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12,847 active (weekly) players
were surveyed across 12 markets.

PIAY | N H “I" [“ HAM[S Here we present the findings for
n the 6,119 respondents in Europe.

Bl'ings P90p|e Brings different types of people together ]H%
of all abilities

together, provides
mental stimulation Provides mental stimulation M%
& offers stress relief

Creates accessible experiences for people with different abilities ]ﬁ%

Provides stress relief “%

Creates a feeling of community ﬁll%

Reduces stress, Playing video games helps me feel...

anxiety and feelings

of isolation ﬁa% ﬁ]%

Male players in Europe
are more likely to feel
less isolated by being

03%

Less isolated connected to others

Less Less
stressed anxious

& lonely through gaming
54% vs 51% female

Provides a positive Playing video games provides Playing video games Video games have helped
me with a healthy outlet from helps me feel happier me get through difficult
OUtIet' helps one feel everyday challenges times in my life

h ier, and build
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tough times

Encourages Playing video games can improve...
creativity, P
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collaboration, % ?ﬁ% @ (’;7 =
cognitive & problem Creativity Teamwork & Cognitive Problem-solving  Adaptability
solving skills, 73% collaboration skills skills skills 64%
68% 68% 66%

Foster new
relationships,

g i Bl 1 Il%

connections with

loved ones
Video games can | have had positive Video games have Video games help
introduce people to experiences meeting helped me make me stay connected
new friends and new people through video lasting memories to friends/family
relationships games that | otherwise

would not have met
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75% of players agree there is a 68% of players in Europe, 64% of players in Europe

video game for everyone, with especially those in Germany, are playing to pass the time
the UK most likely to agree play video games for fun - particularly in Spain
Total Europe HHEEEENI ]ﬁ% Total Europe HEEEENERE ﬁﬂ% Total Europe M%
France mEEEEEEE  []Y France EEEEENE 1% France HEEEEEE 5%
Germany HEEEEENEI 1% Germany HEEEEEN 1% Germany MEEEEN 9%
ltaly HEEEEEE 6% italy MEEEEEI 3% ltaly HEEEENI 1%
Polond HEEEEEEI 1% Poland MENEEENE 1% Poland M EEEEMEI 0%
spain mEEEEEEE  ]i% Spain HEEEENE 1% Spain HENEEEE 1%
UK ammmmmmm - §)Y% UK ENEEEEE 1% UK ENEEEEE 60%
Video games serve as a popular stress relief When it comes to weekly play, over half of
and relaxation method across the board players in Europe are playing with others
online.

58% With other people,
1373 56% 55% online or in person

55% 53% 54%

51% 50%

Daily
Weekly
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Male players more likely to play with others online
Female M% Male lrll% Female aﬁ% Male 3]% 8%
rate their experience of
playing with other people,
| play with others online | play with others in person online or in person, as positive
Players in Poland most likely to —— Usage skews towards male players,

0 use in-game communication with those aged 19-24 using these
functions the most
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