Computer Entertainment Supplier's Association




Bl Contents

.

B Outline of Survey

I . Visitors’ Characteristics
1. Gender

2. Age

w

. Residential area

IN

. Occupation

ol

. Hobbies and interests

HN

o o a b~ D

|

II. Household Videogames

1. Hardware ownership *Hardware most frequently used

. Hardware the respondents wish to purchase

. Favorite game genres

. Frequency of game playing

. Duration of game playing

. Tendency of software purchases

N O o b~ ODN

. Tendency of software purchases by downloading

I. Social Games

1. Familiarity with SNS and social games

. Hardware used for SNS [All SNS users]

. Frequency of game playing [All social game players]

. Duration of social game playing [All social game players])

. Familiarity with pay—to—play smartphone game contents [All social game players]

o 0 » ODN

. Titles of favorite social games [All social game players]

12
15
19
21
24
27

28
28
31
34
36
39
40

41

IV. Smartphones Game Contents

1. Familiarity with smartphones game contents

2. Familiarity with pay—to—play game contents for smartphones

[All the current smartphones/PDA game players]

V . Mobile Phone Game Contents

1. Familiarity with mobile phone game contents

2. Familiarity with pay—to—play mobile phone game contents

[All the current mobile phone game players]

3. Methods of payment for mobile phone game contents

[All the current players of pay—to—play mobile phone games ]

41

42

43
43

44

45



VI. On-line Games

1. Familiarity with on—line games

2. Familiality with pay—to—play on—line games

[All the current on-line game players])

3. Methods of paying for on—line games

[All the current pay—to—play network (on-line) game players]) {Multiple answers)

VII. Arcade Games

1. Familiarity with arcade games

VII. Influence of the Great Tohoku—Kanto Earthquake
1. Change in game playing time after the Great Tohoku—Kanto Earthquake

2. Support for the disaster victims

IX. Rating Label

1. Awareness of the rating label

2. Familiarity with the function of a rating label [All who knew the rating label]

3. Descriptions of rating label given by respondents

[All respondents who were very familiar or only slightly familiar with the function of the rating label] ——————-

4. Awareness of the rating label Z [All who were aware of the rating label]

X. Turnout at TOKYO GAME SHOW 2011
1. Information source about TOKYO GAME SHOW
. Number of past visits to TOKYO GAME SHOW

2011

. Time Scheduled to Spend at TOKYO GAME SHOW 2011
. Number of Games Scheduled to Play at TOKYO GAME SHOW 2011

. Manufacturers’ booths the respondents thought was the best {Free answer)

. Areas the respondents visited

N o o b~ 0ODN

. Cheer Up Japan with Games Area

[All “Cheer Up Japan with Games Area” visitors])
8. Degree of satisfaction with TOKYO GAME SHOW 2011

9. Intention to visit the next TOKYO GAME SHOW

Appendix 1) Sample Survey Form

Appendix 2) Location of Questionnaire Booths

46
46

47

50
50
51

56
56
59
60
61
62
63

64
66
67

68
72



Bl Outline of Survey
|

1 Aim To obtain data useful for CESA members in mapping out their marketing strategies, by identifying the basic
characteristics of visitors (game users) to TOKYO GAME SHOW 2011 (hereafter, TGS 2011) organized by
CESA and obtaining information about the consoles and games the visitors currently use.
2 Target Individual men and women of ages 3 or older who visited TGS 2011
3 Method Questionnaire survey at booths in TGS 2011 venue
* Refer to P 76 for the locations of the booths.
4 Period September 18 (Sun.), 2011 [10:00 - 17:00]
5 Visitor Turnout : Total number of visitors (persons) | No. of collected No. of valid
samples responses
Sept. 15 (Thur.) 25,631 - -
Sept. 16 (Fri.) 27,042 - -
Sept. 17 (Sat.) 86,251 — —
Sept. 18 (Sun.) 83,744 1,276 S 1,124 S
Total 222,668 1,276 S 1,124 S
* Sept. 15 (Thu.) and 16 (Fri.) were arranged as “Business Days” solely for industry—related visitors.
(Extended to two days since TGS2007.)
:’ No. of visitors i
i M Outline of the past 20 exhibitions (Total) '
E ' 96 Aug. 22 (Thur.)~24 (Sat.) '96 Tokyo Big Site 109,649 i
i " 97 Spring Apr. 4 (Fri)~ 6 (Sun.) '97 Tokyo Big Site 121,172 i
: ’97 Autumn Sept. 5 (Fri)~ 7 (Sun.) '97 Makuhari Messe 140,630 !
i " 98 Spring Mar. 20 (Fri.)~ 22 (Sun.) '98 Makuhari Messe 147,913 i
i 98 Autumn Oct. 9 (Fri)~ 11 (Sun.) '98 Makuhari Messe 156,455 i
i " 99 Spring Mar. 19 (Fri)~21 (Sun.) '99 Makuhari Messe 163,448 i
i 99 Autumn Sept. 17 (Fri.)~ 19 (Sun.) '99 Makuhari Messe 163,866 i
i 2000 Spring Mar. 31 (Fri.)~Apr. 2 (Sun.) 2000 Makuhari Messe 131,708 '
i 2000 Autumn Sept. 22 (Fri.)~ 24 (Sun.) 2000 Makuhari Messe 137,400 i
i 2001 Spring Mar. 30 (Fri.)~Apr. 1 (Sun.) 2001 Makuhari Messe 118,080 i
i 2001 Autumn Oct. 12 (Fri.)~14(Sun.) 2001 Makuhari Messe 129,626 i
i 2002 Sept. 20 (Fri.)~ 22 (Sun.) 2002 Makuhari Messe 134,042 i
i 2003 Sept. 26 (Fri.)~28(Sun.) 2003 Makuhari Messe 150,089 '
' 2004 Sept. 26 (Fri.)~28(Sun.) 2004 Makuhari Messe 160,096 i
i 2005 Sept. 16 (Fri.)~18 (Sun.) 2005 Makuhari Messe 176,056 i
i 2006 Sept. 22 (Fri.)~24 (Sun.) 2006 Makuhari Messe 192,411 i
i 2007 Sept. 20 (Thur.)~23 (Sun.) 2007 Makuhari Messe 193,040 i
i 2008 Oct. 9 (Thur.)~12 (Sun.) 2008 Makuhari Messe 194288 |
: 2009 Sept. 24 (Thur.)~27 (Sun.) 2009 Makuhari Messe 185,030 i
i 2010 Sept. 16 (Thur.)~19 (Sun.) 2010 Makuhari Messe 207,647 i
I I

6 Analytical Method : Cross analysis focusing on the characteristics of the subjects and the frequency of their game playing.

X It needs to be reminded that each survey result does not necessarily represent the trends of the general
public since these surveys target visitors to TGS, which is more likely to attract hard-core users.
Regarding the regular survey items such as the visitors’ basic characteristics, the results are compared with
those of TGS 2009 and TGS 2010 (the two most recent preceding shows).

Executive organization: Computer Entertainment Supplier's Association (CESA)
Planning organization: NIPPON TELENET CORPORATION

7 Organizers

_3_



I . Visitors’ Characteristics

1. Gender
[Q] Your gender
(BA{iI: %)
Number of
samples 0 20 40 60 80 100
(persons) . . :
TOKYO GAME SHOW
2011/Total 1124 758
TOKYO GAME SHOW
2010/Total 1171 47
TOKYO GAME SHOW
2009/ Total 1,109 739
[ Male [ Female
2. Age
[Q] Your age
(Unit: %)
Number of PN
samples
(persons) 2-32 20 40 60 80 ]gq (yrs. old)
TOKYO GAME SHOW
2011/Total 1,124 263
& Male 852 25.6
3
c
S
Female 272 28.5
TOKYO GAME SHOW
2010/Total 1171 210
TOKYO GAME SHOW 1109 24.8

2009/ Total

O3~9
B 16~18
& 30~39

O 10~12
O 19~24
[ 40~49

B 13~15
O 25~29
Il 50 or older

*The ratio of male visitors increased for two consecutive years, reaching 75.8%.
*The age category with the highest number of visitors was the “30-39" category (26.0%). The ratios of young people in the
“3-9" (2.3%), “10-12" (5.1%), “13-15" (8.1%) and “16-18" (9.5%) categories increased compared to the previous year.




3. Residential area

[Q] Your area of residence

(Unit: %)
Number of
samples 0 20 40 60 80 100
(persons)
OKYO GA O
. 1,124
ota
OKYO GA O
10/ 1,171
OKYO GA O
306 /15 1,109
OWithin Tokyo's 23 wards BTokyo Area (outside of its 23 wards)
BKanagawa B Saitama
OChiba Dlbaraki
BOther prefectures
4. Occupation
[Q] Your occupation
(Unit: %)
Number of
sanks 0 20 40 60 80 100
(persons) 2.8
TOKYO GAME SHOW
2011/ Total 1124
2.7
Heavy user 443
g 30
o
5 Middle user 440
s
] 29
Light user 241
33
TOKYO GAME SHOW 1171
2010/Total ’
2.7
3.3
TOKYO GAME SHOW 1109
2009/ Total ’
[ Pre-school children O Elementary school student I Junior high school student
B Senior high school student O Junior college or vocational school O College/Graduate school student

student/awaiting entry to school

[ Company employee/ M Part timer B Housewife/Househusband
Public employee/Self-employed

[l Unemployed/Others

Note) CESA regards visitors to Tokyo Game Show as “game users”, who are classified into three groups depeding on how often they
play videogames and are defined as follows. The same definition has been applied to the past visitors surveys.

E[User classification by HMHeavy user :plays games almost everyday E
ifrequency of game playing] HMMiddle user :plays games 2-5 days a week H
. M Light user :plays games one day a week or less E

*The area from which the highest number of visitors came was “Chiba” (24.8%), which surpassed “Within Tokyo's 23

wards”(20.3%), for the first time.
*The occupation with the highest percentage of visitors was “Company employee/Public employee/Self-employed” (43.6%),

accounting for 55.6% of “light users”.




5. Hobbies and interests {Multiple answers)
[Q] Do you have any hobbies or interests other than games? <Choose any number of answers >
TOKYO GAME SHOW 2011/Total (n=1,124 persons)
TOKYO GAME SHOW 2010/Total (n=1,171 persons)
TOKYO GAME SHOW 2009/Total (n=1,109 persons)

(Unit: %) (Unit: %)

o
N
o
S
o
=)
o
[}
o

20@03/ Photos/Art
nimations
Fishing/
PG/Internet Outdoor activity
Movie/Theater/ Pachinko/
Drama Pachi-slot
. Igo/Shogi/
Music Mahjong
Cooking/
Reading Restaurants/
Drinking
Karaoke Combative sports

Study/
Idols/Voice actors* Languages/
Licenses
Vaudevilles Ca_r;/Motorblkes/
Driving
Traveling Golf
Horse race/
Soccer Cycle race/
Motorboat race
Fashllon/ . Others
Interior design
Love/ Invalid/
Social meeting No answers

Baseball

*“TV idols” was changed to “TV idols/Voice actors”in TGS survey 2010.

*Respondents were most interested in “Comics/Animations” (67.6%); a continuing tendency from the 2009 and 2010 surveys.
“PC/Internet” (47.3%) was in second place.

*The ratios for “Comics/Animation”, “PC/Internet”, “Karaoke”, “TV idols/Voice actors”, “Soccer”, “Baseball”,
“Fishing/Outdoor activity” and “Combative sports” were higher the greater the frequency of playing household videogames.
*The ratios for “Cooking/Restaurants/Drinking” increased as the frequency of playing household videogames decreased.




(Gender and Age)

(Unit: %)
Gender and Age
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= ] ]

NumberofeamPles 1124|8521 20 40 76 84 212 133 213 62 12 |272: 6 17 15 23 38 48 79 43 3
Cormics/Animations 67.6 [ 7001700 700 76.3 857 86.3 639 60.6 40.3 16.7|60.3:100.0 1000 86.7 82.6 86.8 646 392 302 333
PC/Internet 473|50.1:1150 375 487 560 57.1 624 437 419 167|386: 00 529 533 47.8 553 396 316 27.9 00
povie/Theater/ 4023831200 225 27.6 440 415 466 37.1 371 250(463:333 235 400 435 57.9 396 557 442 00
Musio 331|31.8:100 7.5 21.1 405 420 406 272 194 250|37.1: 00 11.8 533 522 684 417 316 186 0.0
Reading 2092951100 200 408 429 37.3 308 211 11.3 16.7|31.3:167 47.1 667 435 47.4 250 228 163 333
Karaoke 2222091100 50 132 357 307 286 136 32 00 |265:333 17.6 400 522 395 27.1 215 93 00
TV idols/Voice actors | 189 [ 1851 00 50 118 274 259 135 183 177 831991167 353 333 435 421 167 89 23 00
Vaudevilles 16.1 (1501300 100 105 131 132 173 183 129 83 [195! 00 294 133 130 368 125 203 163 00
Traveling 153 (175! 50 50 26 167 151 180 244 274 417 85:00 00 00 43 26 146 139 70 00
Soccer 1341541300 250 7.9 95 137 158 188 11.3 333| 74: 00 176 267 43 79 00 63 70 333
f;j:;g:{,esi 1331081 50 25 66 83 113 113 131 161 83 213! 00 176 133 87 263 250 203 27.9 333

gn ] Il
Love/ . :
e eeting 132106 00 25 13 7.1 104 158 141 129 83 (213100 118 133 43 395 167 266 209 00
Baseball 113|131 50 25 53 167 137 158 160 113 83| 55:00 59 267 43 53 21 63 23 00
Photos/Arts 99 [ 85: 00 25 53 131 104 98 75 48 16.7|143: 00 235 200 21.7 368 83 101 23 00
Fhing/ i 85 (1011 00 125 211 167 80 75 85 97 00| 37:00 00 267 43 53 21 25 00 00
y ' '
Pachinko/Pachi-slot 79 [90:00 00 26 71 104 83 136 113 00| 44100 00 00 00 26 83 76 23 00
lgo/Shogi/Mahjong 76 93100 125 79 179 118 90 52 65 83|22:00 00 67 43 53 00 25 00 00
g;gt;;g%stwts/ 69 | 42:00 00 00 48 61 75 42 00 00|151:00 235 267 87 211 188 114 116 00
Gombative sports 66 |79:00 00 79 71 80 83 113 48 00|26:00 00 00 130 26 00 25 23 00
ffc“jnys/ef"g“ag“/ 64 |69:00 00 39 71 108 75 75 16 00|48:00 59 00 87 132 42 38 00 00
Cars/Motorbikes/ E E
Do 60 |70:100 50 66 60 57 90 56 129 167|29;00 59 00 87 26 00 25 47 00
Golf 37|45:50 75 26 24 24 53 56 32 333[15:00 00 67 43 00 21 13 00 00
u‘;ﬁib’jgffcyj'm“/ 313500 00 26 36 33 23 61 32 00]|18:00 59 00 43 26 00 25 00 00
Others 21]21:00 00 13 00 42 08 28 16 00[22:00 00 00 43 00 42 00 47 333
Invalid/No answers 07 [09:00 50 13 00 00 23 05 16 00[00:00 00 00 00 00 00 00 00 00




(Frequency of playing household videogames/Social game player category/Game player category)

(Unit: %)
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I . Household Videogames

1. Hardware ownership {Multiple answers)* Hardware most frequently used

[Q] What game machines do you have? (Excluding PCs and mobile phones.)

[Q] Which game machine do you use most frequently among the ones selected in the above? Please select one.

TOKYO GAME SHOW 2011/Total (n=1,124 persons) B Hardware
TOKYO GAME SHOW 2010/ Total (n=1,171 persons) most frequent|y
TOKYO GAME SHOW 2009/ Total (n=1,109 persons) used

B Hardware ownership

(Unit: %)

(Unit: %) GA.Ir»/IOEKgHOOWE cAL%KsY:ow

2011/Total 2009/ Total

100 | porsne)
osp 746 E
(PlayStation Portable) 68.6 :
68.6 :
66. P

Nintendo DS/DS Lite 68.7 Po131r 219
s o
64.9 P

PlayStation 2 70.2 37, 44, 108
715 : '
58.5 : :

Wii 56.7 58 47: 57
53.4 : :

PlayStation 3 _ 477 138) 137) 144

Nintendo DSi/DSi LL 42 67 59

Nintendo 3DS SHEESE
Xbox360 30: 38 39
PSP go (PlayStation Portable go) 03 03 -
Invalid/No answers 338! 342! 195

Note 1) Nintendo DSi was added in TGS survey 2009, and changed to Nintendo DSi/DSi LL in TGS survey 2010.
Note 2) Nintendo DS (incl. Lite) was changed to Nintendo DS/DS Lite in TGS survey 2010.

Note 3) PSP go (PlayStation Portable go) was added in TGS survey 2010.

Note 4) Nintendo 3DS was added to the 2011 TGS survey.

= As for ownership ratios, “PSP (PlayStation Portable)” (74.6%) increased compared to 2010 (68.6%), ranking at the top.
“Nintendo DS/DS Lite” (66.0%) remained in second place. “PlayStation 2” (64.9%), which ranked at the top last year,
dropped to third. “Wii”, “PlayStation 3” and “Nintendo DSi/DSi LL" steadily increased. Nintendo 3DS gained 23.0%.

*As for frequency of use, “PSP (PlayStation Portable)” greatly increased from 18.7% to 25.8%, and remained at the top
for two consecutive years; “PlayStation 3” (13.8%) ranked second. These two left the rest far behind.

*Among heavy users, “PSP (PlayStation Portable)” ranked at the top both in ratio of ownership (81.3%) and in frequency

of use (31.2%).




(Gender and Age)

M Hardware ownership (Unit: %)
Gender and Age
= ° o N 10 ® < ) ) o 5 G o~ 1) 0 < %) o ) 5
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<N 1 5] 1 0
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o= I s
X ' '
o ' '
= ] :
NumberofeamPles 1124|8521 20 40 76 84 212 133 213 62 12 |272: 6 17 15 23 38 48 79 43 3
PSP
(PlayStation 746 [ 76.21 400 500 86.8 905 858 782 714 532 66.7|69.9:333 647 800 957 89.5 833 519 628 333
Portable) : H
Nintendo DS/ H H
DS Lite 66.0 | 635:550 800 842 762 604 51.1 620 565 583|73.9:667 824 800 826 737 792 709 651 667
PlayStation 2 64.9 [67.31250 525 724 702 703 737 66.2 59.7 66.7|57.7:16.7 29.4 533 69.6 71.1 688 57.0 488 333
Wi 5855471750 825 69.7 69.0 434 451 51.6 581 75.0|702:1000 824 86.7 69.6 526 64.6 747 69.8 66.7
PlayStation 3 493 (519350 250 447 512 599 662 498 339 500|412} 00 412 467 39.1 447 583 392 279 333
Nintendo DSi/ : :
DSi LL 38.1|36.6:550 575 46.1 405 255 30.8 423 37.1 83 |426:333 647 600 435 237 271 481 535 33.3
Nintendo 3DS 2302291550 475 145 238 127 233 27.7 226 250|232:500 59 267 21.7 158 16.7 329 209 333
Xbox360 151]165: 00 75 79 119 170 263 216 48 167[107: 00 59 67 217 158 146 89 47 00
PSP go : :
(PlayStation 41 [41:00 25 26 48 47 38 38 81 00[40:00 59 00 87 53 00 63 23 00
Portable go) : .
Invalid/ 11]11:50 00 00 00 14 00 14 32 00[11:00 00 00 00 26 00 13 23 00
No answers ! 1

B Hardware most frequently used

Number of samples 11 154 | 8521 20 40 76 84 212 133 213 62 12 | 272

(persons)
PSP
(PlayStation 25.81270: 00 250 40.8 417 31.1 248 221 113 83 |221:16.7 11.8 200 478 342 271 139 140 00
Portable)
PlayStation 3 1381155 00 25 92 107 226 233 141 81 83| 85:00 00 200 130 53 146 63 7.0 00

Nintendo DS/

DS Lite 59 [ 50

150 75 92 12 47 15 61 65 00[|85.00 118 67 87 79 63 89 116 00

Wi 58 | 46:50 100 66 36 14 45 33 129 16.7| 96:16.7 294 67 00 26 42 139 93 333

Nintendo DSi/

DSi LL 42 | 29.150 75 13 24 05 08 52 48 00| 81:00 294 200 43 53 42 38 140 00
Nintendo 3DS 37 ]|40:150 125 00 12 09 30 61 65 167 29,00 00 67 00 26 21 63 00 00
PlayStation 2 37139:00 25 13 24 38 53 42 65 83[33:00 00 67 174 26 00 25 23 00
Xbox360 30|136.00 00 13 12 52 60 42 16 00[11.00 00 00 00 53 00 13 00 00
PSP go

(PlayStation 03(02;00 00 13 12 00 00O 00O 00O 0Of(0O4;00 59 00 00 00 00 00 00 00
Portable go)

Invalid/ 33.8(33.2:500 325 289 345 297 308 347 419 417(357:667 11.8 133 87 342 417 430 41.9 66.7
No answers ' '

_‘IO_




(Frequency of playing household videogames/Social game player category/Game player categoty)

M Hardware ownership

(Unit: %)
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2. Hardware the respondents wish to purchase {Multiple answers)
[Q] What game machines do you want to buy? (Excluding PCs and mobile phones.)
TOKYO GAME SHOW 2011/Total (n=1,124 persons)
TOKYO GAME SHOW 2010/Total (n=1,171 persons)
TOKYO GAME SHOW 2009/Total (n=1,109 persons) (Unit: %)

0 20 40 60 80 100

T T 1

52.1
PlayStation Vita [Unreleased]

Nintendo 3DS

Wii U [Unreleased]

PlayStation 3

Xbox360

Wi

PSP
(PlayStation Portable)

PSP go (PlayStation Portable go)

Nintendo DSi/DSi LL

Nintendo DS/DS Lite

PlayStation 2

Invalid/No answers

Note 1) Nintendo DSi was changed to Nintendo DSi/DSi LL in TGS survey 2010.

Note 2) Nintendo DS (incl. Lite) was changed to Nintendo DS/DS Lite in TGS survey 2010.

Note 3) PSP go (PlayStation Portable go) was added in TGS survey 2010.

Note 4) Nintendo 3DS was added to the 2011 TGS survey.

Note 5) PlayStation Vita [Unreleased]and Wii U [Unreleased] were added to the 2011 TGS survey.

- “PlayStation Vita” and “Wii U”, which had not yet been released as of the date of the questionnaire, ranked first and
third with more than half (52.1%) and 23.8% of respondents respectively. “Nintendo 3DS”, which had not yet been released
as of the date of the questionnaire, and ranked at the top in the previous survey, dropped to second, but the percentage
remained almost at the same level of 32.4%.

The percentage of respondents wishing to purchase “Nintendo 3DS”, “Nintendo DSi/DSi LL” and “Nintendo DS/DS
Lite” was higher for females than for males.
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(Gender and Age)

(Unit: %)
Gender and Age
= © ) N 10 © < ) ) o) 5 © =) o~ 1) 0 < %) o ) 5
o < 1 - — — [\ N ™ < o [ j} - - - N N 0 N o
5 - B N U R U NS G ST I - - S S N S U S SR S
oS o ® © o L o O 5 w o ® © o v o O 5
gpo - - - - N ® < ° - - - - N ® < o
<> o o
o=
SR
<
(©]
=
NumberofeamPles 1124|8521 20 40 76 84 212 133 213 62 12 |272: 6 17 15 23 38 48 79 43 3
PlayStation Vita
52.1 (5691100 300 526 643 71.2 662 512 37.1 50.0(37.1:167 17.6 33.3 47.8 526 500 29.1 302 333
[Unreleased]
Nintendo 3DS 32.430.9:350 250 368 250 40.6 195 310 258 250|37.1:167 647 66.7 47.8 447 313 266 326 333

Wii U[Unreleased] | 23.8 | 2581400 325 289 321 241 256 249 17.7 83 |173:500 17.6 133 304 21.1 167 127 11.6 333

PlayStation 3 2341245150 325 382 333 21.7 165 225 290 16.7]19.9' 0.0 59 200 435 289 188 190 93 333
Xbox360 10.3110.7; 150 100 158 190 132 60 75 65 00]92.167 59 333 87 79 21 114 47 333
Wii 96 | 89.150 50 105 60 52 98 113 113 250|118:. 00 118 6.7 87 184 63 101 209 00
PSP

(PlayStation 76 | 76 1100 200 66 83 28 68 94 113 83| 74:16.7 118 133 00 53 83 101 23 00
Portable)

PSP go

(PlayStation 40 | 41 :150 100 13 24 38 23 61 16 00]37.00 118 133 43 26 00 38 23 00
Portable go)

Nintendo DSi/

DS LL 22 | 1.8

50 100 13 36 09 08 14 00 00)37:00 176 00 00 53 00 25 70 00

Nintendo DS/

! 1312150 00 00 24 05 15 14 16 00[18:00 00 00 00 00 21 38 23 00
DS Lite

PlayStation 2 13[16:100 25 00 24 19 00 19 16 00|04:00 59 00 00 00 00 00 00 00
Invalid/ 69 | 61150 100 26 60 47 53 89 65 00]96:333 00 00 87 105 63 114 116 333
No answers
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(Frequency of playing household videogames/Social game player category/Game player categoty)

(Unit: %)
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3. Favorite game genres {Multiple answers)

[Q] Please choose the genre of game you like.

TOKYO GAME SHOW 2011/Total (n=1,124 persons)
TOKYO GAME SHOW 2010/Total (n=1,171 persons)
TOKYO GAME SHOW 2009/ Total (n=1,109 persons)

(Unit: %) (Unit: %)
80 40 60 80
66.9 Sound novel I | |
Role—playing 67.3 (story accompanied
69.5 by sound)
. Board game
Action (e.g. Sugoroku)
Adventure Battle—type network
game
Shooting Variety/Party game

Nurturing simulation

Strategic simulation/
Strategy

Fighting competition

Rhythm-action
(music/dance)

FPS
(First person shooter)

Puzzle/Quiz

Sports

Racing

Love simulation

MMORPG

(Massive multiplayer
online role playing game)

Strategic table game
(e.g. Igo, Shogi and chess)

Gambling—type table game
(e.g. Hanafuda, Mahjong
and cards)

Study/Learning/
Training

Instrumental simulator
(e.g Pachinko/Pachi-slot)

Typing practice

Communication

Information database/
Practical software

Construction
(game designing tool)

Others

Invalid/No answers

-“Role playing” was the most popular type of game (66.9%), although the ratio decreased over three consecutive years.
“Action” ranked second with 45.4% of respondents. The ratios increased for “Action”, “Adventure”, “FPS (First person
shooter)”, “Racing”, “Love simulation” and “Sound novel”.
*Male users preferred “Role playing”, “Action”, “Adventure”, “Shooting”, “Strategic simulation/Strategy”, “Fighting

competition”, “FPS (First person shooter)”, “Sports” and “Racing”, while female users preferred “Nurturing simulation”,

“Rhythm—action (music/dance) “, “Puzzle/Quiz” and “Love simulation”.
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(Gender and Age)

(Unit: %)
Gender and Age
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=
S
Sz
SR
X
S
=

Number of samples 1,124 | 852
(persons)

20 40 76 84 212 133 213 62 112|272

(music/dance)

Role-playing 66.9 68.4;20.0 375 69.7 69.0 73.1 73.7 742 61.3 333|62.1:16.7 412 80.0 783 658 81.3 582 465 333
Action 454 49.5§4o.o 500 684 60.7 580 466 413 242 250|324:167 529 66.7 522 553 417 177 23 00
Adventure 335 34.5540.0 500 51.3 512 37.3 29.3 249 210 00 |30.1:167 58.8 533 47.8 395 292 215 93 667
Shooting 26.0 30.3§ 50 350 395 381 325 27.8 244 306 33.3[125: 00 118 333 130 184 63 152 47 00
Nurturing simulation 238 22.5§ 50 50 329 274 264 226 207 161 83 (279: 00 176 333 174 47.4 271 291 209 333
g::{zgf“m“'““”/ 19.5 23.6§ 00 50 224 286 222 278 277 210 167| 66:16.7 00 67 130 132 83 51 00 00
Fighting competition 19.2 22.2525.0 275 368 321 250 158 174 113 00]99: 00 176 400 217 132 42 51 47 00
Rhythm-action 18.1 16.3;15.0 150 224 286 179 135 141 48 00 [239:16.7 353 333 348 342 229 177 163 00

FPS 16.6 | 20.4

(First person shooter)

50 25 224 321 325 218 131 32 00) 4800 00 00 130 79 63 25 47 00

Puzzle/Quiz 16.3 12.4; 300 00 13 167 104 143 155 161 8.3 ]283;16.7 235 200 26.1 289 229 304 37.2 333
Sports 16.1 | 17.5 é 200 175 145 155 127 203 183 242 500|11.8:16.7 176 200 43 53 21 152 186 333
Racing 15.6 19.0§ 30.0 30.0 237 274 142 135 178 226 250( 48:00 176 133 130 26 63 13 00 00
Love simulation 15.4 14.6§ 00 00 145 345 165 128 108 145 00 |180: 00 00 133 26.1 500 188 139 47 00
MMORPG

(Massivemu\)uplayeronlinerole 122|147: 00 00 171 190 165 211 136 65 00| 44.:00 00 00 43 132 63 38 00 00
laying game N
DSo{mfignovel

(story accompanied 10.2 | 10.2

by sound)

00 00 26 16.7 151 98 103 65 00(103.00 59 00 26.1 237 146 51 23 00

Board game
(e.g. Sugoroku) 7.9 70

250 50 53 83 57 98 61 65 00(107:.167 00 6.7 87 184 104 127 70 00

50 25 105 143 99 90 75 00 00]29.:00 59 00 43 53 42 00 47 00

Battle-type network game| 7.0 8.3

Variety/Party game 60| 54,50 25 26 71 57 68 47 65 83[77,00 176 67 00 105 83 63 93 00

Strategic table game
(e.g. Igo, Shogi and chess) 5.4 6.9

00 25 39 119 80 83 61 65 00|07:;00 00 00 43 00 00 13 00 00

Gambling—type table game

(s oo vororwons | 44 50100 00 79 83 38 45 38 129 00|22}00 00 00 00 53 00 25 47 00
cards;

Srudy/Learming/ 43311100 00 13 36 24 23 42 16 167|81:00 118 00 43 53 83 114 93 00
instrumental simulator | 35 [ 45100 00 53 71 57 23 47 32 83(04100 00 00 00 00 00 13 00 00

(e.g Pachinko/Pachi-slot)

Typing practice 20|15:00 00 26 00 24 15 09 16 83|33:00 00 00 43 53 21 38 47 00
Gommunication 20/16:00 00 53 24 14 08 14 16 00|29:00 176 00 00 79 21 00 23 00
Information database/ 141400 00 13 24 14 08 09 48 00]15:00 00 00 00 26 21 13 23 00

Practical software

Construction 1.2 1.4

(game designing tool)

00 00 26 24 19 08 14 00 00|04.00 00 00 00 00 00 13 00 00

Others 05|06;00 00 00 00 O5 00 09 32 00|(04;00 59 00 00 00 00 00 00 00

Invalid/No answers 10)05;50 00 00 0O 05 00 09 00 00]26:;333 00 00 00 26 00 25 23 333
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(Frequency of playing household videogames/Social game player category/Game player categoty)

(Unit: %)
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(Hobbies and Interests)

(Unit: %)
Hobbies and Interests
: HEEEEEEEEEREEE I E R
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(&) I
N“m'z:;r‘;foz;"p'es 1124 | 760 532 452 372 336 250 212 181 172 151 150 148 127 111 96 89 8 77 74 72 68 42 35 24 8
Role—playing 66.9 | 714 731 706 782 765 780 792 685 692 662 633 689 740 730 688 787 682 623 649 778 647 762 686 625 875
Action 454 | 533 543 542 578 563 664 632 608 442 470 487 500 520 622 667 461 565 688 635 597 61.8 405 514 458 500
Adventure 335 | 396 404 405 441 491 472 519 431 343 338 360 358 441 432 458 404 424 429 419 444 456 238 543 375 315
Shooting 260 | 282 340 332 323 357 316 311 271 360 245 307 331 283 369 375 348 306 27.3 365 403 441 310 343 333 375
Nurturing simulation | 238 | 278 286 303 306 339 352 377 315 267 285 327 392 354 351 281 326 306 416 365 514 309 333 343 292 125
:t:i:i‘; simulation/ | o5 | 241 241 261 237 277 272 278 243 215 258 253 304 346 315 202 270 341 247 351 403 338 405 457 167 125
Fighting competition | 19.2 | 230 250 235 242 289 324 335 282 192 225 187 216 220 297 344 247 388 247 419 319 221 333 286 292 125
m‘;itl”j;‘;i‘ng” 181 | 217 226 212 253 244 312 297 238 163 126 267 270 150 297 260 247 176 403 230 333 250 119 343 250 250
FPS 166 |204 237 226 223 21.1 260 193 160 186 152 153 203 134 189 198 169 235 195 257 236 294 143 17.1 250 00
(First person shooter)
Puzzle/Quiz 163 | 172 182 212 207 199 220 175 232 140 166 293 365 165 261 167 202 235 299 216 292 235 119 314 208 250
Sports 161 | 132 169 181 167 158 176 165 254 233 411 213 155 425 207 260 180 271 182 270 194 294 452 514 250 00
Racing 156 | 167 184 179 185 152 184 212 188 337 212 207 142 205 189 250 146 188 169 17.6 208 294 262 343 208 125
Love simulation 154 | 199 194 201 228 223 292 373 188 180 159 247 209 228 297 188 337 200 247 216 389 162 190 257 167 00
MMORPG
(Massive multiplayer 122 | 151 188 155 175 155 168 160 133 145 132 127 155 134 180 135 202 200 169 216 319 235 143 200 167 250
online role playing game)
Sound novel
(story accompanied 102 | 136 148 148 17.7 167 184 217 144 122 86 140 162 126 207 104 135 165 182 122 222 147 119 257 208 125
by sound)
Board game 79 | 88 88 115 81 83 112 113 155 87 79 140 122 118 135 83 101 153 156 54 153 191 95 200 167 125
(e.g. Sugoroku)
s:::;ﬁype"e"w"'k 70 | 87 105 95 102 104 136 75 105 93 73 80 108 102 81 115 157 176 130 122 208 176 119 143 167 00
Variety/Party game | 60 | 67 79 91 78 65 96 85 110 70 79 120 149 79 171 83 101 106 195 68 167 176 167 171 83 125
Strategic table game | 5, | 63 75 75 75 98 112 99 88 64 79 67 101 134 90 115 7.9 235 143 149 153 147 119 257 208 125
(e.g. Igo, Shogi and chess)
Gambling-type table game
(e.. Hanafuda, Mahjong 44 |51 60 62 59 51 68 94 88 52 66 87 95 94 90 73 169 200 7.8 95 111 103 95 229 83 125
and cards)
?’::i‘i‘i’é;‘eam'"g/ 43 | 41 45 55 59 60 60 61 83 52 60 113 101 63 117 63 56 71 91 68 97 103 7.1 114 125 00
Instrumental
simulator 35 | 43 39 58 59 48 52 61 50 58 66 60 61 79 72 83 169 47 91 81 97 88 71 171 42 00
(e.e Pachinko/Pachi-slot)
Typing practice 20 | 24 24 33 32 21 32 47 50 23 46 33 47 31 45 42 56 24 65 27 83 74 48 114 83 00
Communication 20 | 25 30 31 38 30 48 57 55 35 33 60 61 24 63 63 34 24 104 41 83 74 48 114 83 00
Information database/
" 14 |16 26 20 32 24 32 42 33 29 20 40 54 24 72 52 45 24 91 54 83 74 48 114 83 00
Practical software
Construction 12 |16 19 18 19 18 24 14 22 23 26 20 20 16 36 52 45 47 65 27 56 714 48 86 42 00
(game designing tool)
Others 05 |07 09 09 11 06 12 19 17 17 13 27 14 16 18 31 22 35 39 27 28 44 48 57 42 00
Invalid/No answers 10 |09 04 02 05 09 08 00 11 17 07 00 14 08 00 10 1.1 24 00 14 14 29 00 29 42 00
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4. Frequency of game playing

[Q] How often on average do you play games using a household videogame machine? (Excluding PC and mobile phone games.)

Heavy user Middle user m1

(1)Playing frequency

Number of (Unit: %)
samples
(— 0 20 40 60 80 100
ot 1,124
38
e 1,171
34
o et 1,109
. Almost everyday . 4~5 days a week . 2~3 days a week
D 1 day a week D 2~3 days a month . Less than 1 day a month
(Unit: %)
N:;:;;:f Almost 4~5 days 2~3 days 1 day 2~3 days tt::i oj:;na
(persons) everyday a week a week a week a month month
O 1 21O 1124 394 125 26.6 10.1 5.7 56
Male 852 40.8 13.5 27.2 8.9 4.9 4.6
3~9 20 75.0 50 10.0 5.0 0.0 5.0
10~12 40 62.5 12.5 20.0 5.0 0.0 0.0
13~15 76 68.4 14.5 13.2 3.9 0.0 0.0
16~18 84 59.5 13.1 17.9 1.2 24 6.0
19~24 212 38.7 15.1 30.7 7.1 52 3.3
25~29 133 32.3 15.0 29.3 12.0 6.0 53
° 30~39 213 31.0 14.1 30.5 10.3 7.0 7.0
::D 40~49 62 242 6.5 40.3 21.0 4.8 3.2
-g 50 or older 12 0.0 8.3 25.0 25.0 25.0 16.7
g Female 272 34.9 9.6 24.6 14.0 8.1 8.8
g 3~9 6 16.7 16.7 333 16.7 16.7 0.0
10~12 17 58.8 11.8 235 0.0 59 0.0
13~15 15 60.0 0.0 20.0 6.7 13.3 0.0
16~18 23 348 13.0 21.7 21.7 43 4.3
19~24 38 34.2 10.5 18.4 13.2 13.2 10.5
25~29 48 333 14.6 22.9 8.3 104 104
30~39 79 30.4 51 354 13.9 8.9 6.3
40~49 43 27.9 11.6 16.3 25.6 0.0 18.6
50 or older 3 66.7 0.0 0.0 0.0 0.0 333

*"Heavy users” who play “almost every day” increased to 39.4%.
*The percentage of “almost everyday” exceeded 50% for males of the “16-18" and younger age groups, as well as females of
the “10-12" and “13-15" age groups.
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(2) Average days of household videogame playing per week

TOKYO GAME SHOW TOKYO GAME SHOW
2010/ Total 2009/ Total

Nty & (Unit: day) [ Number of | Weekly | [Number of| Weekiy

<ZZZL‘;':§> 0 1 2 3 4 5 6 7 éiﬁl‘:'ﬁi) “aye) (ZZET::) “ave)

TokrocAvESHOW NPV [FRTU IR Y 1109 | 435
Male 852 | 4.26 875 | 4.11 820 | 453
3~9 20 | 578 8| 451 15| 517
10~12 40 | 5.49 40| 6.20 53| 570
13~15 76 | 5.81 62| 5.10 96 | 5.87
16~18 84 | 5.23 88| 4.99 93| 542
19~24 212 | 4.24 203 | 434 204 | 467
25~29 133 | 3.82 148 | 3.99 138 | 4.00
30~39 213 | 3.70 229 | 3.70 156 | 3.68

$ 40~49 62 | 3.22 84| 248 50 | 3.22
B {50 or older 12| | ] 134 13| 241 15| 1.89
g Female 272 | 3.66 296 | 3.74 289 | 382
S [3~9 6 | 2.97 1] 44 12| 359
10~12 17 | 5.25 17| 472 7| 519
13~15 15 | 481 10| 3.38 19| 4.25
16~18 23 | 380 20| 395 25| 5.00
19~24 38 | 351 58 | 4.48 77| 335
25~29 48 | .69 45| 3.40 59 | 4.01
30~39 79 | 341 90 | 343 51| 388
40~49 43 | 316 42| 339 33| 3.24
50 or older 3 | 4.70 3| o023 6| 3.35

Note) Calculation assumption for obtaining the average weekly frequency of household videogame playing
“Almost everyday”: 7 days, “4-5 days a week”: 4.5 days, “2-3 days a week”: 2.5 days,
“1 day a week”: 1 day, “2-3 days a month”: 0.3 day, “less often than 1 day a month™: 0.1 day

*The average weekly frequency increased to 4.11 days.

*The average weekly frequency increased among males (4.11 to 4.26 days) but decreased among females (3.74 to 3.66 days).
- The averages were the highest among males in the “13-15" age group (5.81days) and females in the “10-12” age group
(5.25 days).
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5. Duration of game playing

[Q] How long (minutes) do you spend playing household videogames at a time? Give answers each for workdays and days off.

(1)Workdays (on a daily basis)

(Unit: %)

Number of
samples
(persons)
e 1,124
O O A O
910/ To 1,171
O O O
908/ To 1,109

8.5

10.1

8.2

[ 0 minute
B 41~60 minutes

[ 121~180 minutes

[ 1~20 minutes
[ 61~90 minutes

- 181 minutes and longer

B 21~40 minutes
O 91~120 minutes
[ Invalid/No answers

M Average duration of game playing

TOKYO GAME TOKYO GAME
SHOW 2010/Total SHOW 2009/ Total

Number of (Unit: minutes) |Number of[ Average | [Number of| Average
eraons) | © 100 200 300 | certone) | (minitee) | | pereone) | (minite)

o Total 1124 | [ 832 | | 1171 | 772 1,109 | 86.9
Male 852 | | 86.1 875 | 802 820 | 94.0
3~9 20| [ ] 628 8| 544 15| 820
10~12 4| [ ] 937 40| 903 53| 106.4
13~15 76| | ] 1071 62| 1030 96 | 115.2
16~18 84| [ ] 1226 88| 111.6 93| 1284
19~24 212 [ ] 985 203 | 953 204 | 104.4
25~29 133 [ ]8s52 148 | 737 138 | 793
30~39 213| [ ] 626 229 | 649 156 | 74.4

8 |40~49 62| [ ] 613 84| 509 50| 575
2 |50 or older 12 [ ] 367 13| 408 15| 250
5 |Female 272 | 736 206 | 68.0 289 | 66.9
8 [3~9 6| [_] 350 1| 370 12| 350
10~12 17| ] 724 17| 419 7| 579
13~15 15 [ ] 1190 10| 417 19| 633
16~18 23| [ ] 1208 20| 108.4 25| 1108
19~24 38| [ |es2 58| 97.6 77| 688
25~29 ag| [ ] 79 45| 642 59| 57.4
30~39 79| | 590 90 | 6238 51| 718
40~49 a3| [ ] 472 42| 502 33| 530
50 or older 3| [ 40 3| 67 6| 784

*The highest number of respondents played “41-60 min” per workday, and the ratio (35.3%) increased compared with the ratio

for 2010 (32.4%).

= The average playing time per workday increased from 77.2 minutes to 83.2 minutes. Both males and females in the “16-18"
age group played the longest on workdays. (males: 122.6 min., females: 120.8 min.).
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(2)Days off (on a daily basis)

(Unit: %)
Number of
samples 60 80 100
(persons) — 3.2
O O GA O
s 1,124 200
20
o010/ Total 11 232 _
_— /23
P 1,100 219

[ 0 minute
B 41~60 minutes
[l 121~180 minutes

[ 1~20 minutes
[ 61~90 minutes

. 181 minutes and longer

B 21~40 minutes
[ 91~120 minutes

[ Invalid/No answers

M Average duration of household videogame playing

(Unit: minutes)

TOKYO GAME SHOW TOKYO GAME SHOW
20210/ Total 2009/ Total

Number of Number of | Average Number of | Average
Gersons) | © 100 200 300 | Garsons) | (inutes) | | Gersons) | (minutes)
e 1124 | [ 155 ‘ 1171 1417 1,109 | 1620
Male 852 | | 161.4 875 | 1480 820 | 1740
3~9 20 [ ] 1294 8| 525 15 1813
10~12 40 | 1473 40 | 1403 53 | 2065
13~15 76 | 1955 62| 1956 96 | 177.6
16~18 84 | 205.6 88| 1922 93| 2128
19~24 212 | 174.7 203 | 1654 204 [ 199.0
25~29 133 | 1809 148 | 150.0 138 | 160.8
30~39 23| [ 1272 229 | 125.2 156 | 153.3
8 [40~49 62| [ ] 1207 84| 1057 50| 90.1
2 [50 or older 12 [ ]see7 13| 854 15| 650
3 |Female o712 | [ ] 1341 206 | 122.4 289 | 1280
8 [a~o 6| [_] 350 11| 680 12| 59.2
10~12 17 [ ] 9es 17| 756 7| 1093
13~15 15 | 176.0 10| 1211 19| 116.7
16~18 23 | 2379 20| 201.1 25| 1530
19~24 38 | 167.0 58 | 159.8 77| 1479
25~29 48 | 1708 45| 1387 59 | 1402
30~39 79| [ ] 1010 90 | 1143 51| 1236
40~49 a3 [ ] 750 42| 724 33| 936
50 or older s| [ ] 1050 3| 317 6| 724

=”41-60 min.” increased from 23.1% to 25.2%, and became the most common length of playing time, exceeding the ratio for
“91-120 min.” (20.0%). The percentage for “181 min.—" (23.5%) also increased.
*The average playing time per day off increased from 141.7 minutes to 155.1 minutes.
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(3) Cumulative total of household videogame playing time per week

TOKYO GAME SHOW TOKYO GAME SHOW
2010/ Total 2009/ Total

Number of (Unit: minutes)| \umber of Total playing[ | Number of | Total plaving
samples samples. | 2% | | camples | tmeeer
Geson| O 200 400 600 800 1000 |Gureond | foh | | oereensr| 1%
TokrocAVESHOW VYN [TETEE | 1171 | 4390 | | 1,109| 5281
Male 852 | 5170 875 | 465.6 820 | 586.0
3~9 20 | 4962 8| 2416 15| 6229
10~12 40 | 6215 40 | 6596 53 | 8068
13~15 76 | 7902 62| 7105 96 | 8009
16~18 84 | 806.7 88 | 7183 93 | 865.1
19~24 212 | 5704 203 | 553.7 204 | 6769
25~29 133 | 5164 148 | 4465 138 | 4799

30~39 213 |360.6 229 | 360.8 156 | 431.7
40~49 62 |316.2 84| 2358 50 | 250.2

&

i‘é 50 or older 12 [ ] 1492 13| 1874 15 1273

% |Female o2 | [ ] 3907 296 | 3629 289 | 3780

S [3~9 6| [_] 1038 11| 2251 12| 1740
10~12 17| [ ] 428e 17| 2653 7| 4029
13~15 15 | 686.0 10 | 2997 19 | 3760
16~18 23 | 693.2 20 | 6130 25| 6384
19~24 38 | 467.3 58 | 5617 77| 3889
25~29 48 | 4931 45| 367.1 59 | 3955
30~39 79| [ ] 2853 90 | 3186 51| 3824
40~49 a3| [ ] 2046 42| 2145 33| 2532

50 or older 3 I 331.5 3 51.6 6| 250.6

Note) Total weekly playing time = (Ave. playing days per week — 2) X Ave. work—day playing min. +Ave. days off playing min. X 2

*Total weekly playing time increased compared with last year (439.0 min.) to 485.9 minutes.
*Total weekly playing time increased both among males (517.0 min.) and among females (390.7 min.).
*Both males (806.7 min.) and females (693.2 min.) in the “16-18" age group played the longest of all age groups.
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6. Tendency of software purchases

(1) Number of softwares purchased during the past one year

[Q] Did you buy any videogame software (packages) in the last one year?

Number of
samples

(Excluding PC games.)

TOKYO GAME SHOW
2011/Total

TOKYO GAME SHOW

2010/Total

TOKYO GAME SHOW
2009/Total

(Unit: %)
0 20 40 60 80 100
T T T 3'1
76.5
.03
82.1

0.1

86.1

D Yes . No . Invalid/No answers

(2) Average number of softwares purchased during the past one year

[To all who bought software (packages) in the last one year ]

[Q] Give the number each for “new-release regular price”, “new-release low—priced” and “second hand ” package(s).

Number of ‘ ] New-release regular price [] New-release low-priced [H] Second hand A::::fe '::Zn(::
e (Unit:pc)  |purchased| _fand

0 2 4 6 8 10 (pc) )

OKYO GAME SHOW 2011/Total [JRIREX} ' 48 | 289
OKYO GAME SHOW 2010/Tota! [JRIRER 52 | 30.1
OKYO GAME SHOW 2009/ Total [IRIRINS 54 | 303
Male 852 52 | 292
3~9 20 24 | 75
10~12 40 62 | 254
13~15 76 54 | 285
16~18 84 46 | 321
19~24 212 47 | 317
25~29 133 56 | 272

, |[30~39 213 63 | 300
< [40~49 62 33 | 234
€ [50 or older 12 12 | 286
g Female 272 3.8 27.3
g 3~9 6| [o5os] 03 10 | 00
10~12 17 39 L 06| 49 | 132
13~15 15 11 o 24 | 424
16~18 23| [2 ' 35 | 48.1
19~24 38 34 [07 6.4 | 352
25~29 48 25 [y > 40 | 257
30~39 79 X o T 33 | 220
40~49 43 1.7 Jo6[us 28 | 167
50 or older 3 2.7 [0.7 40 | 167

= % [Heavy user 443 3.7 X | 62 | 294
£ £ HMiddle user 440 3.1 fos[ T 52 | 281
£ 2 %|Light user 241 o g 17 | 203

Note) To calculate the average number of software packages purchased, users who answered to Q(1) that they did not buy any software
were given a factor of “0” and included in the parameter in Q(2) (excluding those who gave invalid answers or no answers).

*The total number of purchases decreased from 5.2 pcs. to 4.8 pcs.

*The ratio of purchase of second—hand games decreased slightly from 30.1% to 28.9%.

*Respondents who purchased household videogame software during the past year decreased to 76.5%.
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(8)Purchased household videogame softwares that satisfied the users
[All who bought game software (packages) during the past one year] {Free/Multiple answers)

[Q] If you were satisfied with the software (packages) you purchased, please indicate the names and the type of the consoles.

(Excluding PC and KEITAI games.)

(Valid respondents/answers: 598/628, n=860)

Title/Series Console T Title/Series Gonsols T
[Breakdown] Title B [Breakdown] Title Nl

“MONSTER HUNTER” series 110| [“The Legend of Zelda” series 11
MONSTER HUNTER PORTABLE 3rd PSP 80 The Legend of Zelda: Ocarina of Time 3D 3DS 9
MONSTER HUNTER PORTABLE 3rd HD Ver. PS3 4 The Legend of Zelda: Phantom Hourglass NDS 1
MONSTER HUNTER Diary Poka Poka Airu Village G PSP 4 “The Legend of Zelda” (No answer) 1
MONSTER HUNTER Frontier Online X360 2| [Rhythm Heaven Feaver Wi 11
“MONSTER HUNTER” (No answer) 7 “METAL GEAR SOLID” series 11
“MONSTER HUNTER 3" (No answer) 5 METAL GEAR SOLID PEACE WALKER PSP 5
“MONSTER HUNTER 3rd” (No answer) 4 METAL GEAR SOLID 4 GUNS OF THE PATRIOTS PS3 2
“Airu”, “Airu Village” PSP 2 METAL GEAR SOLID 2: SONS OF LIBERTY PS2 1
“MONSTER HUNTER”, "MONSTER HUNTER PORTABLE” PSP 2 “METAL GEAR”“METAL GEAR SOLID” (No answer) 2
“Tales of” series 52 “METAL GEAR” PSP 1
Tales of Xillia PS3 35| |”“Ryu Ga Gotoku (YAKUZA)” series 11
Tales of Graces f PS3 3 Ryu Ga Gotoku (YAKUZA): OF THE END PS3 8
Tales of the World: Radiant Mythology 3 PSP 3 Ryu Ga Gotoku (YAKUZA) 4 PS3 1
Tales of the Abyss 3DS 3 “Ryu Ga Gotoku” PS3 1
Tales of Vesperia X360 2 “Ryu Ga Gotoku” (No answer) 1
Tales of Graces Wi 1 “Dynasty Warriors” series 9
Tales of Symphonia — Knight of Ratatoskr Wii 1 Dynasty Warriors 6 Special PSP 2
Tales of Destiny 2 PSP 1 “Dynasty Warriors 6” PS3 3
“Tales” PS3 2 “Dynasty Warriors 6” (No answer) 1
“Tales” (No answer) 1 Dynasty Warriors: MULTI RAID PSP 1
“Pokemon” series 22 “Dynasty Warriors” PS3 1
Pokemon White NDS 3 “Dynasty Warriors” (No answer) 1
Pokemon Black NDS 2 HATSUNE MIKU —-Project DIVA- series 8
Super Pokemon Scramble 3DS 3 HATSUNE MIKU —Project DIVA- 2nd PSP 6
“Pokemon White&Black” NDS 9 “Project DIVA”, "DIVA MIKU” PSP 2
“Pokemon”, “Pocket Monster” No answer) 4| |THE IDOLM@STER2 X360 8
“Pokemon” NDS 1 “Disgaea: Hour of Darkness” series 8
“DRAGON QUEST” series 17 Disgaea: Hour of Darkness 4 PS3 5
Dragon Quest 25th Anniversary: DRAGON QUEST [ I Il Wii 7 Makai Senki Disgaeca 2 PORTABLE PSP 2
DRAGON QUEST IX Defenders of the Starry Sky NDS 2 "Disgaea: Hour of Darkness 384" PS3 1
DRAGON QUEST Monster Battle Road Victory Wii 2| |”Street Fighters” series 7
DRAGON QUEST Heroes: Rocket Slime NDS 1 SUPER STREET FIGHTER IV ARCADE EDITION PS3 3
“DRAGON QUEST” (No answer) 2 SUPER STREET FIGHTER IV PS3 2
“DRAGON QUEST” Wii 1 SUPER STREET FIGHTER IV X360 1
“DRAGON QUEST MONSTERS” NDS 1 ”Street Fighters” PS3 1
“"DRAGON QUEST MONSTERS” (No answer) 1 Little Battlers eXperience PSP 7
THE LEGEND OF HEROS: ZERO NO KISEKI PSP | 15 CATHERINE 6
“Call of Duty” series 14 CATHERINE PS3 5
Call of Duty: Black Ops PS3 5 CATHERINE X360 1
Call of Duty: Black Ops X360 3] |“Devil Kings” series 6
Call of Duty: Modern Warfare 2 PS3 3 Devil Kings 3 PS3 3
Call of Duty: Black Ops (No answer) 2 Devil Kings 3 Wii 1
Call of Duty X360 1 “Devil Kings” PSP 2
“FINAL FANTASY” series 13| |“BIOHAZARD” series 6
DISSIDIA duodecim FINAL FANTASY PSP 6 BIO HAZARDS PS3 3
FINAL FANTASY XIII PS3 2 BIOHAZARD THE MERCENARIES 3D 3DS 1
DISSIDIA FINAL FANTASY PSP 2 BIO HAZARD / The Darkside Chronicles Wii 1
FINAL FANTASY X PS2 1 "BIO” (No answer) 1
FINAL FANTASY CRYSTAL CHRONICLES NGC 1 L. A. Noire 5
CRISIS CORE FINAL FANTASYVI PSP 1 L. A. Noire PS3 3
“MOBILE SUIT GUNDAM” series 11 L. A. Noire X360 2
SD GUNDAM GENERATION WORLD PSP 3 GRAN TURISMO 5 PS3 5
MOBILE SUIT GUNDAM: GUNDAM vs GUNDAM Next Plus PSP 2 GOD EATER BURST PSP 5
MOBILE SUIT GUNDAM: New Gihren's Ambition PSP 2 “SUPER ROBBOT WARS” series 5
MOBILE SUIT GUNDAM: Gihren's Ambition PSP 1 SECOND SUPER ROBBOT WARS Z PSP 3
“G GENERATION” PS2 1 “SUPER ROBBOT” PSP 1
“GUNDAM” PSP 1 “SUPER ROBBOT 2” (No answer) 1
“GUNDAM” (No answer) 1 “PHANTASY STAR” series o)
“Steins;Gate” series 11 PHANTASY STAR PORTABLE2 INFINITY PSP 4
Steins;Gate PSP 7 “"PHANTASY STAR PORTABLE 2” PSP 1

Steins;Gate: Hiyoku Renri no Darling X360 2

”Steins;Gate” X360 1

1

"Steins;Gate”

(No answer)

|
N
(&)]
|




Title/Series

Title

Title/Series

Title

[Breakdown] Title Consoleay [Breakdown] Title Consoleay
“Kirby's Dream Land” series 5| |’Fire Emblem” series 3
Kirby Super Star Ultra NDS 1 Fire Emblem—Monsho no Nazo NDS 1
Kirby Mass Attack NDS 1 “Fire Emblem” NDS 2
Kirby's Epic Yarn Wi 1 “PERSONA” series 3
Kirby AIR RIDE NGC 1 PERSONAZ2: Innocent Sin PSP 2
“Kirby” (No answer) 1 PERSONA4 PS2 1
“Mario Bros.” series 5| |"EVERYBODY'S GOLF” series 3
SUPER MARIO GALAXY 2 Wii 2 EVERYBODY'S GOLF5 PS3 2
MARIO KART Wii Wii 2 EVERYBODY'S GOLF PORTABLE2 PSP 1
“SUPER MARIO” (No answer) 1 Half-Minute Hero PSP 3
“ONE PIECE” series 5| |“Professor Layton” series 3
ONE PIECE: Unlimited Cruise Special 3DS 4 Professor Layton and the Mask of Miracle 3DS 1
ONE PIECE Gigant Battle! NDS 1 “Professor Layton” (No answer) 1
“Atelier” series 4 “Professor Layton” series NDS 1
Atelier Meruru: The Apprentice of Arland PS3 3| |“ASSASSIN'S CREED” series 2
Atelier Totori: The Adventurer of Arland PS3 1 ASSASSIN'S CREED: Brotherhood PS3 1
inFAMOUS 2 PS3 4 “ASSASSIN'S CREED” (No answer) 1
“KINGDOM HEARTS” series 4] |”Ys” series 2
KINGDOM HEARTS Birth by Sleep Final Mix PSP 3 Ys —-The Oath in Felghana— PSP 1
KINGDOM HEARTS II PS2 1 Ys VII PSP 1
“Valkyria Chronicles” series 4] |”Wii Sports” series 2
Valkyria Chronicles 3 —Unrecorded Chronicles— PSP 2 Wii Sports Resort Wii 1
Valkyria Chronicles 2 Gallia Royal Military Academy PSP 1 “Wii Sports” Wii 1
“Valkyria Chronicles” (No answer) 1 Uta no Prince—sama Repeat PSP 2
“Taiko no Tatsujin” series 4] |El Shaddai PS3 2
Taiko no Tatsujin Portable DX PSP 3 KILLZONE 3 PS3 2
“Taiko no Tatsujin” series PS2-NDS 1 Ace Attorney Investigations 2 NDS 2
Super Smash Bros. Brawl Wii 4 WAY OF THE SAMURAI 4 PS3 2
DANGANRONPA PSP 4] [“Powerful Pro Baseball Live” series 2
|"Puyo Puyo” series 4 Powerful Pro Baseball Live 2011 PS3 1
Puyo Puyo!! 20th Anniversary NDS 1 Powerful Pro Baseball Live 2011 PSP 1
Puyo Puyo 7 PSP 1 EARTH DEFENCE FORCES 2017 X360 2
“Puyo Puyo” (No answer) 2| |ToHeart2 Dungeon Travelers PSP 2
“BLAZBLUE” series 4] |Tomodachi Collection NDS 2
BLAZBLUE CONTINUUM SHIFT I PSP 3 DREAM C CLUB ZERO X360 2
BLAZBLUE CONTINUUM SHIFT X360 1 The Another World: The Jet—Black Mage NDS 2
428: In a Blockaded Shibuya PS3 3] |“Nobunaga’s Ambition” series 2
AKIBA'S TRIP PSP 3 Nobunaga's Ambition: The Way of Heaven PS3 1
“Amagami” series 3 Nobunaga’s Ambition Online PS3 1
EbiKore+ Amagami PSP 2 PATAPON 3 PSP 2
“Amagami” (No answer) 1 “Battlefield” series 2
“Inazuma Eleven” series 3 Battlefield: Bad Company2 ULTIMATE EDITION PS3 1
Inazuma Eleven Strikers Wii 1 Battlefield: Bad Company X360 1
“Inazuma”“Inazuma Eleven” NDS 2| |”Shiren the Wanderer” series 2
“Winning Eleven” series 3 Mystery Dungeon: Shiren the Wanderer 4 NDS 1
WORLD SOCCER Winning Eleven 2011 PS3 2 Mystery Dungeon: Shiren the Wanderer 5 NDS 1
Winning Eleven 3DSoccer 3DS 1 “Fallout” series 2
GRAND KNIGHTS HISTORY PSP 3 Fallout: New Vegas PS3 1
K-ON! HO-KAGO LIVE!"! PSP 3 Fallout: New Vegas X360 1
“nintendogs” series 3| |Let's Make a Succer Team! 7 EURO PLUS PSP 2
Nintendogs + Cats: Shiba & New Friends 3DS 2 Halo: Reach X360 2
“nintendogs + cats” 3DS 1 MACROSS TRIANGLE FRONTIER PSP 2
DEVIL SURVIVOR2 NDS 3 YOUR SHAPE FITNESS EVOLVED X360 2
Demon'’s Souls PS3 3] [’LittleBigPlanet” series 2
“Animal Crossing” series 3 LittleBigPlanet2 PS3 1
Animal Crossing: Wild World NDS 2 “LittleBigPlanet” PS3 1
Animal Crossing: Let's Go to the City Wi 1 The rest of the titles with one responce are omitted.

Note 1) If multiple titles were indicated by one respondent, each one was totaled up as an individual answer.
However, if titles from the same series were listed, they were counted into one answer/ series title.

Note 2) Abbreviations of consoles are as follows:

Wii: Wii, NGC: Nintendo GameCube, 3DS: Nintendo 3DS, NDS: Nintendo DS, PS3: PlayStation 3,

PS2: PlayStation 2, PSP: PSP (PlayStation Portable), X360: Xbox360

*The “"MONSTER HUNTER” series remained in first place, with 110 respondents giving it as an answer — double last year's
number (53). “Tales of " series (52) and “Pokemon” series (22) followed.
*The single title ranking at the top was “MONSTER HUNTER PORTABLE 3rd” (PSP), with 80 respondents. “Tales of Xillia”

(PS3) was in second place, with 35 respondents.
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7. Tendency of software purchases by downloading

[Q] Did you buy any 1) household videogame software or 2) additional items by downloading (Wii shopping channel, NINTENDO DSi shoj
NINTENDO e-shop, PlayStation Store, Xbox Live Market Place, etc.) in the past year?
< Choose only one answer for each category.>
If you answered “1. Yes” for 1) household videogame software, please indicate how many items you bought.
*”2) Additional items” does not include charged items for online games.

(1) Household videogame software (2) Additional items
Average
Downloading purchase rate (1 year) purchased Downloading purchase rate (1 year)
(Item)
Number of (Unit: %) Valid (Unit: %)
cames] 0 20 40 60 80 answer | 7 0 20 40 60 80
ORITD SANE SO 1,124 424 24 | 52 255
RO 1,171 25.8 08 | 2.9 16.1
PR 1,109 234 07 | 29 15.0

Male gs2 | | ] 445 27| 57 [ ] 288
3~9 20 [ ] 250 13.1] 350 [ ] 150
10~12 4| | 1450 56 | 106 [ ] 250
13~15 76 | 55.3 39 | 69 [ ] 42
16~18 84| [ ] 393 18 | 44 ] 310
19~24 212 | ] 439 18 | 39 [ ] 288
25~29 133 | 49.6 26 | 52 [ ] 353
30~39 213 [ ] 446 27| 56 [ ] 249
40~49 62| | ]387 15 | 34 [ ] 177

50 or older 12| [ ] 250 08 | 20 ] 167
Female 272 | [ ] 360 13| 33 [ ] 154
3~9 6| ] 167 03 | 10 [ ] 167
10~12 17| [ ]353 11 ] 27 ] 118
13~15 15 | 533 20 | 35 [ ] 200
16~18 23 | ] 348 06 | 20 [ ] 174
19~24 38| | ] 447 16 | 37 [ ] 104
25~29 a8 | |35 12 | 33 [ ] 208
30~39 79 [ ] 329 15 | 41 [ ] 152
40~49 43| | ] 326 09 | 23 [ ] 70

50 or older 3 0.0 00| — 0.0

Heavy user 443 | 51.2 33| 6.0 :l 32.3
Middle user 490 | [ ] 423 21 | 47 [ ] 264
Light user 241 | ] 266 12 | 41 ] 116

Gender and Age

household
deogames

requency of playing
i

Note) How to calculate the average number of items purchased
Valid answers: The denominator is the total number of valid answers for the two questions (Purchased or not / No. of items
purchased) excluding invalid answers and “no answers”.

Users purchased: The denominator is the number of respondents who answered “YES” to the question about whether they had made a
purchase, excluding invalid answers and “no answers” for the question on the number of items purchased.

*The number of respondents who purchased household videogame software by downloading during the past year greatly increased, reaching
42.4%. The average number of items purchased was 2.4 for valid answers and 5.2 for respondents who purchased them.

*The number of respondents who purchased additional items by downloading during the past year greatly increased, reaching 25.5%.

*The purchase rate was high among heavy users, both for videogame software and for additional items.
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Il. Social Games
|

1. Familiarity with SNS and social games

[Q] Do you use SNS for 1-4 below? Do you play games on SNS?
Choose the option that is closest to your answer.
(DMobage/Yahoo! Mobage @GREE @mixi @Facebook

M Familiarity with SNS and social games (Total)

(Unit: %)

Number of
samples

(persons) 0 20 40 60 80 100

TOKYO GAME

SHOW 1,124
Mobage 2011/Total

@ Yahoo! Mobage
(*1) TOKYO GAME

SHOW
2010/ Total 117

(%2)

TOKYO GAME

SHOW 1,124
2011/Total

@ GREE

TOKYO GAME

SHOW
2010/ Total 1 ’ 171

(+2)

TOKYO GAME
SHoW 1,124

2011/Total

@ mixi

TOKYO GAME

SHOW
2010/Total 117

(%2)

TOKYO GAME

SHOW 1,124
2011/Total

@ Facebook
TOKYO GAME

SHOW
2010/ Total 1 ’ 171

(+2)

[ 1 use SNS and play social games. (¥2)

I 1use SNS but I don’t play social games. (*2)
[ 1 don’t use SNS.

I Invalid/No answers

*1: This question was asked regarding Mobage Town in the 2010 TGS survey.
*2: These options were “I use SNS and play games” and “I use SNS but I don’t play games” in the 2010 TGS survey.

*“mixi” was the most used SNS. The percentages of respondents who said, “I use SNS and play social games” (mixi game
players) and “I use SNS but don't play social games” (non—players of mixi games) were 19.0% and 14.8% respectively,
accounting for 33.7% in total. However, the rate showed a slight decrease compared to the previous year (34.1%).
“Mobage/Yahoo! Mobage” increased from the previous year (21.9%) to 29.1%, and those responses included players (23.8%) and
non—players (5.2%) of Mobage games. “GREE” increased from the previous year (19.6%) to 25.3%, including players (20.8%) and
non—players (4.4%) of GREE games.

*“mixi” and “GREE” were used more by females than by males. (“mixi”: males: 17.4%, females: 23.9%; “GREE”: male: 19.5%,
female: 25.0%) “Mobage/Yahoo! Mobage” were used more by males than by females. (males: 24.5%, females: 21.7%)

*Light users played games most on “mixi”. (23.2%)
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M Familiarity with SNS and social games
(Gender and Age/Household video games user category/Other games player category)

(DMobage.” @GREE
Yahoo! Mobage (*1)

AN TN (%) @ sq TN [%) 4
CHI N B U R
3¢ 5& ¢ 5 3¢ 5& g ;
L R N LR R
& ag 3 2 & a-g 3 =
2 23 - g 2 23 - g
7 & = 7] & =
Number of | & a 2 8
samples = 2 = =
(persons)
e 1124| 238 52 553 156 208 44 592 156
Male 852 245 54 56.0 141 19.5 42 61.2 15.1
3~9 20 5.0 5.0 55.0 35.0 5.0 5.0 55.0 35.0
10~12 40 20.0 5.0 57.5 17.5 10.0 25 72.5 15.0
13~15 76 28.9 3.9 52.6 14.5 224 39 57.9 15.8
16~18 84 33.3 11.9 46.4 8.3 29.8 6.0 57.1 7.1
19~24 212 20.3 7.1 594 13.2 16.0 15 62.3 14.2
25~29 133 20.3 3.0 65.4 11.3 20.3 1.5 66.9 11.3
o 30~39 213 28.2 2.8 545 14.6 19.7 3.8 61.5 15.0
< |40~49 62 29.0 6.5 50.0 14.5 226 0.0 51.6 258
-‘% 50 or older 12 16.7 8.3 33.3 41.7 16.7 0.0 41.7 41.7
_g Female 272 21.7 4.8 53.3 20.2 25.0 5.1 52.9 16.9
(55 3~9 6 0.0 0.0 66.7 33.3 0.0 0.0 66.7 33.3
10~12 17 11.8 0.0 52.9 35.3 59 0.0 58.8 35.3
13~15 15 26.7 0.0 53.3 20.0 26.7 0.0 53.3 20.0
16~18 23 304 43 60.9 43 304 13.0 478 8.7
19~24 38 31.6 13.2 50.0 53 289 10.5 57.9 2.6
25~29 48 25.0 8.3 54.2 12.5 25.0 6.3 56.3 12.5
30~39 79 25.3 3.8 46.8 24.1 31.6 3.8 46.8 17.7
40~49 43 47 0.0 60.5 34.9 18.6 23 535 25.6
50 or older 3 0.0 0.0 66.7 33.3 0.0 0.0 66.7 33.3
g Heavy user 443 244 54 55.3 149 219 45 578 15.8
% Middle user 440 234 4.8 55.7 16.1 214 3.9 59.3 15.5
3 Light user 241 23.7 58 54.8 15.8 17.8 54 61.4 15.4
Mobile phone game players 206 345 49 39.3 214 31.6 3.9 471 17.5
.g
*g Smartphone game players 318 46.9 6.3 29.2 17.6 434 47 36.5 15.4
g Online game players 322 26.1 6.5 51.2 16.1 23.6 3.7 58.1 14.6
S
Arcade game players 355 28.5 5.4 54 .1 12.1 22.8 3.4 61.1 12.7
1,171 15.9 6.0 624 15.7 13.8 5.7 64.0 16.5
(Unit: %)

*1: This question was asked regarding Mobage Town in the 2010 TGS survey.
*2: These options were "I use SNS and play games” and “I use SNS but I don’t play games” in the 2010 TGS survey.
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@mixi @Facebook

=30y ) %) o T% =% %) @
b S © 5 o S © 5
& asg 3 2 5 a%g 3 =
2 2 ° - g 2 2 ° - g
7 7] = 7] & =
Number of | & ] ) a
samples = 2 = =
(persons)
e 1124| 190 148 491 172 43 65 687 206
Male 852 17.4 15.7 504 16.5 47 6.8 69.0 19.5
3~9 20 10.0 0.0 55.0 35.0 5.0 0.0 60.0 35.0
10~12 40 0.0 0.0 71.5 225 25 0.0 72.5 25.0
13~15 76 6.6 2.6 67.1 23.7 6.6 2.6 69.7 21.1
16~18 84 13.1 20.2 57.1 9.5 6.0 6.0 77.4 10.7
19~24 212 25.5 21.7 38.7 14.2 42 71 70.3 18.4
25~29 133 18.8 226 49.6 9.0 45 11.3 70.7 13.5
o 30~39 213 19.2 15.5 49.8 15.5 3.8 6.1 70.0 20.2
< |40~49 62 14.5 9.7 46.8 29.0 6.5 11.3 53.2 29.0
-‘% 50 or older 12 8.3 0.0 41.7 50.0 8.3 8.3 33.3 50.0
_§ Female 272 239 11.8 45.2 19.1 29 55 67.6 23.9
(5% 3~9 6 0.0 0.0 66.7 33.3 0.0 0.0 66.7 33.3
10~12 17 59 0.0 58.8 35.3 0.0 0.0 58.8 41.2
13~15 15 13.3 0.0 66.7 20.0 6.7 0.0 73.3 20.0
16~18 23 21.7 13.0 60.9 43 0.0 43 82.6 13.0
19~24 38 34.2 15.8 474 2.6 7.9 13.2 711 7.9
25~29 48 375 25.0 27.1 10.4 2.1 8.3 72.9 16.7
30~39 79 26.6 11.4 39.2 22.8 2.5 6.3 62.0 29.1
40~49 43 11.6 47 48.8 34.9 23 0.0 62.8 349
50 or older 3 0.0 0.0 66.7 33.3 0.0 0.0 66.7 33.3
g Heavy user 443 14.7 12.6 52.8 19.9 43 5.0 70.0 20.8
% Middle user 440 209 16.4 46.8 15.9 43 7.3 67.5 209
3 Light user 241 23.2 15.8 46.5 14.5 4.1 79 68.5 19.5
Mobile phone game players 206 26.7 204 32.0 20.9 11.7 11.2 52.4 248
g
*g Smartphone game players 318 28.9 13.5 36.5 211 6.3 3.8 61.9 28.0
g Online game players 322 220 15.2 45.7 171 5.6 8.1 66.1 20.2
S
Arcade game players 355 21.7 15.2 49.6 13.5 45 5.4 721 18.0
1,171 19.0 15.1 51.0 14.9 24 28 75.7 19.1
(Unit: %)

* These options were “I use SNS and play games” and “I use SNS but I don’t play games” in TGS survey 2010.

_30_



2. Hardware used for SNS [All SNS users])

[All users of SNS (1-4) (Respondents who selected “I use SNS and play social games” or “I use SNS but don't play social games”)]

[Q] Select any number of hardware units you use for SNS.

M Hardware used for SNS {Total)

TGS 2011 Mobage/ Yahoo! Mobage users (n=327)
TGS 2011 GREE users (n=284)
TGS 2011 mixi users (n=379)
TGS 2011 Facebook users (n=121)
(Unit: %)

0 20 40 60 80 100

PCs
54.1

60.3

67.6

74.6
Mobile phones/PHS
50.7

Smartphones
(iPhone, Android phone, etc.)

39.7

Tablet PCs
(iPad, GALAXY TAB, etc.)

Invalid/No answers

- “Mobage/Yahoo! Mobage” and “GREE” users used a mobile phone/PHS most (Mobage/Yahoo! Mobage: 67.6% / GREE:
74.6%), but the percentages decreased from the previous survey results. Over half of the “mixi” users used a PC (54.1%) and a
mobile phone/PHS (50.7%). Many Facebook users used a PC (60.3%) and a smartphone (39.7%), and a remarkably high number
of Facebook users used a tablet PC (8.3%) more than did other SNS users.

*For most hardware categories, the percentages of use were higher for social game players than for non—players. However,
“mixi” game players used a smart—phone (27.7%) more than non—players, and Facebook game players used a PC (61.6%) and a
mobile phone/PHS (17.8%) more than non—players.
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M Hardware used for SNS {For each SNS)
(Gender/User category/Game play/Other games player category)

@Mobage/ TGS 2011 Mobage/Yahoo! Mobage users (n=327)
Yahoo! Mobage (%) TGS 2010 Mobage Town users (n=256) (*)
it: %
(Um;:oon) 86.7
67.6
50 24.5
20.8
10.9 - 08 1.9 64 82
0 - [ —
Number of . Smartphones Tablet PCs .
samples PC b s (Phone, Android  (Pad, GALAXY  ITvalid/No
(persons) phones phone, etc.) TAB, etc.) answers
011 Moba o! Mob 327 20.8 67.6 245 1.2 6.4
Male 255 22.4 68.2 25.5 1.2 5.5
Gender
Female 72 15.3 65.3 20.8 1.4 9.7
Heavy user 132 20.5 71.2 18.9 2.3 8.3
cer |Middle user 124 21.0 65.3 274 0.8 5.6
Light user 71 211 64.8 29.6 0.0 42
" Players 268 21.6 69.8 25.0 1.5 49
ixi games
Non-players 59 16.9 57.6 220 0.0 13.6
Smartphone game players 81 18.5 420 67.9 2.5 2.5
Game player Mobile phone game players 169 14.8 81.7 16.6 1.2 4.7
T Online game players 105 248 63.8 229 0.0 9.5
Arcade game players 120 1 75 68.3 24.2 25 50
(Unit: %)
*This question was asked regarding Mobage Town in TGS survey 2010.
@GREE TGS 2011 GREE users (n=284)
TGS 2010 GREE users (n=229)
(Unit: %)
100 746 84.7
50
22.2
99 122 17 0.4 B 56 83
0 - 1
Number of . Smartphones Tablet PCs .
samples PC ooble & (Phone, Android  (Pad, GALAXY ~ ITvalid/No
(persons) phones phone, etc.) TAB, etc.) answers
011 GR 284 9.9 74.6 22.2 0.4 5.6
Male 202 9.9 75.7 233 0.5 59
Gender
Female 82 9.8 72.0 195 0.0 49
Heavy user 117 85 74.4 18.8 0.9 7.7
cotery |Middle user 111 9.9 748 252 0.0 36
Light user 56 12.5 75.0 23.2 0.0 54
i Players 234 10.7 761 226 04 38
IXI games
Non-players 50 60 680 200 0.0 14.0
Smartphone game players 73 13.7 49.3 60.3 1.4 14
O Mobile phone game players 1 53 78 850 1 50 0.0 39
) Online game players 88 114 773 182 0.0 80
Arcade game players 93 14.0 79.6 19.4 1.1 3.2
(Unit: %)

Note) The category of “Tablet PCs (iPad, GALAXY TAB, etc.) “ was added to the 2011 TGS survey.
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@ mixi TGS 2011 mixi users (n=379)
TGS 2010 mixi users (n=399)
(Unit: %)
100
54.1 62.9 507 63.2
50 24.8
7.8 1.8 N 71 35
0 -_| =
Number of . Smartphones Tablet PCs .
sampies PC Mobile (iPhone, Android  (iPad, GALAXY ~ Invalid/No
(- phones/PHS phone, etc.) TAB, etc.) answers
0 379 541 50.7 248 1.8 71
Male 282 55.7 50.7 26.6 25 71
Gender
Female 97 495 50.5 19.6 0.0 1.2
Heavy user 121 53.7 48.8 19.8 3.3 10.7
coeer | Middle user 164 54.9 4838 26.8 18 5.5
Light user 94 53.2 56.4 217.7 0.0 5.3
" Players 213 545 55.9 225 2.3 3.3
ixi games
Non-players 166 53.6 440 27.7 1.2 12.0
Smartphone game players 97 515 32.0 56.7 5.2 2.1
Game player Mobile phone game players 135 43.7 67.4 13.3 29 5.9
% [online game players 120 63.3 49.2 242 33 6.7
Arcade game players 131 55.0 53.4 26.0 3.8 6.1
(Unit: %)
@Facebook TGS 2011 Facebook users (n=121)
TGS 2010 Facebook users (n=61)
(Unit: %)
100 80.3
60.3
39.7
50
15.7 16.4 -i‘ 83 107 g2
0 s | = e
Number of . Smartphones Tablet PCs .
samples PC Mobile ' (iPhone, Android  (iPad, GALAXY ~ Mvalid/No
(" phones/PHS phone, etc.) TAB, etc.) answers
0 121 60.3 15.7 39.7 8.3 10.7
Male 98 61.2 173 429 9.2 9.2
Gender
Female 23 56.5 8.7 26.1 43 17.4
Heavy user 41 61.0 9.8 31.7 14.6 9.8
cotery |Middle user 51 58.8 17.6 52.9 3.9 5.9
Light user 29 62.1 20.7 27.6 6.9 20.7
i Players 48 583 1 25 438 1 46 104
IXI games
Non-players 73 61 6 1 78 370 41 11.0
Smartphone game players 47 51 A 1 06 61 7 1 49 64
O Mobile phone game players 32 50.0 250 344 125 6.3
G Online game players 44 636 1 59 409 114 1.4
Arcade game players 35 543 1 43 486 1 43 86
(Unit: %)

Note) The category of “Tablet PCs (iPad, GALAXY TAB, etc.) “ was added to the 2011 TGS survey.
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3. Frequency of game playing [All social game players])

[To all who answered, “I use SNS and play social games” (social game players) for any SNS]
[Q] How often on average do you play social games ?

(1) Playing frequency

Number of (Unit: %)
(::r;l:)':; 0 2‘0 4‘0 6‘0 C 34 8‘0 !— 3.6 1&) 21
ocial g oo 467 141 |64 “
[l Aimost everyday B 4~5 days a week [ 2~3 days a week
[ 1 day 2 week ] 2~3 days a month [ Less often than 1 day a month
B 1nvalid/No answers
(Unit: %)
N:a"r‘:;;:f Almost 4~5 days 2~3 days 1 day 2~3 days t'h‘:nsi";:”a Invalid/
(aetises) everyday a week a week a week a month month No answers
ocial ga . Slave 467 62.1 34 14.1 6.4 3.6 8.1 2.1
Male 349 60.5 40 14.3 14 3.7 117 2.3
3~9 4 50.0 0.0 0.0 0.0 0.0 25.0 25.0
10~12 11 18.2 0.0 273 36.4 0.0 18.2 0.0
13~15 24 70.8 8.3 16.7 0.0 0.0 42 0.0
16~18 41 61.0 4.9 9.8 7.3 7.3 4.9 49
19~24 91 42.9 6.6 20.9 8.8 44 13.2 3.3
25~29 53 62.3 3.8 94 11.3 3.8 15 1.9
o 30~39 95 76.8 21 11.6 4.2 2.1 2.1 1.1
< [40~49 26 76.9 0.0 117 0.0 3.8 11.5 0.0
_(8“ 50 or older 0.0 0.0 50.0 25.0 250 0.0 0.0
g Female 118 66.9 1.7 13.6 34 34 9.3 1.7
g 3~9 — — - - — — —
10~12 333 0.0 0.0 33.3 33.3 0.0 0.0
13~15 50.0 0.0 25.0 0.0 0.0 25.0 0.0
16~18 9 55.6 0.0 11.1 0.0 11.1 22.2 0.0
19~24 25 60.0 40 240 40 40 40 0.0
25~29 26 73.1 0.0 1.7 0.0 3.8 11.5 3.8
30~39 37 75.7 2.7 8.1 54 0.0 8.1 0.0
40~49 14 64.3 0.0 21.4 0.0 0.0 7.1 71
50 or older 0 — — — — — — —
g Heavy user 174 59.2 29 16.1 57 29 10.3 29
% Middle user 185 61.6 4.9 14.6 7.0 3.2 6.5 22
§ Light user 108 67.6 1.9 10.2 6.5 5.6 7.4 0.9
E Mobage game players 268 71.3 26 12.3 56 3.0 3.7 1.5
& ©|GREE game players 234 68.4 3.8 13.7 5.1 3.8 5.1 0.0
:gj, =)t e e 213 59.2 3.8 12.7 6.6 42 11.3 23
> [Facebook game players 48 64.6 42 18.8 2.1 2.1 6.3 2.1
S |Smetts fonsiseme pleyers 116 67.2 1.7 14.7 6.9 26 52 1.7
—E ‘§>n Mobile phone game players 220 73.2 45 12.3 4.1 0.5 41 1.4
E ‘a"é Online game players 150 63.3 1.3 14.0 8.0 3.3 6.7 3.3
© arcade game players 160 64.4 44 15.6 6.3 25 5.0 1.9

+The percentage for “almost everyday” was the highest (62.1%). The percentage was higher among females (66.9%) than males (60.5%), and the
highest among males in the “40-49” age group (76.9%) as well as females in the “30-39” age group (75.7%).
*The percentage for “almost everyday” was the highest for Mobage game players (71.3%) among all SNS game players.
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(2) Average days of social game playing per week

[Reference]Household videogames P.20}

TOKYO GAME SHOW

2011/Total
Number of (Unit: day) | Number of Weekly
Garsong | © ! 2 3 4 S 6 ! Goreo) | gy
: s7 | [ 05 | 1,124 411
Male 349 | 4.98 852 | 4.26
3~9 4 | 470 20| 578
10~12 11 | 2.34 40| 549
13~15 24 | 575 76| 581
16~18 41 | 5.08 84| 523
19~24 91 | 4.07 212 | 424
25~29 53 | 4.99 133 | 382
30~39 95 | 5.88 213 | 370
2040~49 26 | 5.60 62| 322
2 |50 or older 4| 1158 12 134
G [Female 118 | 5.24 272| 366
8 [3~9 of |- 6| 297
10~12 3 | 2.77 17| 5.25
13~15 4 | 415 15| 481
16~18 | 4.22 23| 3.80
19~24 25 | 5.04 38| 351
25~29 26 | 554 48| 3.69
30~39 37 | 5.68 79| 341
40~49 14 | 5.43 43| 3.16
50 or older 0 — 3 4.70
§ Heavy user 174 | 4389 443 7.00
§ |Middle user 185 | 5.09 440 | 3.14
3 |Light user 108 | 5.21 241| 058
o g[Mebsse same players 268 | 557 268 | 4.15
5, £]aree same pivers 234 | 537 234 | 423
S 5| ame laers 213 | 4.83 213| 363
 B]Facebook game players 48 | 532 48| 422
_ [smartohone game piayers 116 | 5.32 206 | 3.87
égmobne phone game plavers| 220 | 5.76 318 | 393
2 5 [onine game plavers 150 | 5.11 322 | 468
S —— 160 | 5.27 355 459

Note) Calculation assumption for obtaining the average weekly frequency of game playing

“Almost everyday”: 7 days, “4-5 days a week”: 4.5 days, “2-3 days a week”: 2.5 days,
“1 day a week”: 1 day, “2-3 days a month”: 0.3 day, “less often than 1 day a month™: 0.1 day

*The average number of days a week slightly increased to 5.05 days.

*The average were higher for females (5.24 days) than for males (4.98 days).

*The averages were the highest among males and females in the “30-39” age group. (males: 5.88 days, females: 5.68 days)
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4. Duration of social game playing [All social game players])

[To all who answered, “I use SNS and play social games” (social game players) for any SNS]
[Q] How long (how many minutes) do you spend playing social games a day? Give separate answers for workdays and days off.

(1)Workdays (on a daily basis)

TGS 2011/
Social game players

(Unit: %)

B 41~60 minutes

[l 121~180 minutes

[ 61~90 minutes

. 181 minutes and longer

Number of
samples
S 0 39 2‘0 4‘0 6,0 19 80 100
467 22.3 20.1 233 9.2
[ 0 minute [ 1~20 minutes B 21~40 minutes

[ 91~120 minutes

[ invalid/No answers

[Reference]Household videogames P.21

TOKYO GAME SHOW

M Average duration of game playing 2011/ Total
Number of (Unit: minutes) | Number of | Average
samples 0 100 200 samples duration
(persons) . ‘ (persons) | (minutes) |
011/Social game playe 467 | (D 4 1124 | 832
Male 349 | [ 723 852 | 86.1
3~9 4| [ 300 20| 628
10~12 1| [ 255 40| 937
13~15 24| [ 827 76 | 107.1
16~18 s 1619 84| 1226
19~24 o1 | [__] 557 212 | 985
25~29 53 [ 1799 133| 852
o [30~39 95| [ 1855 213 | 6256
< |40~49 26| [ 1985 62| 613
€ (50 or older ] 325 12| 367
8 |Female 18| [ ] 810 272 | 736
§ 3~9 - 6| 350
10~12 3| ] 300 17| 724
13~15 [ 1555 15| 119.0
16~18 9| [] 183 23| 1208
19~24 25 ] 58.1 38| 882
25~29 26 [ 1 986 48 [ 791
30~39 37 ] 101.1 79| 590
40~49 14| [ ] 825 43| 472
50 or older 0 — 3 45.0
g Heavy user 174 | 70.7 443 118.1
% |Middle user 185 | [ 827 420 | 744
% |Light user 108 [ ] 658 241 322
g [Mobsas same payers 268 | "] 925 268 | 89.4
S 5|GREE game players 234 | [T 896 234| 887
:g;%mixi game players 213 [ ] 646 213 83.1
% |Facebook game players 48| | ] 66.1 48 | 1011
, [mrtshone game players 16| [ 693 206 | 76.7
8 BMobile phone game plavers| 220 | [ ] 90.9 318| 788
2 §|oniine same players 150 | [ 803 322| 998
© arcade game players 160 | [ ] 824 355 | 92.3
*The highest number of respondents played for ~41-60 min.” per workday. (23.3%)
+The average playing time per workday was 74.4 minutes. Males in the “40-49” age group (98.5 min.) and females in the “30-39" age group
(101.1 min.) played the longest of all age groups.
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(2)Days off (on a daily basis)

(Unit: %)
Number of
comees | 0 21 20 40 60 19 80 100
Soci;GgSa rﬁ? ;Igyers 467 20.8 15.8 238 10.9
[J 0 minute [ 1~20 minutes B 21~40 minutes
B 41~60 minutes [J 61~90 minutes [ 91~120 minutes
[ 121~180 minutes [ 181 minutes and longer [ Invalid/No answers
[Reference]Household videogames P.22|
M Average duration of game playing TOKE%ﬁ%,E;HOW
Number of (Unit: minutes) | Number of | Average
samples 0 100 200 300 samples duration
(persons) . ‘ ‘ (persons) | (minutes) |
011/Social game playe 467 | (N 973 1124 | 1551
Male 349 | [ 913 852 | 1614
3~9 4| [ 200 20| 129.4
10~12 1| [ 263 40| 147.3
13~15 24 | 1104 76 [ 1955
16~18 a| [ 1917 84| 2056
19~24 o1 | [____] 645 212 | 1747
25~29 53 [ ] 984 133 180.9
o [30~39 95 ] 1108 213 | 1272
< [40~49 26 ] 109.7 62| 1207
€ (50 or older 1715 12| 86.7
g Female 118 ] 116.6 272 | 134.1
§ 3~9 o |- 6| 350
10~12 3| [ 650 17| 968
13~15 4] 1605 15| 176.0
16~18 9| [ s611 23| 2379
19~24 25 [ 1820 38| 167.0
25~29 26 | 138.1 48 179.8
30~39 37 | 1459 79 101.0
40~49 14 ] 1133 43 75.0
50 or older 0 — 3 105.0
g Heavy user 174 | 94.0 443 209.2
‘g Middle user 185 | 105.2 440 135.3
% |Light user 108 [ 890 241| 883
o Mobage game players 268 | 119.7 268 | 1710
& &|GREE game players 234 | 120.8 234 167.5
ES 8| mixi game players 213 [ 1855 213 | 1585
D' |Facebook game players a8 1970 48 | 2154
y  [Smarthone game players e | [ ] 932 206 [ 1463
s g Bl i i phyam 220 ] 117.8 318 | 1438
g ‘g Online game players 150 ] 103.6 322 | 1902
Y et s e 160 ] 103.3 355 | 167.7
*The highest number of respondents played “41-60 min.” per day off. (23.8%)
+The average playing time per day off was 97.3 minutes. The average was the highest both among males and females in the “30-39" age
group. (males: 110.8 min., females: 145.9 min.)
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(3) Cumulative total of social game playing time per week

Number of
samples
(persons)
0 ocial game playe 467
Male 349
3~9 4
10~12 11
13~15 24
16~18 41
19~24 91
25~29 53
30~39 95
2)40~49 26
_('E“ 50 or older 4
g Female 118
c
3 |3~9 0
10~12 3
13~15 4
16~18 9
19~24 25
25~29 26
30~39 37
40~49 14
50 or older 0
2 |Heavy user 174
§ [Middle user 185
3 Light user 108
S{Mobage game players 268
£ 9
g’ B|GREE game players 234
< O
'g 5 mixi game players 213
@ 3
"0|Facebook game players 48
Smartphone game players 116
% % Mobile phone game players 220
)
E 8 Online game players 150
O
Arcade game players 160

(Unit: minutes)

1,000

0 200 400 600 800
I 210
| 397.8
] 1210
[ ] 612
| 531.3
| 374.0
| 2440
| 4356
| 553.1
| 573.9
[ ] 1412
| 495.9
[ ] 1530
[ ] 2403
[ ] 1629
| 340.4
| 625.7
| 664.1
| 509.7
| 3926
| 466.3
| 389.1
| 569.3
| 5435
| 353.8
| 4137
| 416.8
| 577.3
| 457.1
| 475.8

[Reference]Household videogames P.23|

TOKYO GAME SHOW

2011/Total
Number of | Average
samples | duration
(persons) | (minutes)
1,124 | 4859
852 | 517.0
20 | 496.2
40| 6215
76 | 799.2
84 | 806.7
212 ( 5704
133 5164
213 | 360.6
62| 316.2
12 149.2
272 | 390.7
6| 1038
17| 4289
15| 686.0
23| 693.2
38| 467.3
48 | 493.1
79 2853
43| 2046
3| 3315
4431 1,009.0
440 | 3554
241 130.8
268 | 534.6
234 5325
213 | 4527
48 | 654.8
206 | 436.1
318 | 439.6
322 | 64738
355 | 5743

Note) Total weekly playing time = (Ave. playing days per week — 2) X Ave. workday playing min. +Ave. days off playing min. X 2

*Total weekly playing time was 421.0 min. This is one hour shorter than the playing time for household videogames (485.9

min.).

*Females (495.9 min.) played longer than males (397.8 min.).
*Males in the “40-49” age group (573.9 min.) and females in the “30-39” age group (664.1 min.) played the longest of all the

age groups.
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5. Familiarity with pay—to—play smartphone game contents [All social game players)

[To all who answered, “I use SNS and play social games” (social game players) for any SNS]
[Q] Do you pay an additional fee to play social games? If yes, how much do you pay a month on average?

Pay—-to—play social game play (Rate of players who play pay— e e SRt )
to—play social games) :

Number of (Unit: %) . Pay—to-play social
Geraons) | O 20 40 60 i
011/Social ame playe 267 | I 2.7 | | 2,031 8,479
Male 349 | 238 2,497 9,836
3~9 4| | o0 0 _
10~12 1] [ o1 1,444 13,000
13~15 24 [ ] 208 174 800
16~18 41| [ 49 162 3,000
19~24 o1 | [ ] 121 473 3,527
25~29 53 | 283 2,888 10,521
30~39 95 | 38.9 3,905 9,498
2|20~49 26 | 462 9,840 20,500
-g 50 or older 4 0.0 0 —
5 |Female e | [ ] 195 625 3,184
c
& [3~9 0 — — —
10~12 0.0 0 _
13~15 4 | 25.0 125 500
16~18 | 333 233 620
19~24 5| ] 120 74 567
25~29 26| 1154 1577 10,250
30~39 37 | 324 661 2,180
40~49 14| | 00 0 —
50 or older 0 - — —
¢ [Heavy user 174 | 253 3,148 11,567
5 |Middie user 185 [ 205 1,596 7,419
2 |Light user 08| ] 222 1015 4413
o Z[Mobese game players 268 | 31.0 2,432 7,505
§°§GREE o s 234 | 29.1 2,986 9,998
I — o3| [ 1178 1,054 5,653
8] acebook game players 48| 1167 837 4,900
_ |smartphone game piayers 116 | 19.8 1,880 9,059
égMobile SR, 900 | 27.7 2428 8478
2 £ oniine same pivers 150 | 240 2,941 11,426
€ arcade game plaers 60| ] 219 1,379 6,003

Note) Method used for calculating the average amount spent:

Valid responses

Pay-to—play
social game players

The calculation parameter is the number of valid responses excluding the number of invalid or no answers to the
questions above. The amount spent by a person who answered “No” was regarded as zero.

The calculation parameter is the number of respondents who answered “Yes” to the first question above,
excluding the number of invalid or no answers for the average amount spent.

* The total average percentage was 22.7%. The percentage was higher for males (23.8%) than for females (19.5%).
* Respondents who made valid responses spent 2,031 yen and pay—to—play social game players spent 8,479 yen on average.
* The rate was higher among users of Mobage and GREE (Mobage: 31.0%, GREE: 29.1%) than among users of other SNSs.
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6. Titles of favorite social games [All social game players]

[To all who answered, “1 use SNS and play social games” (social game players) for any SNS]
[Q] Please write the title of the social game you play most often and the name of the SNS provider.

(Valid respondents/answers: 271/302, n=467)
Title/Series
[Breakdown] Title

Title/Series
[Breakdown] Title

KAITO ROYALE
KAITO ROYALE

Bikkuriman
Bikkuriman GREE
Bikkuriman (No answer)

Browser Sangokushi for mixi ' mixi
Browser Sangokushi ! Yahoo! Mobage} 1

Moyashimon Gachagacha Mobage
Moyashimon mixi

Note) If multiple titles were indicated by one respondent, each one was totaled up as an individual answer.
When the titles are the same but the SNSs are differen, they are counted as different answers.

+The “SENGOKU COLLECTION” (Mobage) was in the top place, with 24 responses, followed by “TANKEN DORILAND”
(GREE) (23) and “DRAGON COLLECTION” (GREE) (21), “GUNDAM ROYALE” (Mobage) (20) and “KAITO ROYALE”
(Mobage/mixi) (15).
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IV. Smartphone Game Contents
|

1. Familiarity with smartphone game contents

*Smartphones refers to portable devices that have the functions of both mobile phones/PHS and PDA such as iPhone and Android phone.
*Please answer only for downloaded games other than social games.

[Q] Do you play games on your smartphone?

(Unit: %)

Number of
samples
(persons)

TOKYO GAME SHOW
2011/Total 1,124

TOKYO GAME SHOW 1171
2010/Total (%) ’

TOKYO GAME SHOW 1109
2009/Total () ’

|:| I play habitually.

. I used to play but not anymore.

. I have an interest but have never played before.
. I have no interest nor have played before.

[ Invalid/No answers

(Unit: %)
umber o I have an interest 1 have no interest .
'\:san?plesf I play habitually. b:tu:jfat: :iie. but have never nor have played N;n::::n/ers
persons) V! played before. before.

O e 21O 1,124 183 8.5 288 343 100
Male 852 18.7 9.4 27.9 35.3 8.7
3~9 20 15.0 10.0 25.0 40.0 10.0
10~12 40 17.5 10.0 22.5 325 17.5
13~15 76 22.4 3.9 28.9 31.6 13.2
16~18 84 11.9 13.1 20.2 45.2 9.5
19~24 212 18.4 9.9 30.2 349 6.6
25~29 133 211 12.0 25.6 34.6 6.8

o 30~39 213 19.2 6.1 324 35.2 7.0
< |[40~49 62 19.4 12.9 242 323 11.3
-(% 50 or older 12 16.7 16.7 25.0 25.0 16.7
g Female 272 17.3 5.9 31.6 31.3 14.0
S |3~9 6 0.0 0.0 16.7 33.3 50.0
O l10~12 17 235 17.6 23.5 11.8 235
13~15 15 20.0 13.3 20.0 33.3 13.3
16~18 23 43 0.0 60.9 34.8 0.0
19~24 38 23.7 79 26.3 34.2 7.9
25~29 48 16.7 10.4 25.0 354 12.5
30~39 79 21.5 3.8 34.2 278 12.7
40~49 43 11.6 0.0 34.9 34.9 18.6

50 or older 3 0.0 0.0 0.0 33.3 66.7
»|Heavy user 443 16.9 6.8 30.0 35.9 10.4
E ;‘j’ Middle user 440 18.6 9.8 28.6 334 95
®|Light user 241 203 9.5 27.0 33.2 100

*This question was asked regarding games on iPhone/iPod Touch in the 2009 TGS survey, and regarding games on Smart—-phones/PDA
in the 2010 TGS survey.

*The proportion of respondents who “play habitually” increased from the previous survey figure of 14.2% to 18.3%. The rate of
respondents who “have no interest nor have played before” ranked at the top (34.3%).

«“I play habitually” was selected more by male users (18.7%) than by female users (17.3%).

«“I play habitually” was selected the most by light users (20.3%).
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2. Familiarity with pay—to—play game contents for smartphones
[All the current smartphone game players])
[To all who selected “I play habitually” on smartphones])

[Q] Do you play pay-to—play games on your smartphone?
If yes, how much do you spend a month on average?

N:;nr:eI;:f (Unit: %)
orsons) | 0 20 40 60 80 100
» !
artphone game 206 31.1
010
artphone/PDA game 166 38.0
009
Pho Pod To game 82 42.7
[ Yes, I play pay—to-play games.
& No, I play only free games.
Il Invalid/No answers
(Unit: %)
Numberof [ Yes, I play No, I play Invalid/ ve || Py
samples pay—to—play v f N responses smartphone
(persons) games. only trree games. O answers P! game players
0
artphone game 206 31.1 68.0 1.0 269.4 1,023.9
5 Male 159 34.0 64.8 1.3 317.6 1,060.9
é Female 47 21.3 78.7 0.0 105.0 752.5
z Heavy user 75 36.0 62.7 1.3 434.0 1,567.2
% Middle user 82 30.5 68.3 1.2 232.9 825.7
3 Light user 49 24.5 75.5 0.0 102.6 482.0

*This question was asked regarding games on iPhone/iPod Touch in the 2009 TGS survey, and regarding games on Smart-phones/PDA
in the 2010 TGS survey.

Note) Method of calculation used to obtain the average amount spent:

) The calculation parameter is the number of valid responses excluding the number of invalid or no
Valid responses answers to the questions above. The amount spent by a person who answered “No” was regarded as
zero.

Pay-to—play smartphone game The calculation parameter is the number of respondents who answered “Yes” to the first question
players above, excluding the number of invalid or no answers for the average amount spent.

*31.1% of the game players on smartphones played pay—to—play games, representing a decrease for two consecutive years.
The percentage was higher for males (34.0%) than for females (21.3%). Heavy users played pay—to—play games on smart—
phones the most (36.0%).

*Respondents who gave valid responses spent 269 yen, and pay—to—play social game players spent 1,024 yen on average.
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V . Mobile Phone Game Contents
|

1. Familiarity with mobile phone game contents

*Please answer only for games for mobile phones and PHS excluding smartphones.
*Please answer only for downloaded or incorporated games excluding social games.

[Q] Do you play games on your mobile phone/PHS?

(Unit: %)
Number of
cames | o 20 40 60 80 100
MRS 1,124 283
OKYO GA O ‘
010/To 1171 324 |
OKYO GA O
g 1,109 30.9
D I play habitually.
. I used to play but not anymore.
. I have an interest but have never played before.
. I have no interest nor have played before.
[ Invalid/No answers
(Unit: %)
Number of I have an interest I have no interest .
samples [ play habitually. b ltusef to play but have never nor have played N Invalid/
(e ut not anymore. played before. before. o answers
RS 1124 283 18.8 149 26.9 112
Male 852 28.4 19.1 14.2 27.6 10.7
3~9 20 20.0 10.0 20.0 30.0 20.0
10~12 40 20.0 50 125 40.0 22.5
13~15 76 26.3 14.5 14.5 27.6 171
16~18 84 35.7 19.0 7.1 333 4.8
19~24 212 274 22.6 14.6 28.8 6.6
25~29 133 21.1 29.3 120 271 105
o 30~39 213 32.9 16.0 16.0 244 10.8
< [40~49 62 33.9 16.1 19.4 17.7 129
o
5 50 or older 12 25.0 8.3 16.7 33.3 16.7
g Female 272 279 17.6 16.9 24.6 12.9
S |3~9 6 0.0 0.0 16.7 333 50.0
O l10~12 17 59 59 294 235 35.3
13~15 15 6.7 33.3 333 13.3 13.3
16~18 23 174 21.7 13.0 39.1 8.7
19~24 38 31.6 13.2 10.5 36.8 79
25~29 48 29.2 333 4.2 22.9 104
30~39 79 456 15.2 15.2 16.5 1.6
40~49 43 16.3 7.0 32.6 279 16.3
50 or older 3 33.3 33.3 0.0 0.0 33.3
»|Heavy user 443 26.2 18.3 15.6 27.3 12.6
2 g" Middle user 440 30.0 18.2 14.8 28.2 8.9
° |Light user 241 29.0 20.7 13.7 23.7 12.9

*The proportion of respondents who “play habitually” was 28.3%, showing a decrease from the previous result (32.4%).

I play habitually” was selected the most by male users in the “16—-18" age group (35.7%) and by female users in the “30-39"
age group (45.6%).

I play habitually” was selected the most by middle users (30.0%).
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2. Familiarity with pay—to—play mobile phone game contents
[All the current mobile phone game players]

[To all who selected “I play habitually” on a mobile phone (mobile phone game players)]
[Q] Do you play pay-to—play games on your mobile phone/PHS?

Number of (Unit: %)
samples
(persons) 20 40 60 80 100
0 ]
ob phone g 318 305
010 ‘
obile phone g 379 427
009 ‘
obille phone g 343 46.9
: \
[ Yes, I play pay—-to-play games.
& No, I play only free games.
Il Invalid/No answers
(Unit: %)
Mogatacr @i Yes, I play No, I play Invalid/
samples
(e pay—to—play games. only free games. No answers
0
obile phone g 318 30.5 67.0 25
5 Male 242 31.8 66.1 2.1
S |Female 76 26.3 69.7 3.9
¢ |Heavy user 116 33.6 62.9 34
% Middle user 132 27.3 70.5 2.3
3 Light user 70 314 67.1 14

* The ratio of players of pay—to—play games decreased to 30.5%, showing a decrease for two consecutive years from the
survey results of 2009 (46.9%) and 2010 (42.7%)
* The percentage for playing pay—to—play games on mobile phones was higher for males (31.8%) than for females (26.3%).
* As for the category of users, heavy users played pay—to—play games on mobile phones the most (33.6%).
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3. Methods of payment for mobile phone game contents
[All the current plavers of pay—to—play mobile phone games ] {Multiple answers)

[To all who play pay—to—play games on a mobile phone]
[Q] Please select all types of paying methods you have used for mobile phone games.

TOKYO GAME SHOW 2011/All the current players of pay—to—play mobile phone games (n=97)
TOKYO GAME SHOW 2010/All the current players of pay—to—play mobile phone games (n=162)
TOKYO GAME SHOW 2009/All the current players of pay—to—play mobile phone games (n=161)

(Unit: %)
100
80 r 70.2
60
40
20 103 136 g9
0 . el
Number of
samples Fixed charge Charge per item/avatar ~ Quantitative charge Invalid/No answers
(persons)
0
obile phone game 97 38.1 34.0 20.6 103
5 |Male 77 35.1 36.4 19.5 104
S |Female 20 50.0 250 25.0 100
g Heavy user 39 333 38.5 17.9 12.8
& [Middle user 36 444 30.6 222 8.3
E Light user 22 36.4 318 22.7 9.1
(Unit: %)

- “Fixed charge” had the highest rate (38.1%), but the rate has been decreasing for years. The percentage for “Charge per
item/avatar” has been increasing, and reached 34.0%, becoming closer to the rate for “Fixed charge” this year.
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VI. On-line Games

1. Familiarity with on—line games

*Include MMOPRG, RTS, match—-up combat games, etc. and Web browser games (puzzles/card games etc.) that function in real time.

Exclude social games.

*Please give answers only for household videogames and PC games. Exclude games for mobile phones/PHS or smartphones as well as

arcade games.

[Q] Do you play on-line games?

(Unit: %)
Number of
cames | o 20 40 60 80 100
/s 1124 286
OKYO GA
010/To 1171 31.2
OKYO GA
009/To 1,109 29.5
D I play habitually.
. I used to play but not any more.
. I have an interest but have never played before.
. I have no interest nor have played before.
[ Invalid/No answers
(Unit: %)
Number of I have an interest I have no interest .
samples [ play habitually. b ltusetd to play but have never nor have played N Invalid/
(persons) ut not any more. played before. before. 0 answers
o 1124 28.6 200 19.8 239 7.6
Male 852 31.7 22.7 17.8 22.2 5.6
3~9 20 25.0 50 20.0 35.0 15.0
10~12 40 20.0 12.5 150 35.0 17.5
13~15 76 40.8 13.2 171 22.4 6.6
16~18 84 35.7 274 11.9 22.6 24
19~24 212 31.6 27.8 184 19.8 2.4
25~29 133 40.6 23.3 105 21.1 45
o 30~39 213 27.7 254 21.6 19.2 6.1
< [40~49 62 24.2 11.3 29.0 25.8 9.7
b}
5 50 or older 12 8.3 25.0 16.7 41.7 8.3
g Female 272 19.1 11.8 26.1 29.4 13.6
S |3~9 6 0.0 0.0 16.7 333 50.0
@ 10~12 17 11.8 0.0 235 294 353
13~15 15 20.0 26.7 33.3 6.7 13.3
16~18 23 13.0 21.7 39.1 21.7 43
19~24 38 28.9 10.5 21.1 31.6 7.9
25~29 48 125 229 125 41.7 104
30~39 79 241 8.9 27.8 29.1 10.1
40~49 43 16.3 2.3 37.2 25.6 18.6
50 or older 3 333 0.0 0.0 333 33.3
»|Heavy user 443 34.8 21.2 16.7 20.1 7.2
£ §|Middle user 440 284 211 198 241 6.6
° |Light user 241 17.8 15.8 25.7 30.7 10.0

(31.2%).

*The number of respondents who habitually played on—line games was 28.6%, showing a decrease from the result of 2010

*More males (31.7%) play habitually than females (19.1%).
*Frequent players of household video games tended to play on—line games habitually.
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2. Familiality with pay—to—play on—line games
[All the current on-line game players]

[To all who selected “I habitually play on-line games”])
[Q] Do you play pay-to—play online games?

Number of
samples
(pers‘;ns) 0 20 40
! 478
o > e [HETE 322 .
010
0 7o HAT 365 | 58.1
009
5 Game playe 327 54.4
[ Yes, I play pay—to-play games.
& No, I play only free games.
Il Invalid/No answers
(Unit: %)
Mogatacr @i Yes, I play No, I play Invalid/
samples
(e pay—to—play games. only free games. No answers
oo 322 478 50.9 1.2
_a;s Male 270 48.1 50.7 1.1
& [Female 52 462 51.9 1.9
z Heavy user 154 48.7 50.0 1.3
% Middle user 125 448 53.6 1.6
3 Light user 43 53.5 46.5 0.0

*The percentage of on—line game players who played pay—to—play games was 47.8%, which represents a decrease from the
result of 2010 (58.1%). More males (48.1%) play pay—to—play games habitually than females (46.2%).
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3. Methods of paying for on—line games
[All the current pay—to—play on—-line game players] {Multiple answers)

[To all who selected “I play on-line games with fees” ]
[Q] Please select all types of paying methods you have used for on-line games.

TOKYO GAME SHOW 2011: All the current players of pay—to—play network games(n=154 persons)
TOKYO GAME SHOW 2010: All the current players of pay—to—play network games(n=212 persons)
TOKYO GAME SHOW 2009: All the current players of pay—to—play network games(n=178 persons)

(Unit: %)

100

80

6o | 532 66 5y

396 377
40 32.6
14.6
20 8.4 124 o1 99 135
. sl ] e |
ety Gif Charged by Invalid/
samples Fixed charge . Quantitative charge
(persons) item/avatar No answers
- . 154 53.2 39.6 8.4 9.1
3 |Male 130 52.3 39.2 8.5 9.2
c
& [Female 24 58.3 4.7 8.3 8.3
g Heavy user 75 62.7 28.0 53 120
% |Middle user 56 50.0 50.0 8.9 3.6
b Light user 23 30.4 52.2 17.4 13.0
(Unit: %)

*The fixed charge system has been used most (53.2%), but less than in 2010 (56.6%). The ratio for “Charged by item/avatar”
was 39.6%, which represents an increase compared to 2009 (32.6%) and 2010 (37.7%).
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VI. Arcade Games

|
1. Familiarity with arcade games

[Q] Do you play games in a game center?

(Unit: %)
Number of
samples
(persons) 0 20
[
TOKYO GAME SHOW
2011/Total 1,124 31.6 ‘
TOKYO GAME SHOW
2010/Total 1171 34.2 ‘
TOKYO GAME SHOW
2009/ Total 1,109 345 |

D I play habitually.

. I used to play but not any more.

. I have an interest but have never played before.
. I have no interest nor have played before.

Il Invalid/No answers

(Unit: %)
umber o Ih n inter I have no interest .
':sar:plesf I play habitually. blftu::f at: ?rlliie. bj:iaave ntt-;av:rs ' no;/ have pTayeZ N;n:::v%/ers
persons) V! played before. before.

O e 21O 1,124 316 4738 8.0 8.2 44
Male 852 33.9 46.7 8.5 7.4 35
3~9 20 25.0 35.0 5.0 20.0 15.0
10~12 40 40.0 425 7.5 0.0 10.0
13~15 76 38.2 39.5 53 10.5 6.6
16~18 84 45.2 345 9.5 10.7 0.0
19~24 212 39.2 425 9.9 57 28
25~29 133 33.1 48.9 9.8 15 0.8

o 30~39 213 30.0 54.9 6.1 6.6 23
< [40~49 62 14.5 61.3 9.7 8.1 6.5
g 50 or older 12 8.3 41.7 25.0 8.3 16.7
g Female 272 243 51.1 6.6 10.7 74
S |3~9 6 0.0 33.3 33.3 16.7 16.7
O l10~12 17 294 47.1 0.0 0.0 235
13~15 15 26.7 53.3 6.7 6.7 6.7
16~18 23 21.7 65.2 0.0 8.7 43
19~24 38 52.6 31.6 10.5 53 0.0
25~29 48 10.4 62.5 6.3 12.5 8.3
30~39 79 241 51.9 5.1 15.2 38
40~49 43 16.3 535 9.3 11.6 9.3
50 or older 3 33.3 0.0 0.0 0.0 66.7
»|Heavy user 443 37.0 442 14 7.0 43
5"3 E" Middle user 440 325 448 9.3 9.3 4.1
¢ Light user 241 19.9 59.8 6.6 8.3 54
*The percentage of respondents who “habitually play arcade games” was 31.6%, fewer than in 2009 (34.5%) and 2010 (34.2%).
*The ratio of respondents who “habitually play arcade games” was high among males in the “16-18" age group (45.2%) and
females in the “19-24" age group (52.6%).
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VII. Influence of the Great Tohoku—Kanto Earthquake

1. Change in game playing time after the Great Tohoku—Kanto Earthquake

[Q] Has your game playing time increased or decreased after the March 11th earthquake?

Number of
samples

(persons) 0 20 40 60 80 100

TOKYO GAME SHOW : : : :

[0 Increased [0 Not changed [l Decreased [l Invalid/No answers

(Unit: %)
Number of
(ZZ:::::) Increased Not changed Decreased Invalid/No answers
O e 21O 1124 10.8 67.6 17.3 44
Male 852 115 68.8 16.4 3.3
3~9 20 10.0 65.0 100 150
10~12 40 20.0 55.0 20.0 50
13~15 76 23.7 64.5 7.9 3.9
16~18 84 214 64.3 13.1 1.2
19~24 212 94 75.0 14.6 0.9
25~29 133 75 73.7 18.0 0.8
© 30~39 213 70 67.1 20.7 5.2
< |40~49 62 9.7 67.7 16.1 6.5
€ [50 or older 12 8.3 50.0 333 8.3
g Female 272 85 64.0 19.9 1.7
g 3~9 6 0.0 333 16.7 50.0
10~12 17 59 58.8 11.8 23.5
13~15 15 26.7 40.0 26.7 6.7
16~18 23 8.7 69.6 174 43
19~24 38 2.6 78.9 184 0.0
25~29 48 8.3 68.8 16.7 6.3
30~39 79 6.3 68.4 20.3 5.1
40~49 43 140 48.8 279 9.3
50 or older 3 0.0 66.7 0.0 333
g Heavy user 443 17.6 68.2 104 3.8
%‘; Middle user 440 7.7 70.9 17.3 41
g Light user 241 3.7 60.6 29.9 58
g [Secial game players 467 11.6 67.2 17.3 3.9
g Smartphone game players 206 13.6 61.2 21.8 34
g Mobile phone game players 318 11.9 67.6 17.9 25
g Online game players 322 13.0 68.0 16.8 22
S [Arcade game players 355 135 72.7 130 038
*The highest ratio of respondents answered “Not changed” (67.6%). The ratio for “Decreased” (17.3%) was higher than that
for “Increased” (10.8%).
*The ratio for “Increased” was higher and the rate for “Decreased” was lower in accordance with the frequency of playing
household videogames.
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2. Support for the disaster victims

[Q] Have you done anything to help the victims of the disaster?

Tokyo Game Show 2011/ Total (n=1,124)

(Unit: %)
100 -
80 7 640
60 -
40
19.3
20 - 16.3 11.7 47 28 24 23 l
0 - - o | ]
Purchase of Purchase of
e I R
OKYO GA 0
0 o 1,124 64.0 16.3 11.7 47 338 2.4 3.3 19.3
Male 852 64.4 15.0 13.3 55 45 2.7 3.3 17.6
3~9 20 40.0 5.0 50 50 50 0.0 15.0 25.0
10~12 40 60.0 7.5 75 0.0 0.0 0.0 0.0 375
13~15 76 61.8 145 9.2 7.9 7.9 2.6 1.3 211
16~18 84 714 16.7 11.9 6.0 11.9 1.2 48 119
19~24 212 63.2 12.7 13.7 5.7 2.8 3.3 3.3 16.5
25~29 133 72.9 16.5 16.5 45 3.8 45 5.3 12.8
o 30~39 213 64.8 16.4 15.0 5.6 4.7 3.3 1.4 16.0
< |140~49 62 58.1 22.6 12.9 8.1 0.0 0.0 48 194
-g 50 or older 12 41.7 8.3 8.3 0.0 0.0 0.0 0.0 50.0
g Female 272 62.5 20.2 7.0 2.2 1.8 1.5 3.3 24.6
S |3~9 6 33.3 0.0 0.0 0.0 0.0 0.0 0.0 66.7
O lHo0~12 17 529 11.8 0.0 5.9 0.0 0.0 0.0 471
13~15 15 86.7 6.7 0.0 0.0 0.0 0.0 0.0 13.3
16~18 23 60.9 43 8.7 0.0 0.0 0.0 0.0 39.1
19~24 38 65.8 15.8 7.9 2.6 7.9 53 2.6 18.4
25~29 48 68.8 250 6.3 0.0 0.0 2.1 42 20.8
30~39 79 63.3 241 114 1.3 25 1.3 25 20.3
40~49 43 53.5 30.2 2.3 7.0 0.0 0.0 9.3 23.3
50 or older 3 33.3 33.3 33.3 0.0 0.0 0.0 0.0 33.3
»|Heavy user 443 61.2 16.5 14.7 50 45 3.2 25 19.0
3 2[Middle user 440 680 17.0 100 43 48 23 39 175
¢ Light user 241 61.8 14.5 9.5 5.0 0.8 1.2 3.7 23.2
g Social game players 467 64.2 16.3 14.6 49 2.1 3.0 34 18.4
% Smartphone game players 206 62.1 175 141 6.3 3.9 2.4 34 17.0
%’ Mobile phone game players 318 65.4 16.7 13.8 5.7 47 1.6 3.1 14.2
é‘ Online game players 322 62.4 15.2 18.9 5.9 59 3.4 47 143
8 |Arcade game players 355 69.3 17.2 13.5 5.1 5.1 3.9 1.1 144
g o |Increased 121 63.6 18.2 14.0 9.9 5.8 3.3 41 124
< % [Not changed 760 | 667 16.8 12.4 4.2 42 2.4 3.2 17.1
g_% Decreased 194 68.6 17.0 9.8 46 21 2.6 4.1 13.9
S *|Invalid/No answers 49 41 0.0 4.1 0.0 0.0 0.0 0.0 91.8
(Unit: %)

-“Donation” was the most common of all actions, with 64.0% of respondents.
“Purchase of charity items in games” accounted for 11.7% of the responses. The ratio was high among males (13.3%), heavy
users of household videogames (14.7%), online game players (18.9%), and people who answered “Increased” (14.0%).
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IX. Rating Label

-
1. Awareness of the rating label

[Q] Do you know that a “rating label” is attached to a game software package?

Number of (Unit: %)
samples
(persons) 0 20 40 60 80 100
! [ T T
TOKYO GAME SHOW
2011/Total 1,124 A
|
TOKYO GAME SHOW
2010/Total 11 564
|
TOKYO GAME SHOW
2009/ Total 1,109 ‘ %69
D Yes, and | have already seen the label on a product package.
- Yes, but I have never seen the label on a product package yet.
B No
[ Invalid/No answers
(Unit: %)
Number of | Yes, and I have already Yes, but I have never Invalid/
samples seen the label on seen the label on No val
(persons) a product package. a product package yet. No answers
e 1124 56.3 43 35.2 42
Male 852 63.0 45 29.6 29
3~9 20 25.0 15.0 45.0 15.0
10~12 40 42.5 5.0 45.0 1.5
13~15 76 68.4 53 25.0 1.3
16~18 84 75.0 6.0 19.0 0.0
19~24 212 70.8 3.8 241 14
25~29 133 68.4 2.3 271 23
© 30~39 213 60.1 3.8 333 28
3:0 40~49 62 43.5 8.1 419 6.5
g 50 or older 12 33.3 0.0 50.0 16.7
g Female 272 35.3 3.7 52.9 8.1
é 3~9 6 0.0 0.0 50.0 50.0
10~12 17 294 0.0 471 23.5
13~15 15 33.3 0.0 53.3 13.3
16~18 23 60.9 43 34.8 0.0
19~24 38 52.6 2.6 447 0.0
25~29 48 479 2.1 39.6 104
30~39 79 241 5.1 64.6 6.3
40~49 43 20.9 7.0 67.4 47
50 or older 3 33.3 0.0 333 33.3
ﬂHeavy user 443 60.9 43 30.9 3.8
[
g 2|Middle user 440 59.5 39 323 43
3 Light user 241 419 50 48.5 4.6

*The number of respondents who answered “Yes, and I have already seen the label on a product package” remained at the
same level (56.3%) as that of 2010 (56.4%). However, when the number of “Yes, but I haven't seen the label yet” was added,
the ratio for awareness of the rating label slightly decreased to 60.6%. 52.9% of female users and 48.5% of light users of
household videogames did not know of the label, and the awareness of users in these categories remained relatively low.
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2. Familiarity with the function of a rating label [All who know the rating label]

[To all who selected “Yes and I have already seen the label on a product package” or “Yes, but I have never seen
the label on a product package yet”]

[Q] Do you know how the “rating label” works?

Number of (Unit: %)
samples
(persons) 0 20 40 60 80 100
i — :1;18
TOKYO GAME SHOW 2011/ ’
All who know the rating label 681 37.9
I 1.9
! 1.5
TOKYO GAME SHOW 2010/
All who know the rating label 720 36.0
f 2.7
TOKYO GAME SHOW 2009/
All who know the rating label 675 333
|:| I know much about it. . I know roughly about it.
. I know little about it. . I know nothing about it.

[ Invalid/No answers

(Unit: %)
Ny @i I know much I know roughly I know little about I know nothing Invalid/
(;:T;:,I::) about it. about it. it. about it. No answers
e e 681 37.9 36.9 20.4 18 3.1
Male 575 39.0 358 20.2 1.7 33
3~9 8 12.5 25.0 25.0 250 12.5
10~12 19 52.6 31.6 10.5 53 0.0
13~15 56 411 19.6 33.9 3.6 1.8
16~18 68 38.2 309 294 0.0 1.5
19~24 158 411 36.7 19.0 1.3 1.9
25~29 94 447 33.0 16.0 1.1 53
o 30~39 136 36.0 449 14.7 0.0 44
< [40~49 32 219 438 21.9 6.3 6.3
€[50 or older 4 25.0 50.0 25.0 0.0 0.0
E Female 106 32.1 425 21.7 1.9 1.9
§ 3~9 0 - - - - -
10~12 5 0.0 60.0 20.0 20.0 0.0
13~15 5 40.0 20.0 40.0 0.0 0.0
16~18 15 40.0 46.7 6.7 0.0 6.7
19~24 21 28.6 429 238 0.0 48
25~29 24 333 458 20.8 0.0 0.0
30~39 23 478 26.1 21.7 43 0.0
40~49 12 8.3 66.7 250 0.0 0.0
50 or older 1 0.0 0.0 100.0 0.0 0.0
¢ [Heavy user 289 39.8 31.8 22.1 24 38
% Middle user 279 39.1 40.9 17.2 1.1 1.8
§ Light user 113 30.1 39.8 239 1.8 44
*The number of respondents who selected “I know a lot about it” (37.9%) increased compared with 2010 (36.0%). When the
number of respondents who selected “I am somewhat familiar with it” (36.9%) was added, 74.7% of the respondents who had
some knowledge of the label understood its function.
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3. Descriptions of rating label given by respondents
[All respondents who were very familiar or only slightly familiar with the function of the rating label] {Free answer)

[To all respondents who selected “I know a lot about it” and “I know a little about it” (Those who know the rating label)]
[Q] Do you know how the “rating label” works? Please describe its function.

(245 valid responses: n=509 persons)

a pe e O pDre e O ae a a : ) D DO e
© Perfect comprehension: It is a reference marking that indicates “recommended user age groups” according to “game contents”. 7
Indication of age of target players and categories +Indication for inadequate game contents for young players
=Age category according to game content »Age category accoding to violent scenes, etc.

= Classification of appropriate ages according to game content
-Review of game content and classification of ages to buy or play games
Information on appropriate ages for playing games according to contents

O Nearly perfect comprehension: It is a reference marking indicating “recommended user age groups” (“game contents” not mentioned). 83
Information on appropriate ages for playing games *Classification of A, B, C, D, Z according to ages
*Marks indicating appropriate ages for games *Recommendation of players age
-Reference for players’ age *For understanding game contents appropriate for players’ age
*Games are classified according to ages Classfication of A to Z according to violent or sexual scenes
= Ages appropriate for ages *Target ages are different according to the alphabets.
*For young people playing adequate games *Indication of target ages ~ eeees etc.
O - Near—perfect comprehension: It is a reference marking of “game contents” (“recommended user age groups” not mentioned). 19
Indication of scenes contained in games *Reference for confirming game content when users buy games
*Marks indicating violenct or sexual scenes Violent or grotesque expressions
*Indication of games containing erotic or grotesque scenes
*Preventing small children from buying games with violent expressions ~ seees etc.
O Nearly perfect comprehension: Understanding of specific rating categories (“game contents” not mentioned). 13
*A to D, and Z, which cannot be sold to people under 18 *Regulation of sales of games of Z rating

- A: all ages, B: 12 and older, C: 15 and older, D: 17 and older, and Z: 17 and older
*A to Z according to target ages, and Z is prohibited for people under 18.
=Z is prohibited for people under 18, and D and other ratings show recommended target ages.

*Games marked Z are prohibited for people under 18, and the other categories serve as guidelines for target ages ===-- etc.
A\ Indication of ages or rating categories only ‘ 14

*Ages A B,C,Dand Z

*Age groups *AB,C..Z

*Something about ages *Marked by A-z e etc.
A\ Understanding of purpose: It is a “reference” rating or “basis for individual judgment”, or a system to protect young people. ‘ 15

=Marks for preventing adverse influence on children *Reference for selecting games

*Reference for buying games *For not making people uncomfortable after buying games

*Preventing children from playing games that have an adverse influence

-For expressions that have no adverse influence on education of jeuveniles ~ seees etc.

Misapprehension / Unclear

X Misapprehension: It is a rating for a “restriction” or a “ban” on purchase based on consumer age. 80
= Age restriction = Age restriction for games playing
=Restriction on buying games *Games with age restriction
*People under 18 cannot buy. *Age restriction for selling games
= Age restriction according to game content
*The youth under 15 cannot play games rated for people older than15.  «eees etc.
X Misapprehension: It is a system that legally regulates the contents of games. ‘ 6
=Silly thing that regulates game content *Makers’ voluntary regulation of sexual or violent expressions
=Restriction on violent or sexual expressions *Restriction on inappropriate expressions for specific ages  ==*-* etc.
X Confusion with the rating by EIRIN (Film Classification and Rating Committee) ‘ 1
*R18
X Answers about judging methods (Misundestanding of the intention of the question) ‘ 7
*CERO, etc. *Common people discuss and decide them.
*Top secret *Rating review is nonsense. ~ seees etc.

Note 1) Comments were selected from among the responses, and are unedited.

Note 2)If they were too ambiguous, vague, meaningless or scattered, the responses to open—ended questions, as well as the responses to
questions about “familiarity with the function of a rating label” were regarded as invalid.

*When respondents who have some knowledge of the rating marks such as specific categories or the purpose of the system
are included, 151 respondents out of 245 valid responses (61.6%) acknowledged the rating marks, which showed a decrease
from 2010 (64.2%).

*Quite a few respondents (80 persons) misunderstood the system, thinking that “It is a rating for a “restriction” or a “ban”
on purchase based on consumer age”.
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4. Awareness of the rating label Z [All who were aware of the rating label]

[To all who were aware of and “had already seen the label on a product package” and
who were aware of “but had never seen the label yet”]
[Q] Do you know about class Z (Only 18 or older)?

Number of (Unit: %)
PR 0 20 40 60 80 100
TOKYO GAME SHOW 2011/ : } } }
All who know the rating label 681 sl oy
TOKYO GAME SHOW 2010/ E | :
All who know the rating label 720 197 122
TOKYO GAME SHOW 2009/
All who know the rating label 675 784 151
|:| Yes, and | have already seen the label on a product package.
|:| Yes, but [ have never seen the label on a product package yet.
B No
[ Invalid/No answers
(Unit: %)
Number of Yes, and [ have already Yes, but [ have never
samples seen the label on seen the label on No Invalid/No answers
(persons) a product package. a product package yet.
P AT SO 2 681 81.4 10.0 5.0 3.7
Male 575 84.7 7.3 43 3.7
3~9 8 50.0 125 375 0.0
10~12 19 68.4 105 15.8 5.3
13~15 56 89.3 54 3.6 1.8
16~18 68 88.2 8.8 0.0 29
19~24 158 91.1 3.8 1.9 3.2
25~29 94 87.2 714 2.1 3.2
o 30~39 136 79.4 8.1 74 5.1
3:0 40~49 32 71.9 18.8 3.1 6.3
g 50 or older 4 75.0 0.0 25.0 0.0
g Female 106 63.2 24.5 8.5 3.8
§ 3~9 0 - - - -
10~12 5 40.0 60.0 0.0 0.0
13~15 5 40.0 60.0 0.0 0.0
16~18 15 100.0 0.0 0.0 0.0
19~24 21 81.0 0.0 14.3 48
25~29 24 66.7 29.2 42 0.0
30~39 23 478 30.4 13.0 8.7
40~49 12 25.0 50.0 16.7 8.3
50 or older 1 100.0 0.0 0.0 0.0
ﬂHeavy user 289 80.6 11.4 3.5 45
~ O
53 2 Middle user 279 83.2 9.0 5.7 2.2
3 Light user 113 78.8 8.8 7.1 53
*The number of respondents who replied “Yes, and I have already seen the label on a product package” increased (81.4%) for
three consecutive years. But the number of respondents who replied “Yes, but I haven’t yet seen the label on a product
package” decreased (10.0%), and the total number of people who knew of the Z category slightly decreased to 91.3%.
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XI. Turnout at TOKYO GAME SHOW 2011

1. Information source about TOKYO GAME SHOW 2011 {Multiple answers)
[Q] How did you know of “TOKYO GAME SHOW 2011”2 Choose any number of answers.
TOKYO GAME SHOW 2011/Total (n=1,124 persons)
TOKYO GAME SHOW 2010/Total (n=1,171 persons)
TOKYO GAME SHOW 2009/ Total (n=1,109 persons) (Unit: %)

0 30 40

10 20
235 ' ‘
Because it's an annual event 29.1
26.5
23.4
Friends/Acquaintances/Family 21.3
27.8
22.4
TV 18.1
21.5

171
Game magazines 17.8

16.9

15.0
Websites of TGS exhibitors 18.2
15.7

14.8
Other websites 16.3

18.7

9.4
General magazines ! 11.5
10.0
5.0
Official site of CESA 6.8
6.7

Posters/Leaflets at a store

Newspapers

Radio

Invitation tickets

Posters at railway stations

Others

Invalid/No answers

-“Because it's an annual event” (23.5%) decreased from 2010 (29.1%), but it became the top source of information for two
consecutive years.

- “Friends/Acquaintances/Family” increased from 21.3% to 23.4%, and “TV” increased from 18.1% to 22.4%. The rate for
“Friends/Acquaintances/Family” was the highest among males (23.7%), while the rate for “TV” was the highest among
females (27.6%).

* The rates for “TV” were the highest among social game players (24.4%) and mobile game players (30.5%).
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(Gender and Age)

(Unit: %)
= Gender and Age
(@] < 1 o N o) [o0] < [0)] [0 o E <2 () (\\) 9} [00) < o (o)) 0] 5
a5 S . — — — N N ™ < o g ? — — — & q 3] < o
® 5 RIS R N S N N S SRR A NN S S S N N S N
;omaommoosu. O ® © o 1w o O 5
SR ]
< ]
(@) '
= ]

NumberofeamPles 1124|8521 20 40 76 84 212 133 213 62 12 |272: 6 17 15 23 38 48 79 43 3
Because it's an 235232100 75 118 167 175 33.1 324 32.3 167|243: 00 118 133 304 342 313 228 186 33.3
annual event !

Friends/ E
Acquaintances/ 23402371250 275 368 33.3 354 21.1 108 48 83]224:167 47.1 400 304 421 83 152 140 333
Family '
TV 224)208:400 125 368 250 17.9 158 192 17.7 333|27.6: 00 176 267 217 184 229 354 349 667

Game magazines 17.1[19.21 200 200 17.1 226 21.7 165 188 17.7 83 [10.

w

00 59 133 174 132 83 10.1 7.0 333

Websiteslo.f 150]16.0; 100 100 158 226 184 135 150 145 83 |121,16.7 59 6.7 26.1 211 125 89 7.0 00
TGS exhibitors
Other websites 148|158 00 25 158 179 137 180 164 274 16.7|/11.4. 00 118 200 43 132 167 89 116 0.0

General magazines | 9.4 |10.8:150 100 132 10.7 113 83 99 145 83|51:00 59 67 87 79 21 51 47 00

Official site of

CESA 50 | 5.6

50 25 26 60 57 75 52 81 83)]29.167 00 00 43 00 21 00 116 00

Posters/

Leaflets at a store 40 | 42

50 50 13 48 57 68 33 00 00)]33:167 00 00 43 105 21 25 00 00

00 118 00 43 26 42 25 70 00

Radio 29 1 34.50 25 00 48 42 23 47 16 00[15.00 00 00 00 00 63 13 00 00

Invitation tickets 18119:00 00 00 24 24 23 14 48 00(|15:00 118 00 00 00 00 13 23 00

Posters

. . 00 25 00 00 33 08 14 00 167|115
at railway stations

00 00 00 0O 79 00 13 00 00

Others 1212100 25 00 24 09 08 14 16 00|15:167 00 00 87 26 00 00 00 00
Invalid/ 1919150 100 00 00 14 15 23 16 00|18:167 59 00 00 00 21 13 23 00
No answers

Newspapers 3.2 2.955.0 100 39 36 33 00 23 32 00] 40

_57_




(Frequency of playing household videogames/Social game player category/Game player categoty)

(Unit: %)
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2. Number of past visits to TOKYO GAME SHOW

[Q] TOKYO GAME SHOW has been held 20 times so far (Summer in '96, Spring and Autumn from '97 to 2001 and Autumn from 2002
to 2010). How many times have you visited?

Number of (Unit: %) Average number
o | o 0w e
T ‘ T
ORYI0 SANIE SHO 1,124 530 | 258 3.1
\
e el 1171 456 281 38
\
o el 1,109 508 204 3.1
[ This is my first visit 3 1~3 times before
B 4~6 times before B 7~9 times before
10~19 times before (*1 I have visited all 20 times before (*2
O (1) O (%2)
[ Invalid/No answers
(Unit: %)
N”mbel" & This is my 1~3 times 4~6 times 7~9 times | 10~19 times I h”a;g :.iSited Invalid/
('s)::lpo::) first visit before before before before (*1) f)efore |(n;2e)s No answers
o e 21O 1124 530 258 9.7 20 40 23 3.1
Male 852 53.3 26.2 8.3 1.8 4.7 2.8 2.9
3~9 20 65.0 15.0 50 0.0 0.0 0.0 15.0
10~12 40 55.0 22.5 125 0.0 0.0 0.0 100
13~15 76 73.7 19.7 5.3 1.3 0.0 0.0 0.0
16~18 84 64.3 22.6 8.3 24 1.2 0.0 1.2
19~24 212 63.2 27.8 4.2 0.9 1.9 0.5 1.4
25~29 133 429 323 12.8 45 6.0 1.5 0.0
% [30~39 213 418 27.2 10.3 0.9 94 7.0 3.3
g 40~49 62 37.1 24.2 6.5 3.2 11.3 9.7 8.1
S 150 or older 12 50.0 16.7 16.7 0.0 0.0 0.0 16.7
% |Female 272 52.2 24.6 14.0 2.9 1.8 0.7 3.7
2 |3~9 6 66.7 16.7 0.0 0.0 0.0 0.0 16.7
(g 10~12 17 41.2 23.5 294 0.0 0.0 0.0 5.9
13~15 15 60.0 13.3 6.7 13.3 0.0 0.0 6.7
16~18 23 60.9 174 174 0.0 0.0 0.0 43
19~24 38 50.0 36.8 79 5.3 0.0 0.0 0.0
25~29 48 56.3 27.1 8.3 6.3 0.0 0.0 2.1
30~39 79 50.6 21.5 15.2 1.3 5.1 25 3.8
40~49 43 46.5 279 18.6 0.0 2.3 0.0 4.7
50 or older 3 66.7 0.0 33.3 0.0 0.0 0.0 0.0
N S'Heavy user 443 51.9 25.5 9.0 29 34 25 47
53 i" Middle user 440 53.2 250 10.7 1.1 5.7 25 1.8
8|Light user 241 54.8 27.8 9.1 2.1 2.1 1.7 2.5
Social game players 467 57.6 244 7.3 2.6 3.4 3.0 1.7
%’ > [Smartphone game players 206 53.4 243 8.7 29 3.9 24 4.4
E‘, E“ Mobile phone game players 318 58.5 23.6 6.6 0.9 3.8 25 4.1
& ° [online game players 322 494 26.1 9.6 40 4.7 25 3.7
Arcade game players 355 50.4 26.5 11.5 1.1 3.9 2.8 3.7
s § Satisfied (*3) 809 52.5 274 9.9 2.1 40 2.2 1.9
8 § I can't say 184 58.2 250 9.2 1.6 3.8 0.5 1.6
E":@ Unsatisfied (*3) 77 442 22.1 14.3 3.9 6.5 9.1 0.0
2 8linvalid/No answers 54 55.6 9.3 1.9 0.0 1.9 0.0 31.5

*1: The term “10-18 times before” was used in the TGS 2010 survey, and “10-17 times before” was used in the TGS 2009 survey.
*2: The term “all 19 times before” was used in the TGS 2010 survey, and “all 18 times before” was used in the TGS 2009 survey.

*3: The respondents who selected “much satisfied” and “fairly satisfied” were integrated into the “satisfied” category and those who
selected “little satisfied” and “unsatisfied” were into the “unsatisfied” category.

*First—time visitors to the show were the most numerous (53.0%), more than in 2010 (45.6%), and the rate exceeded 50% for
the first time in the last three years. The average number of visits decreased from 3.8 to 3.1.
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3. Time Scheduled to Spend at TOKYO GAME SHOW 2011

[Q] How long are you going to spend at TOKYO GAME SHOW 2011?

(Unit: %)
Number of
samples 0, o 20 40 60 80 100
(persons) - ‘ : :
1,124 8.9 15.9 16.8 19.4 13.7

M Average scheduled time

O 1 hour @ 2 hours [l 3 hours [l 4 hours [] 5 hours [ 6 hours [l 7 hours [l Invalid/
No answers

T (Unit hour)
Gersons) | © ! 2 3 4 S
oxvocmesiowzorro [N N
Male 852 | | 459
3~9 20 | 4.69
10~12 40 | 4.36
13~15 76 | 481
16~18 84 | 5.01
19~24 212 | 4.69
25~29 133 | 452
© 30~39 213 | 4.44
< |40~49 62 | 4.18
-g 50 or older 12 ] 4.20
g Female 272 | 4.37
cq;, 3~9 6 | 450
10~12 17 | 457
13~15 15 | 4.45
16~18 23 | 4.95
19~24 38 | 4.25
25~29 48 | 4.26
30~39 79 | 4.25
40~49 43 | 4.42
50 or older 3 | 4.00
>{Heavy user 443 | 484
3 é Middle user 440 | 451
©|Light user 241 | 4.03
gz [Social game players 467 | 4.36
g Smartphone game players 206 | 424
& [Mobile phone game players 318 | 4.36
g Online game players 322 | 4.61
& |lavseet e dams 355 | 469
. c|Satisfied (%) 809 | 4.68
g E I can't say 184 | 4.10
;:"% Unsatisfied (*) 77 | 4.29
®[invalid/No answers 54 | 400

* The respondents who selected “much satisfied” and “fairly satisfied” were integrated into the “satisfied” category and those who selected
“little satisfied” and “unsatisfied” were into the “unsatisfied” category.

= The ratio of “5 hours” was the highest (19.4%).
*The average time scheduled to spend was 4.54 hours. The average time among heavy users was 4.84 hours. The time was
longer the higher the frequency of playing household videogames.
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4. Number of Games Scheduled to Play at TOKYO GAME SHOW 2011

[Q] How many games are you going to try at TOKYO GAME SHOW 2011?

(Unit: %)
Number of
samples
g | o 20 40 60 8 —og 100
O e SO 1,124 125 109 149 7.7

Oo @O+ W2 W3 O45 Oe6-10 MW11- M invalid/

No answers
M Average number of games scheduled to play
— (Unit: game)
Geraong) | © ! 2 8 4 ° 6
e .24 | | 07 | |
Male 852 | | 3.19
3~9 20 | 5.55
10~12 40 | 5.23
13~15 76 | 3.93
16~18 84 | 3.00
19~24 212 | 2.95
25~29 133 ] 2.99
© 30~39 213 | 2.91
< |40~49 62 | 3.22
-g 50 or older 12 | 2.50
g Female 272 | 2.65
cq;, 3~9 6 1150
10~12 17 | 3.57
13~15 15 | 2.83
16~18 23 | 2.76
19~24 38 | 2.32
25~29 48 | 1.77
30~39 79 | 3.07
40~49 43 | 2.89
50 or older 3 ] 3.00
>{Heavy user 443 | 3.50
3 é Middle user 440 | 283
o|Light user 241 | 2.711
g [socil same players 467 | 2.85
g Smartphone game players 206 | 3.25
g Mobile phone game players 318 ] 3.03
g Online game players 322 ] 3.19
S |Arcade game players 355 | 353
|, c[Satisfied (¥) 809 | 3.23
g E I can't say 184 | 2.37
g’j’@ Unsatisfied (%) 77 | 2.92
®linvalid/No answers 54 | 3.00

* The respondents who selected “much satisfied” and “fairly satisfied” were integrated into the “satisfied” category and those who selected
“little satisfied” and “unsatisfied” were into the “unsatisfied” category.

= The ratio for “3 games” was the highest. (18.7%)
*The average number of games visitors intended to play was 3.07. The average number among heavy users was 3.50. The
number was greater in proportion to the frequency of playing household videogames.
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5. Manufacturers’ booths the respondents thought was the best {Free answer)

[Q] Which company’s booth do you think was the best among all the exhibitors at Tokyo Game Show 2011?
Please specify only one company.
X As for visitors who have just arrived at the show, please indicate which company’s booth you want to visit most.

(Valid responses:770/n=1,124)

TOKYO GAME SHOW 2010 TOKYO GAME SHOW 2009

Names of company booths Peéizns 842\,?::1?;?‘))"595 829”?231'.?33?"“5
Persons Qtyl Rank Persons Qtyl Rank
1:CAPCOM : 136 241 (1) 1218 (2)
2iSEGA 108 132} (2) @)
3:Sony Computer Entertainment 102 51: (6) (6)
4§BANDAI NAMCO Games 96 68§ (5) (5)
5:KONAMI ; 95 74 (4) (4)
6:SQUARE ENIX 92 92! (3) )
7:GREE : 50 0 — —
8§Microsoft Japan 21 48§ 7 (8)
9:NIHON FALCOM (KONAMI booth) : 19 0 — —
10{TECMO KOEI Games 11 1 (11) (9
11:NHN Japan : 8 0 — —
12§ARC SYSTEM WORKS 7 5 (15) —
13:Alchemist : 4 11 (21) —
§g|oops 4 0 — —
15:Bushiroad : 2 5: (15) (17)
{FUN YOURS Technology (Taiwan game booth) 2 1 (21) —
IATLUS : 2 0 — —
iElectronic Arts (SEGA booth) 2 0 — —
§CHQN S”OFT (Mobile & Social Games Are?’: Smartphone Special 2 0 _ 0 _
ESectmn Games for Smartphone & Tablet PCs” booth) E E 5
20§ENTERBRAIN 1 (17) o§ —
{RAZER USA LTD 1 2; (18) 0 —
{ACQUIRE : 1 0 — 3 (12)
{B-Bridge/MyndPlay/ Thket 1 0 — 0 —
‘Edia : 1 0 — 0 —
§Sony Ericsson 1 0 — 0 —
iPlatinumGames (SEGA booth) 1 0 — o

Note 1) When a product name is answered instead of a company booth name, it is counted as an answer for the company booth name.
e.g.) "MON HUN (Monster Hunter)”—"“CAPCOM”, “PS Vita”—"Sony Computer Entertainment”, “Xbox360”—"“Microsoft Japan”, etc.

Note 2) Microsoft Japan was Microsoft in the 2010 TGS survey and before, and TECMO KOEI Games was TECMO KOEI Holdings in the
2009 TGS survey and before.

*CAPCOM (136) ranked at the top in popularity for two consecutive years, although the number decreased compared to last
year’ s figure (241). SEGA (108), Sony Computer Entertainment (102) and BANDAI NAMCO Games (96) followed.
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6. Areas the respondents visited {Multiple answers)

[Q] The booths exhibited at Tokyo Game Show 2011 were roughly grouped into the following areas.
Choose all areas you visited or you want to visit by all means.

(Unit: %) TOKYO GAME SHOW 2011/Total (n=1,124 persons)
100 TOKYO GAME SHOW 2010/Total (n=1,171 persons)
824 794 TOKYO GAME SHOW 2009/Total (n=1,109 persons)

76.4

£¢ 3- 8T Bx gEC Efx E® §¥ §EF S $T g5 g0 B §
i1 3E 22 53 I3E 85T 2E fo T°E 3 jE iR (@ (R G
e 05 F 5T 35 E°2 b g2 P & 2 40 5T gy
5 ¢ 38 sy 8 78 & & ¢ o3 S £
8 g °% £ st 0§ T i &3 @
2 e = 8 % 3 5 &

Namber of | = 2 % Eﬂ - @

i 2 ° .

SRS 1124 | 824 429 261 211 207 178 150 139 96 94 86 85 53 51 87
Male 852 | 853 453 262 222 222 208 154 104 117 _ 117 95 100 59 62 72
3~9 20| 450 100 200 100 250 00 100 350 00 50 00 00 00 00 200
10~12 40| 700 100 225 50 100 75 25 325 25 50 50 25 25 25 150
13~15 76| 882 618 434 250 289 395 250 66 171 158 145 92 92 79 39
16~18 84| 929 571 286 214 274 321 202 12 167 226 155 131 60 95 12
19~24 212 892 542 250 160 222 203 160 28 156 113 94 80 57 47 52
25~29 133| 932 511 226 271 188 203 143 45 98 75 90 98 60 75 38

$|30~39 213| 812 385 263 277 244 160 178 146 94 117 80 131 52 75 99
<l40~49 62| 839 306 177 200 161 194 16 242 65 113 81 129 97 32 81
£ |50 or older 12| 583 83 250 83 83 83 00 167 167 00 83 00 00 00 417
5 |[Female 272| 732353 257 176 162 85 140 257 29 22 59 40 37 15 136
2[3~9 6] 167 00 00 00 167 00 00 333 00 00 00 00 00 00 500
Sl10~12 17| 588 235 235 59 118 59 59 529 00 59 59 00 59 00 235
13~15 15| 733 333 133 133 200 133 200 67 67 00 67 00 00 67 200
16~18 23| 913 435 478 217 174 87 87 87 00 00 87 43 43 00 43
19~24 38| 816 500 316 237 132 132 184 79 79 00 105 00 53 00 105
25~29 48| 854 417 250 167 167 42 83 104 42 42 21 42 21 00 104
30~39 79| 684 304 241 241 177 76 190 380 25 38 51 63 51 25 127
40~49 43| 674 302 209 93 163 116 140 419 00 00 70 70 23 23 116

50 or older 3| 333 333 333 00 00 00 00 00 00 00 00 00 00 00 667

. SHeavy user 443 | 837 515 280 194 221 217 181 120 113 138 95 95 63 61 88
& gMiddle user 440| 852 411 257 207 205 164 132 132 89 66 84 80 36 43 61
Light user 241| 747 303 232 249 187 133 129 187 79 66 75 19 66 46 133
Social game plavers | 467 | 848 390 233 351 214 184 139 111 94 96 92 88 60 69 60

2 plsmerstoresneswes| 206 | 859 383 238 306 233 165 126 92 83 136 117 92 63 58 68
S Elvosieproresamepvers| 318 | 818 384 248 333 242 173 154 129 107 85 88 69 72 60 85
5 Slonine gameplavers | 322 | 863 475 230 227 233 264 146 84 112 115 75 84 59 56 65
Arcade game plavers | 355 | 845 515 293 234 220 194 161 118 169 124 87 110 70 54 65

> dSatisfied (*3) | 809 | 873 462 287 220 244 198 163 132 109 99 o1 94 57 54 52
¢ 91 can't say 184| 799 408 228 190 147 147 141 190 103 98 76 65 65 60 82
& dunsatisfied (+3)| 77| 779 390 221 273 117 130 117 143 13 78 117 104 13 26 52
O Hinvalid/Noansw| 54| 241 56 37 56 00 56 37 56 00 37 00 00 19 00 685

(Unit: %)
Note) Some booths were placed in areas different from those of last year or the year before.
*1: In TGS 2010, “Mobile & Social Games Area” was called “Mobile Area” and “Game PC/PC Network Games Area” was called “Game
PC/PC Online Game Business Talk Area”. In TGS 2009, the two areas were combined into “Advanced Mobile & PC Contents Area”, which
accounted for 13.4% of the answers. (Reference value)
*2: In TGS 2009, “Family Area” was called “Kid's Area”.
*3: The respondents who selected “much satisfied” and “fairly satisfied” were integrated into the “satisfied” category and those
who selected “little satisfied” and “unsatisfied” were into the “not satisfied” category.

+“Manufacturers’ Booths” were visited the most (82.4%), followed by “Sales Area” (42.9%) and “Dining Place” (26.1%).
*“Mobile & Social Games Area” was visited by more than 30% of social game players, smartphone game players and mobile game players
respectively, although the average visiting rate was 21.1%.
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7. Cheer Up Japan with Games Area [All “Cheer Up Japan with Games Area” visitors]
(1)Use of message cards [All “Cheer Up Japan with Games Area” visitors)

[All who selected “Cheer Up Japan with Games Area” for areas they visited or planned to visit ("Cheer Up Japan with Games Area” visitors)]
[Q] Did/Will you write on a message card in the area?

Number of (Unit: %)
Saplon 0 20 40 60 80 100
(persons) ‘ : : : 17
TGS 2011 “Cheer Up J ' ' ' '
with Games Ai:;" \'/)isitaoprasn 233 65.7 | 32.6
| 16
5 Male 189 64.0 | 344
2 2.3
Q
o Fernale 44 72.7 | 25.0
|:| Yes D No . Invalid/No answers

(2)Evaluation of “Cheer Up Japan with Games Area” {Open question) [All “Cheer Up Japan with Games Area” visitors]

[All who selected “Cheer Up Japan with Games Area” for areas they visited or planned to visit ("Cheer Up Japan with Games Area” visitors)]
[Q] Please describe what you think of the Cheer Up Japan with Games Area.

(Valid responses: 118/n=233)

0 ea old
Male Female
It’ s great. 1 * I think it" s good.
eca Old
Male
I think they can be cheered up. * I thought it was very good.
[ think it" s very good. + I think it’ s a good project.
[ thought it was good. + I think it’ s good.
[ thought it was terrific. = I thought it was a good idea.
I think it’ s good. * It’s great.

I too hope that we will be able to cheer up Japan through games.  * I think it’ s good.
I thought that the game industry should contribute to the restoration of the disaster areas.

Female

I thought it was a very good project, and I was very happy to be able to express my feelings.
[ think it" s very

0 : ea Oi1a
Male
The section should be larger. + I think it’ s a good thing.
[ thought it was * I think it" s really nice.
It’ s very good. = I thought it was a good idea.
[ think it is very good. = [ think it is very good.
I hope this activity will continue. = [ think it is a good project.
I hope it will get rid of prejudice against games. = I realized that we should cheer up Japan in ways such as this.

I think it’ s a very nice idea. It’ s good to call for people to do something, since it can be a start for making Japan better.
[ thought it was very good. [ believe games can make people happy.

Female
It’ s pretty good. * I think it’ s good to do it during this economic depression.
O Vi ea old
Male
Please continue this kind of project. » Games are fun! They are not dangerous.
It’ s excellent. = [ support this project because I love playing games.
I look forward to the outcome. + [ think it’ s good.
[ though it was great. = [ think it unified Japanese people.

It’ s the best project to cheer up Japan, which is so depressed.

[ think it will be able to revitalize society in terms of the economy and communication.

The game industry is the pride of Japan, so I want it to cheer up the country in collaboration with the government and private sector.
It’ s important for many people to be able to buy reasonably priced games.

It was very good, since many people were presenting their opinions.

There were some good ideas offered by foreign people. They were very informative.

Note 1) There were no respondents among males or females in the “3-9” year—old group.
Note 2) Comments are unedited.
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[ think it" s good, so I hope it will continue. + It is good for brightening up Japan.

= [ thought it was very good. * I had a good impression.
+ It’ s very good. * I believe people are connected with each other.
* I think it" s very good. * I think it’ s a very good project.

[ think it’ s good.
The project is interesting, but some messages were irresponsible, such as “Hang on, Japan!” It depends on the user.
I thought it was a good idea, but the space was small, and there were only few products.

Female
= [ think the project should be continued. « It was good. I’ m glad we can be connected by games.
= Japan can be a better place if we continue this project. * 1 liked the fact that I could be happy just by looking at it.
 It’s good.

O vea old

Male
+ It’ s meaningful, but we should do more on top of it. * It’s good.
+ I think it’ s good. « I think it s very good.
= [ hope this will become part of Japanese culture. - [ agree with the concept, but it should be promoted more.
= [ think it is an excellent activity. « I wonder if it’ s effective.
+ I think it" s good. + I thought it was good.
+ I think it" s a very good thing. * We should do it.
= [ think they should do it. « I think it’ s good.

I think it’ s good because it can cheer people up.

It’ s good because we can feel that we have friends to share the difficulties.

Not only games, but everything can have a different meaning depending on who the user is. [ think it is a good idea to ease people’ s
pain through games.

Female

CwMb, * It’ s good because games are a tool for cheering everybody up.
I doubt the effectiveness of this kind of message. It seems to be pushy.
I doubt the effectiveness of this kind of message. It’ s probably just a sales ploy.

0—-39 yea old

Male
= Terrific. * Hang on, Japan!
* I think it’ s a good thing. It should be continued. + I think people play games when they are happy.
= I hope they will advertise it to the public more. = 1 think it is an important thing.
+ It’ s very good. Easy to participate. - It gets out the message at the level of ordinary citizens.
= I hope they will do it more actively. * I think it s good.
* I think it’ s a good thing. + I think it is a good project.
+ I think it" s really good. * I want playing games to make me happy.
+ I think it" s good. « It’ s good.
 It’s good. = I think it is an interesting project.

I hope they will continue it actively so that games can contribute to the development of society.
Games are mainly played by 10 to 30 year—olds, so I hope they also start something for older people to be able to participate.
I think it’ s a good thing. I hope the project will be uploaded onto the Internet.

Female

* I think it" s very good. * I think it’ s good.

+ It’ s interesting, but a little difficult to understand. « I think it" s very good.

+ I think it" s good. * I hope it will make everyone happy.
40-49 yea old

Male

+ I think it” s nice.

Female

+ I think it" s very good for game lovers. * Please do it again.

Male

- It’ s very good.

Note 1) There were no respondents among females in the “50-" year—old group.
Note 2) Comments are unedited.

65.7% of the visitors to the area selected “Yes”. The ratio was higher among females (72.7%) than males (64.0%). Many
visitors approved of the area.
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8. Degree of satisfaction with TOKYO GAME SHOW 2011

[Q] How much are you satisfied with “TOKYO GAME SHOW 2011”7

(Unit: %)
Number of
e | o 20
O 1,124 267
OKYO GA 0
010/To 1,171 24.6
OKYO GA 0
009/ To 1,109 29.7
|:| Very satisfied - Fairly satisfied . I can't say
B Little satisfied B Unsatisfied B Invalid/No answers
(Unit: %)
Nttt Gff - . - , . . . Invalid/
(::TST::) Very satisfied Fairly satisfied [ can't say Little satisfied Unsatisfied No answers
O i 21O 1124 267 453 16.4 5.2 17 48
Male 852 28.2 44.2 15.7 5.9 1.8 4.2
3~9 20 30.0 30.0 0.0 15.0 5.0 20.0
10~12 40 475 275 7.5 0.0 25 15.0
13~15 76 61.8 276 39 2.6 0.0 39
16~18 84 46.4 38.1 10.7 24 24 0.0
19~24 212 321 46.7 14.6 1.9 1.9 28
25~29 133 15.0 53.4 211 8.3 1.5 0.8
o 30~39 213 14.6 474 21.6 9.9 1.9 4.7
< [40~49 62 16.1 48.4 17.7 11.3 1.6 4.8
€ [50 or older 12 0.0 50.0 250 0.0 0.0 25.0
g Female 272 221 48.5 18.4 29 1.5 6.6
S |3~9 6 16.7 16.7 333 0.0 0.0 333
O l10~12 17 52.9 29.4 11.8 0.0 59 0.0
13~15 15 40.0 40.0 13.3 0.0 0.0 6.7
16~18 23 52.2 34.8 13.0 0.0 0.0 0.0
19~24 38 211 60.5 15.8 0.0 0.0 2.6
25~29 48 20.8 58.3 12.5 2.1 0.0 6.3
30~39 79 114 53.2 241 3.8 0.0 7.6
40~49 43 11.6 419 233 7.0 7.0 9.3
50 or older 3 0.0 33.3 0.0 33.3 0.0 33.3
N gHeavy user 443 36.6 41.3 10.8 3.8 2.0 54
53 ;af Middle user 440 234 493 18.0 45 0.9 3.9
S|Light user 241 145 45.2 23.7 8.7 25 5.4
;En Social game players 467 25.7 475 15.2 54 2.1 41
% Smartphone game players 206 33.0 413 14.6 6.3 1.5 34
g Mobile phone game players 318 28.0 443 15.4 53 1.6 53
E‘, Online game players 322 30.4 441 15.2 6.2 0.9 3.1
& |Arcade game players 355 35.2 40.3 14.6 48 2.0 3.1
5 9 This is the first visit 596 28.7 42.6 18.0 40 1.7 50
E 2|1~ 19 times before 467 24.0 51.2 15.6 6.0 1.7 1.5
E |l have visited all 26 26.9 423 3.8 231 3.8 0.0
= linvalid/No answers 35 28.6 14.3 8.6 0.0 0.0 48.6

*The number of respondents who were “very” satisfied with the show increased, but the number of those who were “fairly”
satisfied decreased. The total of these two categories accounted for 72.0%, showing a decrease for three consecutive years.
*More than 80% of males and females aged “13-15" and “16—18"and females aged “10-12" and “19-24" were satisfied with
the show.

*The level of satisfaction was higher for those who played household videogames more frequently.
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9. Intention to visit the next TOKYO GAME SHOW

[Q] Do you want to visit the next TOKYO GAME SHOW?

(Unit: %)
Number of
samples 20 40 60
(persons) : : :
T 1124 36.3 315
o o 1171 34.4 429
- ." 9/To - 1,109 36.9 429
D By all means D If possible - I can't say
B Not really Il Never [ Invalid/No answers
(Unit: %)
Ts;ﬁ%g By all means If possible [ can't say Not really Never Ncltn::ll\i/ers
o e 21O 1,124 363 375 17.9 2.2 1.1 5.0
Male 852 38.3 374 16.2 2.8 1.2 4.1
3~9 20 20.0 40.0 100 0.0 50 25.0
10~12 40 450 30.0 1.5 2.5 0.0 15.0
13~15 76 63.2 30.3 3.9 0.0 0.0 2.6
16~18 84 50.0 40.5 7.1 1.2 1.2 0.0
19~24 212 35.8 434 14.6 24 14 24
25~29 133 33.8 39.8 21.1 3.8 0.8 0.8
& [30~39 213 33.8 329 23.5 3.3 1.9 47
i 40~49 62 32.3 35.5 21.0 6.5 0.0 48
S |50 or older 12 8.3 41.7 16.7 8.3 0.0 25.0
o |Female 272 30.1 37.9 23.2 0.4 0.7 1.7
€ [3~9 6 16.7 0.0 333 0.0 0.0 50.0
S |10~12 17 52.9 294 11.8 0.0 5.9 0.0
13~15 15 33.3 40.0 20.0 0.0 0.0 6.7
16~18 23 43.5 30.4 21.7 0.0 0.0 43
19~24 38 34.2 39.5 23.7 0.0 0.0 2.6
25~29 48 27.1 375 271 0.0 0.0 8.3
30~39 79 25.3 43.0 241 0.0 0.0 7.6
40~49 43 23.3 39.5 23.3 2.3 2.3 9.3
50 or older 3 33.3 33.3 0.0 0.0 0.0 33.3
N gHeavy user 443 4477 36.3 10.6 1.6 1.4 54
53 E" Middle user 440 36.6 38.4 19.3 1.6 0.2 3.9
8|Light user 241 20.3 38.2 28.6 4.6 2.1 6.2
Social game players 467 36.2 379 19.7 1.5 0.9 3.9
%’ > [Smartphone game players 206 39.8 33.5 18.4 1.9 2.9 34
z, g" Mobile phone game players 318 35.8 36.8 17.9 25 1.6 5.3
& ° [online game players 322 42.2 35.1 171 1.9 0.6 3.1
Arcade game players 355 445 35.2 13.2 2.3 1.7 3.1
5 9 This is the first visit 596 28.9 39.9 22.0 25 1.5 52
E :g 1~19 times before 467 441 37.7 13.7 2.1 0.6 1.7
E |l have visited all 26 76.9 15.4 1.7 0.0 0.0 0.0
< 9Invalid/No answers 35 28.6 11.4 11.4 0.0 0.0 48.6
s § Satisfied (*) 809 47.7 425 8.9 04 0.2 0.2
8 § I can't say 184 54 34.2 57.1 2.7 0.0 0.5
E":@ Unsatisfied (%) 77 143 18.2 31.2 22.1 13.0 1.3
2 8linvalid/No answers 54 1.9 1.9 0.0 0.0 0.0 96.3

*The respondents who selected “much satisfied” and “fairly satisfied” were integrated into the “satisfied” category and those who
selected “little satisfied” and “unsatisfied” were into the “not satisfied” category.

*The number of respondents who wished to visit the next show “by all means” increased, but those who wished to visit “if
possible” decreased. The total rate for the two categories decreased, accounting for 73.8%.
*The greater the number of past visits, the stronger the intention of visiting the next show.

_67_



Appendix 1) Sample Survey Form
|
Thank you for your cooperation in the “TOKYO GAME SHOW 2011” Visitors Survey

— Computer Entertainment Supplier's Association <CESA> —

1) Your gender and age

Gender [ 1. Male 2. Female ] Age ( )years old
2)Your area of residence <Choose only one>

1. Within Tokyo’s 23 wards 3. Kanagawa 5. Chiba

2. Tokyo area (outside of its 23 wards) 4. Saitama 6. Ibaraki [ Specifically ]
3) Your occupation < Choose only one>

1. Pre—school children 4. Senior high school student 6. College/Graduate school student 9. Part timer 12. Other

2. Elementary school student 5. Junior college or vocational school 7. Company employee/Public employee 10. Housewife/Househusband Specifically

3. Junior high school student student/awaiting entry to school 8. Self-employed 11. Unemployed

4)Do you have any hobbies or interests other than games? <Choose any number of answers>

5. TV idols/Voice actors

6. Vaudevilles

11. Pachinko/Pachislo

12. Horse race/Cycle race/Motorboat race

17. Other sports
18. Fishing/Outdoor activity

1. Movie/Theater/Drama 7. Reading 13. Baseball 19. Cars/Motorbikes/Driving 25. Others
2. Comics/Cartoons 8. PC/Internet 14. Soccer 20. Traveling Specifically
3. Music 9. Photos/Arts 15. Golf 21. Fashion/Interior design [

4. Karaoke 10. Igo/Shogi/Mahjong 16. Combative sports 22. Cooking/Restaurants/Drinking

23. Love/Social meeting
24. Study/Languages/Licenses

B Questions about household videogames

m 1)What game machines do you have? <Choose any number of answers.> *Exc. PCs and mobile phones.

1. Wi
2. Nintendo 3DS
3. Nintendo Dsi/Dsi LL

4. Nintendo DS/DS Lite
5. PlayStation 3
6. PlayStation 2

7. PSP (PlayStation Portable)
8. PSP go (PlayStation Portable go)
9. Xbox360

2)What game machine do you use the most among the above?

Select the number.

3)What game machines do you want to buy? < Choose any number of answers.> *Exc. PCs and mobile phones.

Wii

Wii U (Unreleased)
Nintendo 3DS
Nintendo Dsi/Dsi LL

N

Nintendo DS/DS Lite
PlayStation 3

PlayStation 2

PlayStation Vita (Unreleased)

® N oo

9. PSP (PlayStation Portable)
10. PSP go (PlayStation Portable go)
11.  Xbox360

Which genre of household videogames do you prefer? <Choose any number of answers.>

Role—playing

Nurturing simulation

Strategic simulation/Strategy
Love simulation

Adventure

Action

Rhythm-action (music/dance)

Sound novel (story accompanied by sound)

© ® N o oA wN

Fighting competition

10. Shooting

11. FPS (First person shooter)

12. Sports

13. Racing

14. Puzzle/Quiz

15. Board game (e.g. Sugoroku)

16. Variety/Party game

17. Strategic table game (e.g. Igo, Shogi and chess)

18. Gambling-type table game (e.g. Hanafuda, Mahjong and cards)

19. Instrumental simulator (e.g. Pachinko and Pachislo)

20. MMORPG (Massive multiplayer online role-playing game)
21. Battle—type network game

22.
23. Information database/Practical softwares
24.
2
26.
27.

Study/Learning/Training

Typing practice

I

Construction (game designing tool)
Communication

Other [Specifically

1) How often on average do you play games using a household videogame machine? <Choose only one.> *Exc. PC and mobile phone games.

1. Almost everyday
2. 4~5 days a week

3. 2~3 days a week
4. 1 day a week

5. 2~3 days a month
6. Less often than 1 day a month

2)How long (minutes) do you spend playing household videogames a day? Give answers each for workdays and days off.

) minutes [Days off] about ( ) minutes

[Workdays] about (

Did you buy any 1) household videogame software or 2) additional items by downloading (Wii shopping channel, NINTENDO DSi sho)
NINTENDO e-shop, PlayStation Store, Xbox Live Market Place, etc.) in the past year? <Choose only one answer for each category.>

If you answered “1. Yes” for 1) household videogame software, please indicate how many items you bought.
*”2) Additional items” does not include charged items for online games.

Yes —( ) items 2) Additional items P

1) Household 1. i
No P2

videogame software 2.
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m 1) Did you buy any video game software (packages) in the last one year? <Choose only one.> *Exc. PC games.

1. Yes _— 2.No —» [If the answer is “2. No”, go to [Q7]]

[if the answer is “1. Yes”] *+———

2) Give the number each for “new-release regular—price packages”, “new-release low—priced packages*” and “second hand packages”.
* New-release low—priced packages =those priced at less than 3,000 yen such as “PlayStation the Best” and “Famicom Mini”

New-release regular: ( )pcls New-release low—priced: ( )pc(s) Pre—owned: ( )pc(s)

3)If you were satisfied by the software packages you purchased in the last one vear, please indicate the name and the type of the console.
* Exc. PC and mobile phone games.

(Title /Console )

B Questions about SNS and social games

I xSNS (social network service) refers to membership—based online service for social relations among members.
1 *Social games refer to all games that can be played on SNS.

s EEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEEESEEEESEEEEEEEEEEEEEEEEESEEEEESENEESEEEEESEEEEESEEEESEEEEEsEEEEEssEsssssEsEmss®

[If the answer is “1” or “2” in 1))

CTTLIL

1) Do you use SNS for 1-4 below? Do you play games on SNS? 2) Select any number of hardware units you use for SNS.
Choose the option that is closest to your answer. <Choose any number of answers.>
< Choose only one for each question.>
i : :
1. Mobage : 1. I use SNS and play games. P 1. Mobage : 1. PC
/" Yahoo! ! /"Yahoo! | 2. Mobile phones/PHS
Mobage 1 2.1use SNS but I don't play games. ——— Mobage ! 3. Smartphones
' 1 (iPhone, Android phone, etc.)
i 3.Idon't use SNS. | 4 Tablet PCs
! i (iPad, GALAXY TAB, etc.)
2. GREE i 1.1use SNS and play games. » 2. GREE | 1. PC
! i 2. Mobile phones/PHS
| 2.1use SNS but I don't play games. ——— 3. Smartphones
! H (iPhone, Android phone, etc.)
1 3.1don't use SNS. ! 4. Tablet PCs
| 1 (iPad, GALAXY TAB, eto)
1
I 1
3. mixi : 1. I use SNS and play games. P 3. mixi : 1. PC
! | 2. Mobile phones/PHS
1 2.1use SNS but I don’'t play games. —— ! 3. Smartphones
' 1 (iPhone, Android phone, etc.)
: 3.1 don't use SNS. : 4. Tablet PCs
' . (iPad, GALAXY TAB, etc.)
4. Facebook : 1. I use SNS and play games. P 4. Facebook : 1. PC
! | 2. Mobile phones/PHS
: 2.l use SNS but I don't play games. ——— : 3. Smartphones
! H (iPhone, Android phone, etc.)
1 3.1don't use SNS. ! 4. Tablet PCs
| 1 (iPad, GALAXY TAB, etc.)
1
[if the answer is “1. I use SNS and play games.” in any question of 1)]*If not, go to [Q8] on the reverse side.
3)How often on average do you play social games ? <Choose only one.>
1. Almost everyday 3. 2~3 days a week 5. 2~3 days a month
2. 4~5 days a week 4. 1 day a week 6. Less often than 1 day a month

4)How long (how many minutes) do you spend playing social games a day? Give answers each for workdays and days off.

[Workdays] about ( ) minutes [Days off] about ( ) minutes

5)Do you pay an additional fee to play social games ? <Choose only one.> If yes, how much do you pay a month on an average?

1. Yes (Ave. yen per month)
2. No

6)Please write the title of the social game you play most often and the name of the SNS provider.

[Game title] [SNS]

[Go to [Q8] on the back.]



lQuestlons about games played on smartphones (excluding social games)

*Smartphones refer to portable devices that have the functions of both mobile phones/PHS and PDA such as_iPhone and Android phone.

H i *Please answer only for downloaded games other than social games.

m 1)Do you play games on your smartphone? <Choose only one.>

—— 1. [ play habitually.
2. [ used to play but not any more. —

3. I have an interest but have never played before.

4. 1 have no interest nor have played before. go to [Q9].]

[If the answer is “2-4",

[If the answer is “1” in 1)]
2)Do you play pay—to—play games on your smartphone? <Choose only one.>
If yes, how much do you spend a month on average?

1. Yes, I play pay—to—play games. (Ave. yen per month)

2. No, I play only free games.

IQuestlons about games played on mobile phones/PHS (Excluding games for smartphones/social games)

*Please answer only for games for mobile phones and PHS excluding smartphones.
*Please answer only for downloaded or incorporated games excluding social games.

m 1) Do you play games on your mobile phone/PHS? <Choose only one.>

3. I have an interest but have never played before.
4. 1 have no interest nor have played before.

= 1. [ play habitually.

2. I used to play but not any more. — go to [@10]]

[If the answer is “2-4",

[1f the answer is “1” in 1)) —»[If the answer is “1” in 2) ]

2)Do you play pay—to—play games on mobile phones?
<Choose only one.>

3)Please select all types of paying methods you have used
for mobile phone/PHS games. < Choose any number of answers.>

1. Yes, I play pay—to—play games.

2. No, I play only free games.—[If the answer is “2”,

1. Fixed charge (monthly fee)
2. Quantitative charge (fee for one play or playing time)

go to [Q10].] 3. Charged by item/avatar

IQuestlons about on-line games (excluding social games)

: *Includes MMOPRG, RTS, match—-up combat games, etc. and Web browser games (puzzles/card games etc.) that function in real time.
Excludes social games.
:‘*Please give answers only for household videogames and/or PC games. Exclude mobile phones/PHS,

m 1)Do you play on-line games? <Choose only one.>

—— 1. [ play habitually.
2. [ used to play but not any more. —/

3. I have an interest but have never played before.
4. 1 have no interest nor have played before.

go to [Q11]]

[If the answer is "2-4",

—[Only if above answer is “2”]
3)Please select all types of paying methods you have
used for network games.

[Only if above answer is “17)
2) Do you play on-line games with fees?
<Choose only one.>

1. Fixed charge (monthly fee)
2. Quantitative charge (fee for one play or playing time)
3. Charged by item/avatar

1. Yes, | play pay—to—play games.
2. No, I play only free games—»[If the answer is “2”,
go to [Q11]]

B Questions about arcade games

m 1)Have you ever played arcade games? <Choose only one.>

3. I have an interest but have never played before.
4. 1 have no interest nor have played before.

1. I play habitually.
2. I used to play but not any more.

B Other game-related questions
m 1) Has your game playing time increased or decreased after the March 11th earthquake? <Choose only one.>

1. Increased 2. Not changed 3. Decreased

2)Have you done anything to help the victims of the disaster? <Choose any number of answers.>

1. Donation 4. Purchase of charity items in games 7. Other actions
2. On-site volunteering 5. Purchase of charity game software Specifically
3. Purchase of products fror 6. Purchase of game-related goods at charity auctions
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m 1) Do you know that a “rating label” is attached to a game software package? <Choose only one>

1. Yes, and I have already seen the label on a product package.
2. Yes, but I have never seen the label on a product package yet.

3.No — [If the anweris "3”,
Go to [Q14] ]

I

d

[If the answer is “1” or “2")

<

2)Do you know how the “rating label” works? < Choose only one.> If yes, please describe its function.

1. I know much about it 2. 1 know roughly about it
L

If the answer is “1” or 2"

3. I know little about it 4. ] know nothing about it

T J [Function you know of:

3) Do you know that “Only 18 or older” is included in the rating labels? <Choose only one.>

1. Yes, and I have already seen the label on a product package.
2. Yes, but I have never seen the label on a product package yet.

3. No

2)Please describe what your expectations are for and/or what you are dissatisfied with the household videogame industry

Bl Questions about TOKYO GAME SHOW

IS 1) How did you know of “TOKYO GAME SHOW 2010”? <Choose any number of answers.>

1. TV

2. Radio

3. Newspaper

4. Game magazines

5. General magazines
6. Posters/Leaflets at a store
7. Posters at a railroad station

9. Official site of CESA
10. Websites of TGS exhibitors

8. Friends/Acquaintances/Family 11. Other websites

12. Invitation ticket

13. Because it's an annual event
14. Others

[ Specifically

2) TOKYO GAME SHOW has been held 20 times so far (Summer in '96, Spring and Autumn from '97 to 2001 and Autumn
from 2002 to 2010). How many times have you visited? <Choose only one.>

1. I have visited all 20 times before. 2. I have visited(

3)How long are you going to spend at TOKYO GAME SHOW 20117

4)How many games are you going to try at TOKYO GAME SHOW 2011?

5)Which company’s booth do you think was the best among all the exhibitors

at TOKYO GAME SHOW 2011? Please specify only one company.

¥ As for the respondents who have just arrived at the show, which booth do you want to visit best?

)times. 3. This is my first visit.
__________ y About ( ) hours
---------- ->= About ( ) games§
----------- P

6) The areas below have been set up at TOKYO GAME SHOW 2011. Which did you visit or plan to visit without fail?

<Choose any number of answers.>

Manufacturers’ Booths (Hall 2-6)

Sales Area (Hall 1)

Cheer Up Japan with Games Area (Hall 1)
Game Devices Area (Hall 2)

International Pavilions (Hall 3)

Game PC/PC Network Games Area (Hall 4)
Business Solution Area (Hall 5)

Nookwd =

8. Mobile/Social Games Area (Hall 5)

9. Cloud Computing/Data Cener Pavillion (Hall 5)
10. Game School Area (Hall 6)

11.  Fighting Game Competition Area (Hall 7)

12. Dining Place (Hall 7)

13. Event Stage (Hall 8)

14. Family Area (Hall 8)

[If you selected [3. Cheer Up Japan with Games Area] in 6)]

7) Did/Will you write on a message card in the area? <Choose only one.>

[If not, go to 9).]

1. Yes

2.

No

8)Please describe what you think of the Cheer Up Japan with Games Area.

9)How much are you satisfied with “TOKYO GAME SHOW 2011”2 <Choose only one.>

1. Very satisfied 2. Fairly satisfied 3.1 can't say

4. Little satisfied 5. Unsatisfied

10) Do you want to visit the next TOKYO GAME SHOW? <Choose only

one.>

1. By all means 2. If possible 3.1 can't say

4. Not really 5. Never

Thank you for your cooperation.
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Appendix 2) Location of questionnaire booths

% : Location of questionnaire booths

1Hall

Cheer Up Japan with
Games Area

[ * |

Japan Game Award
voting area

Sales area Entrance

[2—C1]KONAMI [2 —N1 ]Microsoft Japan

4 rE T v 4 .
[4-N1 ]S.parks
[4—s1] (5—C1] (4—N4] [y N
ACQUIRE CESA
A |—>
[4-N2])FLC Promotion
[4—N7]Wiz§rds of the coast LLC
BANDAI NAMCO Games ¢

Sony Computer <~ [4-N6]

Entertainment KGS Inc.
[4-N4]MORI GAMES —|->_

Gaming PC WORLD

[Game PC/PC Network Games Area]

8Hall

Exit

Event Stage Family Area Entrance
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