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GAMING

Mobile phone remains #1 gaming device

MONTHLY GAMING
Mobile remains #1, but is decreasing
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GAMING PER AGE SEGMENT
Popularity of gaming strongly dependent on age

MOBILE IS THE MOST POPULAR
GAMING DEVICE FOR 15-59
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EVOLUTION OF DEVICES USED FOR GAMING

QO % or MoNTHLY GAMING

COMPUTER IS THE MOST POPULAR
GAMING DEVICE FOR 60+
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Catch more trends in Flanders’ media possession and use at imec.be/digimeter



