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Downloads make up 6 percent of the total turnover with computer

More than a quarter of all games sold in Germany are downloads and video games in Germany

[ | Physical distribution
Bl Downloads

[ | Physical distribution
Bl Downloads
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Share in percent ©BIU/GIK 2012 Share in percent ©BIU/GIK 2012
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Turnover development of gaming platforms in Germany

(Physical ditribution and downloads)
Games sold for PC, consoles, and mobile devices in percent
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183 million euro was generated in 2011 by online subscriptions
15.5 million Germans play online or browser games and premium accounts

15.5

I Fees for online
games

Fees for browser games

Online and
browser games

Browser games Online games

Figures in millions ©BIU/GIK 2012 Figures in million euro @ BIU/GfK 2012
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The average internet player is in their mid-to-late thirties Internet games increasingly popular with men
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Turnover on virtual items increases by 70 percent in 2011

233

+70%

Figures in million euro © BIU/GK 2012
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Men in particular buy virtual goods

Male

28% Female

72%

Share in percent © BIU/GIK 2012

EH: 20113 AA| 7 ofolel JLofxte] 72 m

E

7 gy

=

O =4 AHE &30]o Xtz S

AldZ olo] 2] Atglo] =72St
million, & =9 =29 XA A9 3
£ 5tal o] 5 A9 11 million o] 9

5 7ol 70 mAl
El} Z715E 233 million T.—E. ealolyt vato

The average buyer of virtual items is 34 years old
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Number of users of virtual items as well as average expenditure per user

is increasing
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Gamers can be found across all levels of education

Secondary School Certificate

University

_ R

Alevel

GCSE/O'level

37% (T4 m)

33% (6.7 m)

50% (4.3m)

Gamer distribution in different educational categories
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Lowest proportion of gamers in single and 2- person households

5+- person
households

4- person
households

3- person
households

39% (5.3 m)

2- person
households

24% (6.3 m)

1- person

9
households 29% (4.3 m)

43% (2.6 m)

45% (6.2m)

Gamer distribution in German households
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Games are played in every second family with children under 18 E£3] AX AL} ‘parlour games
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Proportion of gamers in percent

in different income groups



