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Estimated gaming population

SR Age

2003 !
‘ —fgEE | 2@

L Total 3~6 ' 7~12 | 13~15 | 16~18 | 19~20 ' 21~24 ' 25~29 ' 30~34 ' 35~39 ' 40~49 ' 50~59
mﬁ@&g@ 3371 307 1 662 1 238 . 226 . 178 | 308 | 348 | 282 | 224 . 364 . 234
FBRLLE (901 1000 o1 196 71 67 53 91 103 84 66 108 69
W EGIN) 5139 161 360 166 147 139 208 226 209 152 209 161
ML) 34 48 107 49 44 4.1 6.2 6.7 6.2 45 62 48
LZEDN 933 146 302 72 79 39 100 122 74 71 155 73
AL 366 43 9.0 2.1 23 12 30 36 22 2.1 46 22
SRR Age

2002 |
‘ —HEEE | 2@ 3~6 | 7~12 ' 13~15 ' 16~18 ' 19~20 ' 21~24 ' 25~29 ' 30~34 ' 35~39 ' 40~49 ' 50~59

General Public

2HEAN \ :
Toia (10000prsns) | 21339 199 | 169 |, 174
AL (%)
SRLLL (90 4000 120 209 88 84 47 61 123 85 72 74 36
BHGEAN
Male (10000 persons) 1,567 163 316 155 149 82 88 204 113 134 123 40
9 ‘
j%gib((%/c;) ! 67.1 7.0 13.5 6.7 6.4 3.5 3.8 8.7 4.8 5.8 53 1.7
Z BN
Femae (10000 persons) 768 116 173 49 48 28 54 84 86 35 51 44
Rt (%)
SULE L 329 50 74 21 21 12 23 36 37 15 22 19
FH55I Age

2001 ;
—RRAEEE 21K

General Public Total 3~6 1 7~12 1 13~15 | 16~18 | 19~20 | 21~24 | 25~29 | 30~34 | 35~39 | 40~49 | 50~59
RN o546 239 | 598 , 181, 216 , 98 , 191, 255, 228, 162, 254, 123
HAUEE 96) 1 1000 94 235 71 85 38 75 100 90 64 100 48
W BTN 657 131 350 107 152 80 128 199 162 9% 157 95
WAL 0 g 51 137 42 60 3 50 78 64 38 62 37
LZEEGN g 108 248 74 64 18 63 56 66 66 97 28
WAL O6) 344 42 9.7 29 25 0.7 25 22 26 26 38 11
2003 | Rl Age
T B2 = 3~6 | 7~12 | 13~15 | 16~18 | 19~20 | 21~24 | 25~29 | 30~34 | 35~39 | 40~49 | 50~59
EHON g6 | 302 | 644 | 939 | 946 | 824 | 1597
AL %)+ 1000 5.1 7.9 43 47 33 70 102 103 89 173 21.1
W EGIA) 4662 242 372 2001 221 155 330 477 479 416 803 965
WAL () 506 26 40 22 24 17 36 52 52 45 87 105
Z TN 4,555 231 354 192 210 147 314 462 467 408 794 975

Female (10,000 persons)

BRI O0) 1 494 25 3.8 2.1 23 16 3.4 5.0 5.1 44 86 106

A1) 2000FEZFEEZOEICHEMFLT TN THET.

F2) FEIFFERBIAOXS—ASMNE GE(2))=5—LsMA0

E3) AARBZEMERALTWSIZY. B FmplSMAL] LA DS CLEWNEEN DD,

F4)  FEENStEd EHERORREOHHE CTHD. LEEHFEEMICEERR Z2EALICRREBIZHDTH D,

Note 1) The gaming population was estimated by simply shifting the data of the national census for 2000.

Note 2) The following is the equation: Population by age X Proportion of game players ((2) on the previous page) = Gaming population.
Note 3) As the figures were rounded to ten thousands, the numbers may not match "the gaming population by gender and age’.

Note 4) The investigated areas include the Tokyo Metropolitan Area and the Keihanshin urban areas. The above figures were calculated by simply
reflecting the survey results upon the national population.
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BT — LASINE  Active game players

20034
—RAETES

General Public

37.6%
33718 A

10,000
persons

RIFSE

Non active game players

LIATIF P2 TV TSIE P TLEWNDY
VINDT 7 REB ClEEEPOIE

| used to play but now stop playing videogames.
But I want to try them again only if any software interests me.

CNFE TRl &EFFENDY.
EAWVWY IO 7 HHNIFERoTHIEL)

| have never tried but | want to try videogames
if any software interests me.

[SECTPOCLENL. SEEPOTHIIEFE DL
[LLRIEP D CTWeh S#(F P2 DBDHEL ]

mes in future

E) %I [ —RREEEHE] [CHIT DB,

20.9%
RBRERZS 1,6955 A

Dormant customers
10,000
persons

e 5.9%
Proiﬁpeiliﬁf?ﬁ){fers 5 4675)\

10,000
persons

34.6%
3,496 5 A

10,000
persons

Disinterest

2002
—RRAETEE
General Public

25.6%
2,335B A

10,000
persons

26.6%
2,207B A

10,000
persons

5.9%
62475 AN

10,000
persons

32.7%
32265 A

10,000
persons

RYFT—REEEFE ] (CHITDBL - Finh DMLz [ - Finp A0 T —5 | ICRUTEH U EHEZ e Lah BT E.

Note) The figures in percentage are the data calculated in "Research on the General Public".
After multiplying national data by gender and age by the corresponding resultant proportions obtained from the Research on the General Public,
the outcomes were aggregated to obtain the real number for each category.

20014
—MREEE
General Public

27.8%
2,546 5N

10,000
persons

28.1%
2377B A

10,000
persons

8.3%
8247 A

10,000
persons

35.8%
3,596 5 A

10,000
persons
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