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Power of Play: Europe

Average age

Favorite devices

Playing online 
or in person

Player gender

Top three reasons 
for playing

Male Female

Global

51%
Male

48%
Female

Europe

49%
Male

51%
Female

France

49%
Male

51%
Female

Germany

50%
Male

50%
Female

Italy

49%
Male

50%
Female

Poland

48%
Male

52%
Female

Spain

50%
Male

49%
Female

Sweden

48%
Male

52%
Female

UK

50%
Male

50%
Female

46

UK

UK

UK

42

Sweden

Sweden

Sweden

46

Spain

Spain

Spain

43

Poland

Poland

Poland

50

Italy

Italy

Italy

46

Germany

Germany

Germany

48

France

France

France

46

Europe

Europe

Europe

41

Global

Global

Global 55% 21% 21% 2%

66% 67% 68% 71%
65%

68%
62%

65%
70%

58%
55%

43%

55% 55%
59%

51% 51%

67%

45%
42%

37%
32%

36%

50%
46% 47%45%

53% 22% 23% 2%

59% 17% 21% 2%

54% 19% 25% 2%

50% 35% 14% 2%

54% 22% 22% 1%

52% 26% 19% 2%

49% 19% 30% 2%

51% 19% 27% 2%

1% or less selected Other

Global
59%

34%
17%

France
59%

27%
14%

Italy
56%

22%
12%

Poland
55%

29%
14%

Spain
56%

29%
15%

Sweden
47%

26%
14%

UK
60%

25%
14%

71%

57%

73%

68%

63%

52%

62%

64%

68%

Germany
55%

28%
16%

Europe
55%

27%
14%

Mobile

Daily by myself

Game console/handheld

Others in person

Computer or laptop

Daily online with others

VR headset/device

Online play net positive

To have fun

Stress relief/relaxation

To keep my mind sharp/exercise my brain

Among total players ages 16+
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Benefits of video gamesVideo games improve skills

Global

77%

74%

72%

76%

74%

71%

Europe

73%

67%

66%

72%

70%

64%

Europe

72%
56%

63%
75%

Global

77%
64%

73%
72%

France

65%

61%

67%

68%

63%

46%

France

67%
56%

57%
80%

Germany

69%

58%

55%

55%

59%

64%

Germany

68%
51%

57%
67%

Italy

70%

64%

64%

67%

72%

57%

Italy

71%
49%

54%
73%

Poland

81%

77%

67%

77%

78%

77%

Poland

80%
64%

66%
75%

Spain

75%

69%

69%

78%

73%

67%

Spain

75%
62%

66%
77%

Sweden

72%

67%

65%

74%

64%

59%

Sweden

66%
51%

66%
75%

UK

76%

72%

73%

86%

80%

81%

UK

78%
62%

76%
75%

Help me feel less stressedCreativity Provide me with a healthy outlet for challengesCognitive skills

Problem-solving Help me feel happierAdaptability Help me feel less isolated
Teamwork & collaboration Critical thinking

Players agree that video 
games can improve...

Video games...


