Impact of Gen-Z
On the Gaming
Market
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Executive Summary

GenZ, also known as Zoomerss the generation known for being born in the digital world97% of which now own a Smartphone, their age is
between 9 and 24 years old.

We found that theirtime spent playing can range between 1 and 2 hours on average per day mainly onPC, Smartphonesand looking
towards Consoles too.
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monetization types such asGacha, Lootboxes, TimeGates and RNG; and they dislike them as well.

In general,they prefer Multiplayer games, however, they do not necessarily like to meet new people through the games they play.

GenZ throughout, like RPG and Adventure games the most.Among them, the older teens prefer Shooter games and Battle Royales followed
by Fighting and Survival games.

GenZ is also one of the biggest generations (2BN) to enter the workforce so they will deserve lots of attention if any Mobilar® Developer
wants to make their mark in the Gaming Market.
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About the Data & Methodology
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of GenZ as an audience, but a closer look at their preferences in terms of games, media and other behaviors
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The sample size is: 195
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We also used data from 3 anonymous surveys that targeted the Ge& employees within Amber and from Playtest Cloud as well
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The data used comes from several research papers published by App Annie and other related articles in order to obtain, notlgra broad view
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Gender

B Female

= Male

Non-Binary

Prefer not to
say

11-13

114-16

m16-19

m17-19

H 20-23

Survey l Respondent Data

Occupation B Unemployed
0%

B Full-time Work

H Part-Time Work

m Student

Student & Full-Time

Work

Student & Part-
Time Work

Respondent Location Canada

()
5%

United States

m United Kingdom
23%

B Romania
m Mexico

H Estonia
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64% of respondents are Male, while Female
users comprise 33% which might present a bias
in the survey results.

Most users are between the age of 20 23
comprising 63% of the cohort. Followed by 17%
between 16 and 19 years old.

Most respondents are students (55%) while the
2nd majority is composed of FultTime workers)
27%.

Users from our survey answered from:

Tier 1 countries 1 37%

Tier 3 countries 1 63%
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The Big Picture

Defining the Generation
GenZ Compared
Fear Of Missing Out
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Defining the Generation

Also known as Zoomers(enZ is the generation born between 1997 and 2012. Currently, GenrZ is the largest generation at
almost 2 Billion globally. That means they are 30% of the global population and by 2025 they will make up 27% of the

working population. GenZers b n K

traits are:

Digital

97% of GenZ own a
smartphone. They have been
born in the digital world and
everything they do for media,
entertainment and services is
through a digital
environment.

They can easily connect with
people across the globe
through several Social Media
platforms including YouTube,
Twitch, WhatsApp, Snapchat
etc.

Global

GenZ is the first generation
to be truly global through
everything they do from:
media, celebrities,
entertainment, culture to
fashion.

Everything they do and learn
is a click away through their
ability to stay connected on
their smartphone, PC etc.

Source: McCrindlel Understanding GenZ
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Social

Through digital technology,
GenZ is constantly
connected to their social
peers via Social Media
platforms and multiplayer
games. And even if they play
single player games, they
can still share their
adventures through
dedicated platforms like
Reddit, Discord or YouTube
to name a few.
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Mobile

With more and more powerful
smartphones and access to
Wi-Fi, 4G connectivity comes
the ability to have more apps
and more powerful games as
well. GenZ can play a game
and chat with friends through
a third-party app in the
background.

They can also order food and
use other services through a
smartphone app as well.

I BY ¥ kK MEACKNWIE theBHkeys 1JB T

Visual

GenZ is constantly exposed to
an overload of information.
Currently a better part of this
information including
messages are image based.

Communication has overcome
the language barrier via
brands that use signs, logos,
video and other media to get
their message across.

AM3EX


https://generationz.com.au/wp-content/uploads/2019/12/Understanding_Generation_Z_report_McCrindle.pdf

Impact on the Gaming Market

Growth in Monthly Active Users
H1 2019 vs. H1 2018

In 2019 we notice how GeiZ is growing faster
in size in terms of MAU in countries like
Indonesia and Japan.

Brazil and the US are the only regions with
considerably faster growth in MAU of 25+

users. mGenZ

The overall trend shows thatGenZ is not only m 25+

catching up, but in some regions outpacing
the growth of the older generations in terms
of usage.

% Change in Average MAU

Source: App Annie
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Impact on the Gaming Market

Per 2019, App Annie Reports that GefZ :

2X more time is spent by Gen-Z on games in Japan
than the global average;

On the right we note that games take up most of their
time on a monthly basis, quickly followed by Social

apps;

Among top gaming apps (by MAU)over 80% of
them skewed towards GenZ users.

Average Monthly Hours Per User

Gen Z Engagement by Category

Source: App Annie
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Impact on the Gaming Market

A GEN Z 25+

Games like PUBG Mobile, Free Fire and
other Core Action games comprise 25% of

the time spent by GenrZ gamers on

mobile. -

Following up, are Casual Sim games that
include ROBLOX, Minecratft etc. 20%

What these 2 main genres have in common 10%
are their multiplayer focused gameplay.

Core > Casual = Core > Casual = Core Core> Casual = Core Casin
_—

Action Simulation RPG Puzzle Sirategy f« cade Shooter Hyper Sports 'racto'e

Casual

Source: App Annie
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CATEGORY

Slang terms

Social markers

lconic cars

lconic toys

Music devices

Leadership
style

L - Leade
Ideal leader
Learning style
Influence/advice

Marketing

meccrindle

Source: McCrindle
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Model T Ford
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L) ®
Roller skates

*
LILL R
Record player

Controlling
Commander

Formal

GenZ Compared

BABY BOOMERS

Be cool

Q Peace Groouy
Way out
.

Age:

Moon landing

Ford Mustang

Audio cassette

Directing
Thinker
Structured
Experts

Broadcast (mass)

GENERATION X

Dude  Ace
Rad  Asif
Wicked

Stock market crash

Holden Commodore

-
e

-Sere
e

Rubix cube

Walkman

Coordinating

Direct (targeted)

GENERATION Y

Bling  Funky
Doh  Foshizz
W up?

September 1

Toyota Prius

BMX bike

Guiding
Supporter
Interactive

Peers

GENERATION Z

Tesla Model S

GEN ALPHA

& Fam lit yeet
GOAT Slay hundo oof

v m idrc
orn ‘ ‘ orn
e

Trump / Brexit

Autonomous vehicles

pr—

Folding scooter

Inspiring

Co-creator
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The McCrindle infographic gives us an interesting clue as
to what GenZ looks to:

In terms of an ideal leaderl in stark contrast to the Builder
generation] an ideal leader does not give orders or has a
high degree of control, he/shecollaborates and empowers.

As far as advice and influence, on average-orums are one
of the information sources they use.

Their preferred Marketing is based off asocial model on a
digital environment.

When GenZ was asked about what impacted them the
most during social isolation they answered:

Boredom 0651%

Physical Activity 0 47%

Increased Feelings of Loneliness 041%

AM3E=X


https://generationz.com.au/wp-content/uploads/2018/09/GenZGenAlpha.pdf

FOMO

A study conducted by the CNN on 8" grade children, shows that
SRwWAzUpPpRak | ekl GRYyO] Rp Byk Bn T4d
Media.

s UKBow what each other are doing, where they stand, to know how
many people like what they posted, to know how many people
followed them today and unfollowed them ... that | think ishighly
addictive ] sMarion Underwood, ceAuthor

Source:Being 13 Report - School of Behavioural and Brain Sciences, The University of Texas
at Dallas
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https://www.documentcloud.org/documents/2448422-being-13-report.html
https://www.documentcloud.org/documents/2448422-being-13-report.html

GenZ Compared

Fear of Missing Out is reported to be a

generator of social anxiety among teens. They C3: Fear of Missing Out
care about being included by their friends, 60% -
schoolmates etc. L uAgree

When they notice something on Social Media
that they are not a part of, or they are not
aware of this will create anxiety or a feeling of
desperation. While adults have multiple social
groups, they can take consolation of being
included in at least one of them. However,
UBz9y O PUBUKpIT kY TP WD

. | fear my friends have | get worried thatmy | get anxious when | It is important that | When | have a gopod When | go on vacation, |
thelr SChOOImateS and as SUCh the StakeS are more rewarding friends are having fun  don't know what my understand my friends' time it is important for continue to keep tabs
h|g h for them . experiences than me without me friends are up to "in-jokes" me to share the details on what my friends are

online doing

This is an indicator that Social Media is a main tool that helps teens avoid missing out on anything surrounding them. Howeve r, this also
means that Social Media also acts as an amplifier for FOMO.

Source:Being 13 Report - School of Behavioural and Brain Sciences, The University of Texas at Dallas
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https://www.documentcloud.org/documents/2448422-being-13-report.html

Gamin

Time Spent Gaming
Preferred Genre & Platforms
Multiplayer Preferences
Popular Games

Reasons for Playing

New Game Adoption

Gameplay Elements

v

&

g Preferences
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Game Sessions

In terms of average session time, while others play over 2 hours in each
session, Sekdeclared Mid-level and Hardcore Gamers tend to spend more

All Respondents
time playing than Casual Gamers.

Younger players spend over 1 hour playing games.

GAMER TYPE AVERAGE SESSION

W 1-2 hours ®15min-30 min W 30min-1hour Over 2 hours

Ages 20 - 23 Ages 16-19 MID-LEVEL GAMER 67% 44%
I'M A STREAMER!
HARDCORE GAMER VLY 50%
CASUAL GAMER BT 50% 56%
M 1-2 hours M 15min-30 min M 1-2 hours B 15min-30 min
B 1-2 hours M15min-30 min W 30min-1hour Over 2 hours

H 30min-1hour Over 2 hours B 30min-1hour Over 2 hours

Confidential. March 2021 /A\AM3E=
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Platform of Choice

Ueknk T Hp B TRO WNRARWUKk RY WDTH Siludertshavk iespdnied evprwhElMingly that theyn 1 p
play longer than 15 hours/week, while fultime employees answered that they only have time to game for 1 to 5 hours.

At the same time, regardless of time spent/week, most players preferred setting aside dedicated gaming time instead of
playing in transit or before work.

Hours of Gaming/Week Available Time for Gaming

| don't have a set time when | usually game 15

On weekdays and weekends too IS 29

Longer than 20 hours |G 7

~ 15 - 20 hours 10

é Only on weekends 5

<

2 10-15hours - I, 2 During breaks MG 20
()

S . .

2 5-10ours N 29 I ransitcommuting 1 2

=

E‘ In the morning 3

o

1-5 hours | :o
After classes/courses I 35

Less than 1 hour 7

13. How many hours per week do you spend
9. When do you have the most time to play
a game?

After work 15

0 10 20 30 40 50 0 5 10 15 20 25 30 35 40

B Y Confidential. March 2021 AM3ER



Preferred Platform
Gaming Preferences

PLATFORM PREFERENCES BASED ON AGE

Looking at the survey data, we can see thablder
20-23 BETY T o 13% | 9% 7% 3% GenZers consider PC their preferred gaming
platforms, while younger players look to consoles
much more than their older peers.
17-19 B4 21% 42% 11% | 5% 16%
Nintendo Switch seems to be qwte popular in
UBz9yOkn DPzWRkYyT kp T eRUk R

16-19 being represented at all.

Across all age groups howeverPC is the winning
14-16 9% 6%  12% platform.

1:13 16%

B Xbox ® Smartphone m Pc m PlayStation ® Nintendo Switch ® Tabletop B Tablet

18 Confidential. March 2021 AM3ER



Game Genre Preferences

Game Genre Preferences by Age
25%

20%

0, 19%

20% 18% 17% 17% 17% ’
15% 15% 15%
14%
15% 13% 13%
11% 11% 12%
10%
- - | I i =100 sililinl_ N I L II | -
11-13 14-16 16-19 17-19 20-23

B RPG M Simulation ® Action-Adventure Fighting ™ Indie ™ Shooter M Survival B Sport B MOBA M Battle Royale B Social Deduction ® MMORPG B Strategy ™ Other

Across all age groups,RPG and Action-Adventure Games have been the genre of choice.Older teens have a higher

preference for Shooters and Battle Royale while younger players look more towards Fighting, Survival and have the highest
likelihood of enjoying SociatDeduction.

19 Confidential. March 2021 AM3ER



Game Genre Preferences

Game Genre Preferences by Gender

NON-BINARY

B RPG H Simulation = Action-Adventure Fighting ™ Indie ® Shooter W Survival B Sport B MOBA B Battle Royale B Social Deduction @ MMORPG B Strategy ™ Other

Data split by gender shows us that SocialDeduction game have had a better adoption rate for Female players, who are much monkely to
say that one of their preferred genres is SocialDeduction.

Male participants have a stronger preferences for Shooters and ActiorAdventure, while female players like RPG the best.

20 Confidential. March 2021 AM3ER



Multiplayer

MULTIPLAYER PREFERENCE BASED ON AGE

While overall multiplayer is the highest rating choice and
20-23 CO_Op ranks |Owest.
e 2 . If we look at the different age groups, we can see that ime
16-19 youngest players, Co-Op is as popular as multiplayer and
La16 in the 14-16 age group, Co-Op is almost as popular as
- :

Single-player.
1113 :

However, when looking athe oldest age group, Co-Op

Single Player mCo-op M Multiplayer takes a backseat in favor of single -player games.
11-13 14-16 16-19 20-23

2] Confidential. March 2021 AM3ER



Competition vs Cooperation

When playing with friends, Team-play is the preferred gameplay mode,

other too!
Tips:
A Prk

{z®s8§z" - ka kfTs8kask]| gk

A Team play should focus on roles for players to fit in.

Importance of PVP
(Tier 1 Countries Only)

160

25
140
120

20
100
15 80
12 12 60

1

20
5 0

0

(3, 4] (4, 5]

[1, 2]

(2, 3]

22
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even more than PVP, which is secondary. Alongside Co -Op, players like to troll each

®~ fk r-8k2g~{8k®s®s kN

Multiplayer gaming preferences

147

107

77
57

| prefer playing by myself
(Single Player, etc.)

Competitively (ex: PVP, Team | enjoy messing with/tricking
PVP etc.) them in the game too!

As a team (including Co-op)

10. Do you enjoy playing games with your friends? (Check all that apply)

Confidential. March 2021 /A\AM3E=



Popular Games

23

Some of the preferred games among GeiZ like the ones shown
have some significant common denominators in terms of
gameplay elements:

Except for Persona 5, the rest of the titles have &rge focus on
multiplayer 1 its an experience shared via chat apps like
Discord I GenZ users play them to stay connected with their
friends;

All these games are alsart of the Gen-Z pop-culture due to
their massive online presenceT oen B2 O pTnkbBwp
play videos (YouTube) and memes (Reddit, etc.);

Games like Minecraft, ROBLOX and Animal Crossing let their
players express themselves through sandbox gameplay;
moreover, games that sell skins (Fortnite, Among Us!, Fall Guys
etc.) offeranother side of self-expression;

Confidential. March 2021
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Popular Gamesl] Social Play

Community and social driven gameplay are a huge
part of what Gen-Z is looking for.

Among Us! skyrocketed into popularity along with the
COVID 19 pandemic, since many players needed
connection during quarantine and isolation.

The increase in downloads for Discord and Among
Us! Makes it clear that players prefer to play
between friends.
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