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RESEARCH OVERVIEW 

Research Objectives  

ÁDetermine the percentage of US and UK Internet users who play social games more than 

15 minutes per week. 

ÁIdentify changes in social gameplay that have occurred since the previous social game 

player survey including gameplay behavior, preferences and the purchase of virtual 

currency with real-world money. 

ÁUpdate the profile of the typical social game player. 

ÁExamine the differences between social game players and avid social game players (those 

playing six or more hours a week). 

ÁBenchmark to the January 2010 social gaming survey as applicable. 

Data Collection Overview  

ÁMethodology: Web survey (ePanel) 

ÁAudience (US and UK Internet users) 

ÁSurvey length: 38 questions 

ÁSurvey period: September 15, 2011 - September 22, 2011 

Á1,201 qualified responses (801 US, 400 UK) 

Survey Qualifications  

ÁLive in the United States or United Kingdom 

ÁPlay social games more than 15 minutes per week 
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RESEARCH OVERVIEW - MARKET SIZING 
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ÁSignificantly more Internet users in both the US and UK are playing social games than in 

January 2010.   

Å41% of Internet users in the US and UK have played a social game in the past three months 

AND play more than 15 minutes per week compared to only 24% in January 2010.   

ÅThe number of Avid social game players (those who play at least six hours a week) has 

more than doubled.  
US UK 

2010 2011 2010 2011 

Played in the past 3 months 28% 42% 29% 42% 

Play at least 15 minutes/week 24% 41% 25% 41% 

Play at least 6 hours/week 8% 16% 6% 13% 

Played in the  

past 3 months  

Plays more than 15 

minutes per week  

Plays at least 6 

hours per week  

ÁBased upon a total of 289MM 

Internet users in the US and 

UK (240MM US, 49MM UK), 

there are approximately 

118.5MM social gamers in 

the US and UK combined 

(98MM US, 20MM UK). 



Research Highlights  
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ÁSignificantly more people in both the US and UK are playing social 

games now compared to January 2010 (41% vs. 24%). 

ÅThis equates to a 71% increase or nearly 120 million people playing 

social games. 

ÁSocial gaming continues to grow in terms of frequency and hours per 

week played.  

ÅThe number of Avid social game players (those who play at least six 

hours a week) more than doubled from 7% to 15%. 

ÅTwo-thirds or 81 million people play at least once a day, while 41% or 

49 million people play multiple times a day.  

Å42% said their social gameplay has increased over the past three 

months. 

ÁDesktop and laptop computers continue to be the primary device used 

when playing social games but use of game consoles and handheld 

devices (mobile phones and tablets) is increasing. 
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RESEARCH HIGHLIGHTS 
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RESEARCH HIGHLIGHTS 

Á30% or 35 million people are considered new to the category, playing for 

the first time in the past year. 

ÁSocial gaming is slower to catch on in the UK, with 38% having played for 

two or more years compared to 51% in the US. 

Á17% of current social gamers are ònew game playersó who have not 

played games on other platforms prior to trying social games.  

ÅThese new gamers, the majority of whom are 50+ year-old females, play 

social games less often than veteran gamers and are less likely to 

purchase virtual gifts.  

ÁThe number of social gamers who purchased virtual currency with real-

world money increased sharply compared to January 2010 (26% vs. 14%).  

This equates to a 86% increase and 31 million people.   

ÅThe likelihood of social gamers to purchase virtual items in the future 

increased. 

ÅAvid social game players earn/spend, purchase  and give more virtual 

currency and are more likely to purchase virtual items in the future. 

ÅMales are more likely to purchase virtual currency. 
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RESEARCH HIGHLIGHTS 

ÁMore people between the ages of 18 ð 29 are playing social games and, 

as a result, the average age of a social game player has declined from 43 

to 39 years. 

ÁAds promoting games on social networking sites and word of mouth 

(recommendation from friend, relative, colleague or receipt of an alert 

from an online friend) continue to be primary ways Internet users hear 

about new social games. 

ÁThe average number of social games played increased, with current 

social gamers playing an average of 7.8 different social games compared 

to 6.1 in January 2010. Avid social gamers have played an average of 11.4 

social games. 

ÁBased upon weekly gameplay, FarmVille and Bejeweled Blitz continue to 

be two of the most popular social games in both the US and UK, 

followed by Mafia Wars. 

ÁWhile the majority (82%) have never used a hack, bot or cheat to gain an 

advantage in a social game, 8% use them regularly or occasionally. 



Social Gamer Profile  

For the purposes of this survey a social gamer is defined as someone who has played an online social 

game on a social networking site in the past three months and plays more than 15 minutes per week. 
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GENDER 

ÁThe proportion of male and female social gamers remained stable over the past 20 months 

with females continuing to outnumber males (55% vs. 45%).   

ÁThe gender difference continues to be slightly greater in the UK, where female social 

gamers outnumber males 58% to 42%. 
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Q31  Gender 
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US UK 

2010 2011 2010 2011 

Male 46% 46% 42% 42% 

Female 54% 54% 58% 58% 
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AGE 

ÁSocial gaming has experienced an 

influx of younger game players. 

ÅThe average age of a social game 

player has declined since January 

2010 from 43 to 39 years. 

ÅThe number of social game players 

who are under 30 increased from 

19% to 30%, while those 50 years 

and older declined from 38% to 

32%. 

ÁSocial game players from the UK 

continue to be younger than those in 

the US. 
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Q32   Age 

US UK 

2010 2011 2010 2011 

Average Age 45 41.2 38 35.5 

21 and under 4% 9% 9% 9% 

22 - 29 11% 21% 22% 25% 

30 - 39 20% 17% 25% 26% 

40 - 49 20% 14% 22% 21% 

50 - 59 26% 18% 15% 13% 

60 + 20% 20% 8% 7% 

Average Age  
 

All 2010:  43.0 

All 2011:  38.6 

All Avid:  39.0 

US Avid:  42.2 

UK Avid:  37.2 
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GEOGRAPHIC LOCATION (STATE/REGION - US ONLY) 

ÁOne-fourth (26%) of the US respondents live in the Southeast region, while 17% each live in 

the East or West regions. 
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Q38  Region 
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West  (AZ, CA, CO, HI, NV, UT)  



Social Gameplay Behavior  
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DEVICES USED TO ACCESS SOCIAL GAMES 

ÁIn addition to playing social games on a 

desktop or laptop computer, more than 

one-third (38%) play on a mobile phone, 

20% use a game console and 10% play 

on a tablet. 

ÁiPads or other tablet devices are more 

popular among US social gamers, while 

gameplay on a mobile phone is higher 

among those in the UK. 

ÁAvid social gamers use a mobile phone, 

tablet or game console more to play 

social games. 

ÁNOTE:  Although a direct comparison cannot be made 

to the January 2010 data due to changes in the 

question elements, the prior study results are provided 

below as a reference.  In addition, the majority (63%) 

continue to play social games on only one device, 

although use of three or more devices increased from 

only 5% in January 2010 to 12%. 
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Q5  Which devices do you use to access games on social networking sites? 

US UK 

Desktop/laptop  96% 92% 

Standard or web-enabled phone 8% 13% 

Smartphone 28% 29% 

Game console 20% 19% 

iPad or other tablet  12% 8% 

2010 Overall  US UK 

Desktop computer 71% 76% 61% 

Laptop computer 50% 45% 60% 

Mobile phone  9% 8% 12% 
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CHANGES IN GAMEPLAY OVER THE PAST THREE MONTHS 

ÁAs previously indicated, social gaming continues to grow in terms of frequency and hours 

per week played and as a result 42% said their social gameplay has increased over the past 

three months compared to 35% in January 2010. 

ÁMore than half (56%) of the Avid players have increased their social gameplay in the past 

three months. 
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Q9  How has your gameplay on social networking sites changed over the past three months? 

35%
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42%
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US UK 

2010 2011 2010 2011 

Increased 34% 41% 35% 43% 

Decreased 10% 12% 12% 14% 

About the same 56% 48% 53% 43% 
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LENGTH OF TIME PLAYING SOCIAL GAMES 

ÁMore than two -thirds (69%) of the 

social gamers surveyed have been 

playing social games for at least one 

year, with almost half (46%) playing for 

two or more years. 

ÅThis represents a significant  increase 

compared to the 2010 survey where 

56% played for at least one year and 

36% played for two or more years. 

Á82% of the Avid social gamers have 

been playing social games for at least 

one year, of which 44% have played for 

more than three years.  

ÁThose in the UK are newer to social 

gaming, with 38% playing two or more 

years compared to 51% in the US. 
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Q1  How long have you been playing social games? 

US UK 

2010 2011 2010 2011 

< 1 month  2% 2% 2% 4% 

1 - 3 months 9% 4% 13% 6% 

4 - 6 months 14% 8% 13% 14% 

7 - 12 months 16% 12% 18% 15% 

1 - 2 years 18% 23% 23% 24% 

2 - 3 years 11% 18% 12% 19% 

> 3 years 29% 33% 19% 19% 
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FREQUENCY OF SOCIAL GAMEPLAY  

ÁThe frequency of social gameplay has 

increased slightly compared to 

January 2010, with a total of 68% 

playing at least once a day, of which 

41% play several times a day. 

Á70% of the Avid social gamers play 

several times a day. 
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Q2  How often do you typically play social games? 

34%

30% 31%

5%

41%
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US UK 

2010 2011 2010 2011 

Several times/day 36% 44% 30% 36% 

Once a day 32% 26% 25% 31% 

2 - 3 times/week 28% 25% 36% 30% 

Once a week or less 4% 6% 9% 4% 

ÁUS social gamers play more frequently than UK 

social gamers, with 44% playing several times a 

day compared to 36% of those in the UK. 
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HOURS PER WEEK PLAYING SOCIAL GAMES 

ÁAs expected, the number of hours 

spent playing social games on a 

weekly basis has increased. 

ÅMore than half (58%) spend more 

than two hours a week playing social 

games, of which 35% are identified 

as Avid social gamers who play six or 

more hours a week.  In January 2010 

only 28% would have been classified 

as Avid social gamers. 
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S3  How many hours a week do you play social games? 

US UK 

2010 2011 2010 2011 

16 - 30 min 12% 8% 21% 10% 

31 - 59 min 17% 10% 21% 16% 

1 - 2 hrs 16% 18% 22% 25% 

3 - 5 hrs 23% 25% 14% 17% 

6 - 10 hrs 18% 18% 13% 17% 

> 10 hrs 14% 20% 9% 15% 
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18% 18%
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ÁUS social gamers continue to be more 

active, with 38% classified as Avid social 

gamers compared to 32% in the UK. 
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LENGTH OF TYPICAL GAMEPLAY SESSION 

ÁWhile the frequency of social gameplay has 

increased in the past 20 months, session 

length has remained fairly stable. 

ÅOne-fourth (25%) play between 16 to 30 

minutes at a time, 27% play for 31 to 60 

minutes and 23% play for 1 to 2 hours per 

session. 

ÁAvid social gamers have significantly longer 

gameplay sessions, with 35% playing 1 to 2 

hours and another 27% playing 3 or more 

hours per session. 

ÁThe session length of those in the US is 

slightly longer compared to UK social 

gamers. 
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Q3  How long is your typical social gameplay session? 

US UK 

2010 2011 2010 2011 

< 11 min  8% 5% 8% 5% 

11 - 15 min 10% 8% 15% 13% 

16 - 30 min 22% 24% 26% 26% 

31 - 60 min 27% 27% 25% 26% 

1 - 2 hrs 24% 23% 19% 21% 

3 - 4 hrs 6% 7% 5% 5% 

5 hrs + 4% 5% 2% 4% 
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