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Introducing The Very Adu/t World
of Video Gaming

+ While it is true that only 3% of teens do not
play video games, the online role playing
genre is dominated by adults

1 75% of online role playing gamers are adults

1 Half of Canadian adults have played a video
game in the past 4 weeks. Fewer than one In
five have never played

1 Our teens are entering an  aault world every
time they sign on

1 Only 34% of Canadian parents report playing
their ki dso video games
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What Are These Games Anyway?

1 Massively Multiplayer Online Role Playing
Games ( MMORPGOSs)

} Subscription based, immersive virtual worlds

+ Currently, World of Warcraft is most popular,
with 62% market share of 16 million MMORPG
subscribers

1 The genre was born in its present form in the
| ate 900s with games suc
nicknamed EverCrack



Are MMORPG’s Addictive?

} Average user spends 22 hours per week in -
game, with no variation based on the age of
the player

1 60% of players report having played an
MMORPG for at least 10 hours continuously

1 Extensive surveys show self reports of
addiction as high as 50%, attempting to quit
unsuccessfully, loss of sleep and irritability
when not able to play



Understanding Your Teen’s Virtual
World of Warcraft

v Blizzard Entertainment introduced World of
Warcraft in November, 2004

} Previous non - MMORPG titles included Diablo
and the Warcraft series of strategy games

+ World of Warcraft is a fantasy world, a youth
subculture, and a multi billion dollar business

1 Wrath of the Lich King sold 2.8 million units
In Its first 24 hours
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MMORPG Active Subscriptions
from MMOGChart.com
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The Fine Line Between Devotion
and Obsession

Thou shall be granted § \what is thy first wish?
three wishes!

What is thy sec-
' LEAVE ME
ALONE!!
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The Multiboxing Phenomenon

One adult gamer in his own
words:

olt costs me exa
subscription costs per year with
36 accounts on the 6 month pay
schedule. Not bad considering

| Om | ooki ng at I
and there are more expensive
hobbies out there than World of
Warcraft. ..o
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The Perfect Storm Brewing...

v Social Architecture 0 Guilds, Clans and
Protection in the Digital Jungle

} Open-EndedGamePlay 0The Eter nal
More MiIinutes MomMmO

1 Operant Conditioning 0 Why are we letting
our teens become their own science project?
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