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Foreword

We began national studies of computer game audiences in 2005 to widen the conversation 
about games and tackle stereotypes that prevented an understanding in the wider community 
that computer games were a popular medium that had become not only normalised, but a 
medium valued by Australians of all ages. Rather than challenge negative stereotypes about 
games with rhetoric, we provided quantitative empirical data using established social and 
market research practice – something that had not been available for Australia’s journalists 
AND¬POLICYMAKERS¬WHO¬RELIED¬ON¬OVERSEAS¬DATA�¬/VER¬THE¬lVE¬!USTRALIAN¬STUDIES¬SINCE¬�����¬
we documented the ascendency of computer and video games to centre stage in media 
culture.

Game Play Australia 2005 conveyed the reality that Australia is a nation of game-lovers who 
ENJOY¬PLAYING¬GAMES¬ON¬A¬SPORTING¬lELD¬AND¬ON¬THE¬SCREEN�¬

In 2005:

• 76% of households had a device for playing games and PCs dominated 
consoles, 

• 38% of gamers were female and the average age was 24,
• Less than an hour was the play duration and twice a week was the frequency
• 49% of households had broadband connections,
• 35% played games online,
• 66% of parents played video games,
• 88% said Australia should have an R18+ for games, and
• 68%¬SAID¬CLASSIlCATION¬INFORMATION¬WAS¬VERY¬INmUENTIAL¬WHEN¬CHOOSING¬GAMES¬

for their children.

Interactive Australia 2007 and 2009 illustrated the growing ability of games to foster social 
interaction. Moreover, games consoles and the Internet had matured and grown in popularity.

By 2009:

• 88% of households had a device for playing games and consoles took the 
lead from PCs,

• 46% of gamers were female and the average age was 30,
• An hour was the play duration and every other day was the frequency,
• 81% of households had broadband connections,
• 48% played games online,

• 70% of parents played games,
• 60% of households were home to 2 or more players,
• 91% said Australia should have an R18+ for games, and
• 46%¬SAID¬CLASSIlCATION¬INFORMATION¬WAS¬VERY¬INmUENTIAL¬WHEN¬CHOOSING¬GAMES¬

for their children.

Digital Australia 2012 illustrated the rapid maturation of digital media and more avenues for 
game experiences to anyone who wanted to play. 

By 2012:

• 92% of households had a device for playing games and consoles lead and 
PHONES¬OUTmANKED¬HANDHELDS�

• 47% of gamers were female and the average age was 32,
• An hour was the play duration and every other day was the frequency,
• 83% of parents played games, 
• 70% of households were home to 2 or more players, and
• 41%¬SAID¬CLASSIlCATION¬INFORMATION¬WAS¬VERY¬INmUENTIAL¬WHEN¬CHOOSING¬GAMES¬

for their children.

Digital Australia 2014 completes this phase of reports on computer games and Australians. 
4HE¬PROlLE¬OF¬THE¬GAMER¬AND¬THE¬GAMING¬HOUSEHOLD¬IS¬NEARLY¬SYNONYMOUS¬WITH¬THE¬PROlLE¬
of the typical Australian and Australian household. It demonstrates that multiple screens 
and game devices are commonplace and that games have expanded from the lounge-
room to the pocket, played frequently and for longer durations. It suggests that the moral 
PANIC¬OVER¬ ESTABLISHED¬MEDIA¬ LIKE¬MUSIC�¬ lLMS�¬ TELEVISION¬AND¬GAMES¬ IS¬ NOW¬MOVING¬ TO¬
social media and the Internet. Adult gamers have formed great memories over the years of 
family time, characters, story, play and interaction from a medium that has emerged from 
its adolescence.

As lead author of this series, I hope these reports have served the conversation well.

            Jeffrey E. Brand
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Frequency and Duration of Play
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Gamers who play most frequently and for longer durations are more likely 
to be male and between ages of 6 and 35. By comparison, the lightest 
players are also the youngest in the population. Between these two are 
mainstream gamers. “Video games are an option to spend some time together ... 

Children learn to share and take turns, be more patient and 
pick up tips and tricks from playing with adults also. [Games] 
can present an opportunity to teach motor skills, puzzle solving 
skills and strategic moves to accomplish successful results 
within the game.” 

Male, Parent, 47, Regional QLD, Household of 3

16How Gamers Play

Most gamers play between an hour and two hours at a time and most play 
between daily and every other day. Concentric lines on the radar graph represent 
the number of participants; the radial lines show the duration of play from a few 
MINUTES¬TO¬SEVEN¬OR¬MORE¬HOURS¬WHILE¬THE¬lLL¬COLOURS¬REPRESENT¬FREQUENCY¬OF¬PLAY�¬
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Since most people play…"
look for life-stage impact
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Reasons Gamers Play by Age Group
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15Why Gamers Play

The reasons gamers choose to play varies 
by age group, suggesting that life stages 
play an important role in the way games suit 
varied lifestyles. Social interaction, thrills 
and relieving boredom are the highest 
motivation for playing among younger 
gamers whereas these are a lower priority 
among older gamers. By comparison, 
keeping an active mind and learning are 
priorities for older gamers, while these are 
low priorities among younger gamers.

“[Games are a] great family entertainment medium, far better than just sitting around staring at TV 
which is apparently more socially acceptable” 

Male, 30, NSW Metro, Household of 4
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think about
“I met my husband playing an online game without 
it we wouldn’t have the two great kids we do.“ 

Female, Parent, 42, Regional SA, Household of 4

“…memories of bonding with my brother and 
dad when playing games like Doom, Half Life 
& bouncing around in zero gravity in Unreal 
Tournament. Lots of fond memories there.”

Female, 21, Sydney, Household of 4

“It’s fun to get lost in imaginary 
worlds with players from around 
the world.” 

Male, 27, Regional QLD, Household of 4

“I have many memories of shared victories with 
friends from online gaming as well as just memories 
of having fun times, hanging out with a group of 
like-minded people....” 

Male, 31, Perth, Household of 3

“Gaming brings us together. I am fortunate 
to have grown up with video games and the 
Internet, so I can relate to my child’s need to 
play and use these things….”

Female, 23, Melbourne, Household of 4

“[Computer games] have improved my son’s 
problem-solving ability, taught him strategy 
DQG�HIðFLHQW�XVH�RI�WRROV��FKDUDFWHUV���:H�HQMR\�
WKHP�WRJHWKHU��HQMR\�FROOHFWLQJ�6N\ODQGHUV��LWâV�
D�ERQGLQJ�WKLQJ�ú�

 Male, Parent, 41 Brisbane, Household of 2

DIGITAL GAMES
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Useful, But Limited…
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Gamification and Serious Games
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Gamification and Serious Games
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26Ratings and Classification of Digital Games
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“[Games are] part of contemporary life and you 
feel part of what’s going on - games can be great 
entertainment and relaxation, but selectivity, 
age-appropriateness, etc. must be applied and 
a balance maintained with all the other diverse 
aspects of living.” 

 
Female, Parent, 51, Sydney, Household of 3

Concerns about the risks that may arise from media consumption 
varies by medium and by the audience using the medium. Given the 
opportunity to nominate whether or not different risks are of concern 
to them either for their use of a medium or for children’s use of it, adults 
express concerns about contemporary issues. The ranking of issues 
differs in relation to adults and children with adults’ consumption 
raising concerns about exposure to sexual predators, animal cruelty 
and privacy violations and children’s consumption raising concerns 
about exposure to violence, sex and sexual predators.
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AAA to Indie and Beyond
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Enjoy the end "
of installation!
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