The Next Decade of Gaming
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Gen Consoles

Console Gaming Generations

Innovation

1 Atari, Coleco, Intellivision Greater Variety
2 NES Improved Gameplay
3 Super NES The Birth of Franchises
4 PS, N64 Enhanced Graphics
5 PS2, Xbox, GC Venture Online
6 PS3, Xbox 360, Wii HD, Console Gateways,
Motion Control
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Next Gen Video Game Systems

Drive Sales to New Heights

$25 U.S. Revenues in Billions

Total gaming hardware and content
$20 - revenue hit $17.9 billion in 2007, up
39% over 2006. Add in gaming

accessories revenue of around $2
$15 - billion and total revenues reached
nearly $20 billion.

$10 -
. Xbox 360,

PS2, XBOX, Gaming software PS3, Wi

$5 - Game Cube Launch

Launch

Gaming hardware
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Expanding Demographics
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The Dichotomy of Gender

Women are becoming more
Important and less important

i In 2003 only 35% of women
owned gaming systems.
Today, 42% owning gaming
systems.

i In 2003, men accounted for
just under 50 percent of

game owners. Today, they
account for 54 percent.
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Feeling the Millennialso | nf |

90%

80% : : : =
Gaming uptake is growing

70% across the age spectrum, but |

60% the Millennials are currently |
50% the ones to watch. L
40% |
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More than Gaming
understanding where gaming fits in
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Bridging Gaps In the Home
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