times a week

95%

Children up to 7 y.o. play
games every day or few
times a week
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