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Half play video games across EU5 - reach is 
stable with a slight increase during the pandemic

Evolution of playing video games - % play on any device

49% 49%
48%

49%
51% 51%

50% 50%

2019 Q1 2019 Q4 2019 Q3 2019 Q4 2020 Q1 2020 Q2 2020 Q3 2020 Q4

118m
[2020 Q4]

+1.7m

Base: All 6-64 respondents (n=c.15,000 per quarter)

play video games 

on any device

B1b. Which, if any, of the following devices do you play OFFICIAL games on, even if just occasionally?

61% 54% 50% 44% 38%



© ISFE & EGDF | GameTrack 2020 | Dec 2021 | Final | Video games EU: Fastest growing cultural & creative industry | Conference Use Only
Source:

47%53%

5

Playing video games reaches a wider and 
more varied audience

62m 56m

Play games By ageBy gender

Base: All 6-64 respondents (n=c.15,000 per quarter)

B1b. Which, if any, of the following devices do you play OFFICIAL games on, even if just occasionally?

-1.1m +2.8m

(vs 2019 Q4)

-0.5m

-0.4m

-0.5m

+1.2m

+0.1m

+1.8m

118m
play video games on 

any device
(aged 6 to 64)

+1.7m
(vs 2019 Q4)
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9,8

10,2

9,2
9,3

8,5
8,7

8,9
8,8

Q1 Q2 Q3 Q4

Average gaming time
(hrs / week)

2020

2019

9.3
(2020 Q4)

hrs per week
(play games across 

devices)
(aged 6 to 64)

B2. On average, how many hours per week do you spend playing OFFICIAL games on each of these devices? 

Base: All 6-64 players (n=c.12,000 per quarter)

Video game play during pandemic restrictions

Video game time by quarter (hrs/week)
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Players appreciated the supportive role of 
video games during pandemic restrictions

32% 29% 26% 25%

49%
42%

46% 49%

... has helped me to feel
happier

… makes me feel less 
anxious

... has helped me to feel
less isolated

... has helped me to stay
connected with friends

All players Multiplayer Online

Base: All players  across the UK, FR, GE, SP & IT (10,830) / All players who have played multiplayer online (3,926) 
QGAMEPLAY. Thinking a bit more about your gameplay, which of the following gameplay modes do you play? 

COVID3. Thinking again about the past month, to what extent do you agree or disagree with the following statements? 

Playing video games… (% NET agree)
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Parents used video games with their children 
to share time and make learning fun

20%
18%

22% 21%
24%

22%
19%

15%

Playing videogames with my children Playing educational videogames with my children

Base: All parents who play video games (736)

COVID1. Within the past month, which of the follow best describes your behaviour for the following activities? 

ALL PARENTS PARENT OF CHILD 0-5 PARENT OF CHILD 6-10 PARENT OF CHILD 11-15

Activities doing more of since lockdown (amongst player parents)
(% NET: doing this a “lot more” / doing this “a bit more”)
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€17.6bn
estimated 

revenue from 
video games in 

2020

101010

118m
estimated video 

game player 
population
2020 Q4
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€17.6bn
Video game 

sales revenue

(+22% on 2019)
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Total revenue of video game sales increased 
over time across all devices

€8,0bn €8,1bn €8,6bn €9,1bn

€10,7bn
€12,3bn

€14,4bn

€17,6bn

2013 2014 2015 2016 2017 2018 2019 2020

44%

14%

40%

2%

PC

SMART DEVICES CONSOLES

ON-DEMAND /

STREAMING
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€17.6bn
Video game 

sales revenue

(+22% on 2019)
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Digital drives growth, while physical revenue 
managed to recover to 2016 levels
Total revenue of video games over time - by format

€4,8bn €4,1bn €4,1bn €3,5bn €3,7bn €3,2bn €3,4bn €3,6bn

€1,8bn €2,0bn €2,4bn €2,7bn €3,5bn €5,0bn €5,4bn
€7,0bn€1,2bn €1,8bn €2,1bn €2,9bn

€3,5bn
€4,1bn

€5,6bn

€7,1bn

2013 2014 2015 2016 2017 2018 2019 2020

20%

40%

40%

ONLINE

APPS PACKAGED
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16,2m
17,1m

16,2m

8,1m
9,1m 9,0m

Q1 2019 Q1 2020 Q1 2021

Esports also increased its follower base with c16m 
players who watch eSports content - 9m monthly
Esports – engagement / viewership

Watch at all (net)

Watch monthly
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