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“If you do not offer them something of value now, you 

will be irrelevant to them for the rest of their lives.”  

                               ~Eli Neiburger, Ann Arbor Library 

The head
 of house

hold play
s computer or 

video gam
es in 69%

 of American Ho
mes. 

Women age 18 or older represent a greater portion of the gaming population (30%) than boys age 17 or younger (23%). 

In 2005, 25% of all gamers 

were over the  age
 of 50. 

Average age of game players is 33. 

Adu
lt ga

mer
s ha

ve b
een 

play
ing p

layin
g 

com
pute

r or 
vide

o ga
mes

 for 
an a

vera
ge o
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12 y
ears

.  Among gamer parents, 80% report 

playing video games with their 

children. 

Games: 

-help us test our problem solving-skills 

-are inclusive 

-create community 

-facilitate learning 

-develop identity 

-build leadership and team skills 

Women over 40 are the largest group of online gamers. 

“Mature” g
ames make up 

only 15
% 

of the v
ideo-ga

me market an
d are  

disprop
ortiona

tely rep
resente

d in the
 news. 

Statistics and information from: Library Technology Reports, Sept/Oct 2006. 

The “gaming” generation (90 million) is larger 

than the baby boomers (77 million). 


