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U.S. Consumers Play Online Games More Often Than
Watch Online Videos or Visit Social Networking Sites

"How often do you do the following activities?”
{(Among Internet users 18+, n=1,000 in 2007 & n=1,751 in 2004 )

O At least weekly in Q2 2006
B At least weekly in Q2 2007

Play online video

Jgames 349,

Watch short video
clips online

Use social
networking sites

0% 10% 20% 30% 40%

Source Casual Gaming Market Update Percentage of U.S. Internet Households
@ 2007 Parks Associates
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WHO PLAYS WHAI?

GENDER
OF GAME PLAYERS

WOMEN age 18 or older represent a significantly
greater portion of the game-playing population (31%)
than boys age 17 or younger (20%).
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Everything Bad Is Good for You: How
Today’s Popular Culture Is Actually
Making Us Smarter by Steven Johnson
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More at:
http://gaming.techsource.ala.org/index.php/Teens Gaming their Way to Success at the Carvers Bay Branch Library




More at:
http://gaming.techsource.ala.org/index.php/Teens Gaming their Way to Success at the Carvers Bay Branch Library
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"It iIntroduces them to a public
sphere other than school; and it's a
good introduction to what the public
expects of them."
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“Much better that just
a lecture”

“It was fun! | didn’t
fall asleep or
anything”

“I like the game!! Does Milton
Bradley make that one?”
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http://theshiftedlibrarian.pbwiki.com/
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