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Gamers in Canada

12,847 active (weekly) gamers

were surveyed across 12 markets.
Here we present the findings for
the 1,013 respondents in Canada.
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2% 74%

play video games to have fun

of gamers in Canada agree there
is a video game for everyone

7%

play to pass the time

Video games serve as a popular stress relief
and relaxation method, more so for females

Playing alone is most common but when it
comes to weekly play, almost half of gamers

in Canada are playing with others online

With other
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With other
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Male gamers are more likely to play with others online and in person
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Usage is particularly high those

aged 19-34
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