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MLBE 09 The ShowE joi

MLBE 09 The Show
latest version in Sony

Computer Entertainment
America's (SCEA) best-
selling, high-definition

baseball franchise for -
PlayStation®3 ( PS3 E)¥
system, and the first
Blur ay E Disc ti
SCEA to incorporate dynamic
in-game advertising.
Read more here —
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http://www.igaworldwide.com/aboutus/pr/pressreleases/mlb-the-show.cfm
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The Stat Box

Young Adults T Gaming Statistics:

-- 97% of teens ages 12-17 play
computer, web, portable or console
games (99% boy/ 94% girl)

-50% of pl aye
-- 86% of teens play on a console like
Xbox, PlayStation®3 or Wii

-- 73% play on a desktop or laptop
computer

teens

-- 60% use a portable gaming device
like a Sony PlayStation® Portable, a
Nintendo DS or a Game Boy

-- 48% use a cell phone or handheld
organizer to play games

Source: Pew Internet and American Life Projec
February 2008.

Industry Highlights

Nielsen: Video Games Approach 5th Network
Status

Americans as a whole spend more time playing
video games than they do watching the CW
television network. And video games -- the real
fbth N e t w 6-mhydeven be closing in on NBC.
March 25, 2009. LINK
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Study shows in-game advertising more
effective than TV

An Online Video Advertising Effectiveness study
demonstrated that in-game advertising can
deliver a 500% increase in consumer brand
awareness and raise brand perception more
than 50%.

March 24, 2009. LINK
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/PC and Video Games in the US
Household:
-- 65% US Households play PC or video
games
-- 57% play with other gamers in-person
iy Awerage maleganger has been
playing for 15 years
Source: ESA, 2008 Essential Facts About the Video
Game Industry. )

éonsumers will continue to spend
money and time on video games:
-- Video game consumers believe
games offer the best value of
entertainment for their dollar; a $60
game can provide 60 hours of
entertainment
-- Games offer a social experience,
unlike movies or television

Source: PWC: Global Entertainment and Medy

outlook 20082012.

Games Again Defy Economy

As the economy continues to struggle, retail
sales of games, hardware and accessories
rose 10 percent to $1.47 billion, driven by sales
of Nintendo products and Capcom's Street
Fighter IVé Hardware sales were $532.7
million, an 11 percent increase year-on-year.
March 19, 2009. LINK

Online gaming is driving internet growth

The surge in popularity of online gaming is
having an impact on the overall growth of
internet usage, which increased by around 50
per cent in the past 12-18 months.

March 18, 2009. LINK


http://www.gamesindustry.biz/articles/online-gaming-is-driving-internet-growth
http://www.brandrepublic.com/Digital/News/893744/Study-shows-in-game-advertising-effective-TV/?DCMP=EMC-Digital-Bulletin
http://www.adweek.com/aw/content_display/news/agency/e3i4f087b1aeac6f008d0ecadfeffe4a191
http://www.edge-online.com/news/games-again-defy-economy
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Win a PS3 and top video games: www.gamingisthenewTV.com

Check out the new game show reel: www.igaww.com

Posterscope teams
up with IGA

ABi |l | boar dPostdrsoopegoh behalf gf

its clients will appear in contextually relevant

locations inside IGA's network of premium

computer and video games, simultaneously

with their display in the real
article in Media Week or online here.

MediaWeek
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http://www.mediaweek.co.uk/news/search/895300/Posterscope-run-in-game-ads-simultaneously-outdoors/

