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6"&—| INTRODUCTION FROMTHE CEO  |—

DIREC

Continuingthe ten-year process of the Iran Computer and Video Games Foundation
> in conducting biennial surveys to monitor and analyze the datarequired for video
games, when the world was facing special conditions of Covid19-, this program with
aslight delay, was done diligently by all the efforts of the foundation's personnel.
With the hope that this survey and trend review results over the last decade will further highlight
the importance and value of the digital gaming ecosystem at all levels for policymakers,
legislators, and families.
Areview ofthe survey's outputin different sections shows that games as a medium or cultural
product compared to other media or cultural and artistic products have found a significant
roleinthelifestyle, value system, and economy of people of different ages and social classes
and created assignificant difference in the number of audiences, the type of spending, and
the penetrationrate.
This survey's outcome and the relative analysis should be a preface to a new design,
planning, and policy-making that provide appropriate responses and strategies for effective
governance in this area and implement changes in the digital gaming ecosystem in
technological dimensions and communication institutional capacities. From this capacity,

serious steps should be taken to promote the indusiry and the games’ content.

Sayed Sadegh Pejman

President of Iran Computerand
Video Games Foundation (IRCG)
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— INTRODUCTION FROM THE RESEARCH DEPUTY |—6"§»

The series of National Surveys of Digital Gamers in Iran has recently reached its tenth year. Moreover, despite all the
> issues caused by Covid19- pandemic, we have identified the state of game consumptionin Iran as ourfifth step, which

results in numbers that can provide areasonable history of what has happenedin Iran's gaming market so far to better
prepare for the future.
Although Mobile is still the most popular gaming platformin Iran and the driving force of this ecosystem, the users' reception of
the eighth generation of consoles thatleadsto aresurgence ofthe average age, the surpassing ofthe console gamers overthe
computergamers, andincreasing the spending of the gamers (due totherise inthe exchangerate), perhaps has beenthe most
important event oftherecent period. In additionto re-emphasizing that games are not justfor children, allthe above ascertain
the necessity of more intense gaming platforms. Hence, according o Iranian console-game developers' accomplishmentsin
recentyears, more efforts atthe policy-making and firmlevel are expectedto create console games.
Herein, the information presentedin thisreport and subsequentreports fromthe survey stand out as the statistic ofthe megatrends
of Iran's market compared to platform-level information (for example, about the mobile gaming community), firm-level, and
eventheinformation withinthe games (e.g.,inthe form of a case study of the successfactors of a particulargame).
Asolereport published by DIREC or any other partnerinstitutionisinsufficientto decide onthe governance policies, investment,
production, publishing, and other activities in this field. Thus, a holistic view of all this data is the preface to decision-making
at alllevels. However, the information obtained from the National Survey has been missing from the data shared by various
organizations, and we hope that publishing it will be a step toward the excellence of this artindustry in Iran.

Hamed Nasiri
Research Deputy of IRCG
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4 — HOWTHIS RESEARCHHAS BEEN CONDUCTED? |—

The National Survey of Iran Computer and Video Games Foundation has been
> approximately held every two years since 2010, and the currentreport is aresult of

the analysis ofthe National Survey data of 2019. Due to the coronavirus epidemic and
field researchrestrictions, this survey was conducted via the RDD method for the first time.
The "stratified-Multistage Clustering” integrated sampling method was used to conduct the
survey, and the clusters are available in all provinces of Iran, including state capitals, non-
central cities, and villages of each province. On the other hand, Digital Game Research
Center (DIREC) randomly generated all the phone numbers. Also, in data collecting, the
information was gathered from more than 9,200 households, and more than 3,000 gamers
were interviewed.
Landscape Report of 2019 indicates the most significant information on Iranian gamers’
consumption untilthe end of 2019. In thisreport, a person playing at least an hour a week,
on atleast one of the main digital game platforms, including Mobile, Computer, or Game
Console, isreferred to as the digital game gamer. Also, to facilitate the report'sreading, the
numbers are rounded as possible.

Mohammad Reza Seydi
Director of Stafistical Analysis
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The Average Gameris 22 yearsold

Teens
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Smartphone Gamers Tablet Gamers
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The Average Gamer spends
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minutes forgaming perday

%65 of Gamers play online

%49 of Gamers play everyday
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Iran Population
8 3 Million *

*Based ondata of Statistical Center of ranin 2019

persons out of 100
Iranian people are gamers
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29 women out of 100 Iranian women
and 47 men out of 100 Iranian men

are gamers
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Iranian Gamers (Million)
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Iranian gamers population growing at CAGR of 8% over2010-2019
This growthin the first years of the 2010s with the spread of the 4G mobile internet and the emergence of mobile

platform as a dominant platform for gaming faced significant growth and then the growth rate has decreased.
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Average age of Iranian Gamers The Iranian Average Gameris
) 2 2
1 22
20.5
20 yearsold.
20 18 19.5 19
16 16.5 17
10
2010 2011 2012 2013 2014 2015 2016 2017 2018 2019
Withthe growth of Mobile games and therefore increasing the number of adult gamers, the average age of Thereis an average of 1.9 gamers
Iranian gamers isrising. However, in the mid2010-s and the acceptance of digital games as a new entertainment ineach Iranian household thathas
channelfor children between the Iranian families, the average age has been decreased temporarily. atleastone gamer.

The Most Significant Information of Digital Games Consumption in Iran
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Age Group: Children

3-11

547

play daily

41%

of gamersin this
age group play online
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Gamersin this age group usually recall their
populargames by generaltitlesincluding
Makeup Games, Car Games and Puzzle Games.
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Age Group:Teens

12-17

487

play daily

80%

of gamersin this
age group play online
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Age Group: Young Adults

18-34

467

play daily

727

of gamersin this
age group play online
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Age Group: Middle-Aged Adults
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Age Group: Older Adults

approximately

[0 100% cemes
L 9% S
€ 29, Somer

Most Popular Game Genres
| |
| |

1.Puzzle 2.Strategy 3.Arcade

637

play daily

487

of gamersin this
age group play online

7 1

Average
gaming time
perday

Most Popular Games

1 2
1 Differenttypes of Sudoku
. oA and Card Games
M)ﬁ Fandogh

Amirza
] ] I The Most Significant Information of Digital Games Consumption in Iran I



2019

47 25%

Play onthree Playontwo
platforms platforms

1%

Play onjustone
platform

-] WHATTHEY PLAY? I—og

®Football

m Lo oy

FIFA

@3 etby

F \
Baghlava c'“.l." n“T\ Mosi
i Most
5;:5::3 Pc(;)pulqr 2. strategy POpUlCII‘
ame
g&i&“ Genres . PUBG Game
Mencherz @ E’g Tiﬂes
4.shooter 3.Puzzle

CLASH
Quéz of Kings Rnymg@

COUNTER o O
ﬂ STRIKE J).*.'o)
Amirza

The Most Significant Information of Digital Games Consumption in Iran I ] 2



Landscape Report

@O—I WHATTHEY PLAY? }— A

Paying AttentionTo

Number of gamesratings The Age Rating

assigned by the ESRAin 2019

25% 22%

Always Never

et (3] 3|8 2|'| 4|'| 26 91

games @ | |
12

Esﬂ’x ESIﬂ‘X Eslﬂ'; ESIﬂ‘X Esﬂ’:

| | 53%

| | |
5 02719 448 194 38 3

Inthe mid2010-s, along with anincreasein

children's number among Iranian gamers,
paying attentionto the ageratingis
decreased. However, finding based onthe
2019 survey shows the greatest attentionto

ageratinginrecentyears.
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The Average Gamerspends
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Online Gamers

7065
%56
7048
%044

7039

%34
7030

7024

%17
%14
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The number of Iranian online gamers increase approximately 9timesin 10years.
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15%

of Iranian gamers are

50%

very interested in watching Sometimes

others’ playing.

Areyou
interestedin
watching others’
playing?

Game streaminginIranis growing, and Iranian streamers are gradually finding their audiences. Findings show that
asignificantnumber of Iranian gamers have aninitialinterestin watching gaming contents. However, thisinterestis
notjustforstreamingin atechnicalsense and caninclude watching children, friends, or others’' playing.

] 5 I The Most Significant Information of Digital Games Consumption in Iran
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Iran GDP

= 485,000,000,000.

GDP Per Capita
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HOWTHEY BUY?

Spendingon
Mobile platform

Inthisreport, "Spending on mobile
platform” means allmoney spent by
gamers for accessing mobile games
such as premium games, in-game
purchases, buying game accounts,
buying gift cards, and etc.

Onthe otherhand, itemssuch as
purchase of mobile hardware, in-app
advertising, revenues of internet service
providers, revenues of complementary
industries, or additionalrevenues that
are not paid directly by gamers are not
considered.

] 7 I The Most Significant Information of Digital Games Consumption in Iran

Landscape Report
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In2019, the total spending on the Mobile platform was

usbD’
equalto about 77 out of total Iranian digital gamers spending.

“The actualspending s estimated by the common Iranian currency whichis “Toman”. Subsequently, it has been
exchangedto USD based on the average exchange rate for all2019 working days.

. \ Share oflocalgames [

Share of non-localgames []

The market share of local games (consist oflocally developed and localized games) is

usb

This shareisincreased ata CAGR of over2015-2019.
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In2019, the total spending on Console and Computer platforms was

320 million..

21 5.6 mi"ion USD spenton hardware and 1 04.4 mi"ion spent onsoftware.

9% 8% 2%
. Share oflocalgames
D Share of non-localgames @ e @

The market share of local games (consist of locally developed and localized games) in software spending is

0. 7 mi"iO n UsDforlocal Console games and 1 . 7 mi"iO n USD local Computer games.

Although the Market share of local games out of fotal spending on Console and Computer gamesincreased ata
CAGRof477% over2015-2019, practically the Console and Computer games’' market share decreases due tothe

increase of USD to Rial exchange rate.

Spendingon
Console and Computer
platforms

Inthis survey, spending on Console
and Computer platforms is questioned
separately forhardware and software.
Software spending, includes all
money spent by gamersfor accessing
Console and Computer games.
Hardware spendingis divided intfo
two subgroups: spending on console

devices and gaming peripherals.

The Most Significant Information of Digital Games Consumption in Iran I ] 8
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HOWTHEY BUY? |— E—

In2019, the total spending of Iranian gamers
on hardware and software were approximately

343 million..

Game (Software) Gaming Hardware
127.4 million USD T 215.6 million USD
Mobile games Console games Computergames Console devices Gaming peripherals
23 million USD 94 million USD 10.4 million USD 179 million USD 36.6 millionUSD

Non-local
Console games
93.3 million USD
Local Local Non-local Local
Mobile games Console games Computergames Computer Games
6.3 million USD 0.7 million USD 8.7 million USD 1.7 million USD

] 9 I The Most Significant Information of Digital Games Consumption in Iran I



Thisreport's presented datawas a
landscape of the consumption
patterns and spending of digital
gamersinliran.

In additionto the Console platform's
prominent effect, which has a
significantimpact on market
turnover, some currenttrends and
developments will affectthese
change patterns. The mostimportant
ofthese trends are asfollows:

—{ HEADING FORWARD

Gaminginthe Covid-19 Era

> Lockdown during the Covid-19 pandemic hasled
consumers to interact with Mobile games more than
ever and turned March 2020 the highest-grossing monthin
the history of the digital gaming industry, according to Forbes
(2020). In one case, "Animal Crossing: New Horizons" alone
sold over 5 million digital unitsin March, more than any other
console gamein history.
Gaming has a strong potentialto provide aform of social
interactionto tackle socialisolation.
The effects of the Covid-19 onthe revenue of gamingindustry
growthis also noticeable in Iran. According to Cafe Bazaar,
users have downloaded and updated applications and
games 314 milliontimesin about 45 days whichwas 33%
more thanthe previous weeks. A survey conducted by DIREC
inthe spring of 2020 shows that 44% of game studios reported
anincrease intheirincome due to Covid-19.

The Most Significant Information of Digital Games Consumption in Iran
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HEADING FORWARD b— —

Changing Business Models Blockchain for Games
> Mobile, asthe platform with the most active audience and Blockchaintechnology hasindeed opened its way into many fields,

the largest marketfor Iranian games, hasbeen gradually > anditsimpacton people’s public lifestyles is one of the most predicted
affected by shiftsin monetization methods. phenomena. Specifically, in gaming, blockchain can help toimprove the market
The growth of hyper-casual games and the stabilization ofthe mechanism andincrease intellectual property rights security.
Game-as-a-Service (Gaas) paradigm are consequences of this The games developed to exiract cryptocurrencies; also the technology itself
change. However, new models’success, especially thefocus o providesfeatures such asfacilitating paymentforthe game,
nin-app-payment methods, has been extended to other platforms, protecting developers'intellectual property rights, cheaper exchanges by
and Console and Computer games are also applying this approach. eliminating third parties, facilitating sales between gamers, etc.

The growth of advertisingrevenue and the decline inthe average
income per DAU is another consequence of hyper-casualgames'
growth andis a global phenomenonin the digital gamesindustry.
Onthe otherhand, we see the increasing transformation of games
into infrastructure and platform for continuous creation and
republishing of content, increasing the game life cycle,

and keeping it dynamic. Developing strategies such as Live Ops

and Game Pass have become the dominant game design

challengesinthis field.

2] I The Most Significant Information of Digital Games Consumption in Iran I
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Esport Athletes

The development of esports and therise of e-athletes is
> another prominenttrend in the digital gaming market.
Newzoo (2020) estimates that e-sports will generate more than
$1.5billion by the end of 2023 and capture alarger share of the global
market. By the end of 2017, e-sportsrevenue was about $ 465 million,
accordingtothereport. Moreover, despite the negative impact of the
Covid-19 pandemic on this market, occasions such as adding these
types of sports to the Olympic Games and recognizing various
business models will compensate for this short-term decline.
In addition to various informal and local sports sessions in Iran that are
spontaneously held in different cities, some official leagues have also
been active, and more than 112,000 people in various disciplines have
participatedin “1IGC2019".

—{ HEADING FORWARD

CloudTechnology and Cross-Platform Games

> Cloud serviceis animportant step fowards arevolutionary change inthe

entertainmentindustry. In addition to solving the common problem of
game software piracy via security protocols on cloud servers, Cloud service will
also provide variousrevenue models for game developers. More importantly,
the consolidation of this technology makes the platform or gaming device and
its models and capacity virtually ineffective, and the game contentis used by
gamersregardless of the platform. Newzoo (2020) has forecast cloud game
revenue of more than $ 3 billion by 2023.

The Most Significant Information of Digital Games Consumption in Iran
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HEADING FORWARD b— —

Serious Games, Beyond Entertainment

Serious games are subdivisions of digital games made for other
> purposes than sole entertainment and have specific design
goals. Using serious games in education, advertising, treatment, etc.
has opening new doors ahead of the game indusiry. Comparing to

other areas, this field of game developmentis dependent onresearch,
development, and academic studies. For thisreason, expanding the
boundaries of serious gaming does not depend only on the creativity
and technology of the gaming industry; rather, every new scientific
discoveryinthefield of neuroscience, cognitive sciences, medicine,

Streaming

etc. opens anew chapterin serious games.
Accordingto Allied Market Research, the serious games market will

surpass $ 9 billion by 2023. The number of serious gamesreleasedin Iran > Game streaming competes with music and movie streaming, andregarding

hasincreasedrecently. Also, comparing to the previousfestivals, the its progress inlran, It will positively affect ecosystem growth.

number of serious games submitted to “Serious Games Prize 2019” has Streaming attracts considerable new audiences to the gaming ecosystem.

doubled, and the games developed in the chapter of healthcare have By February 2020, more than 3.8 million unique streamers had generated content at

almostincreased up fo 4 fimes. Twitch, and the average concurrent viewers of March 2020 had reached 1.44 million.

23 I The Most Significant Information of Digital Games Consumption in Iran I
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XR

> The influence and popularity of XR- games are
increasing day by day, and this technology willbe
one ofthe outstanding trends of the entertainment world in the
nextfew years. SuperData (2020) predicts that the market for
this category oftechnologies (including AR, VR, and MR) will
reach $ 12 billion by 2023. Covid-19 pandemic hasincreased
the popularity of such technologies. XR allows gamers to
obtain new experiences withoutleaving theirhomes.
More than ever, XR will bridge gaming to other entertainment
areas, which is why somereferto augmentedreality asa

social platform.

—{ HEADING FORWARD

Co-creation with Gamers

> Inthe classic approach tointeract with gamers, these users
have a passive role in game design and development.
Gradually, with the growth of social networks and user communities,
these audiences play more differentrolesin developing agame, such
as providing feedback, word of mouth promotion, participating in parts
of contentdevelopment, and so on.
The further we go, the more active and serious these roles become;ina
new approachto users, they can be assumed as partnersin
co-creating games, and game development without users' active
presenceis considered impossible. This processis called the
democratization ofinnovation.

SadeghTolou
Director of National Survey

The Most Significant Information of Digital Games Consumption in Iran
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Aboutiran
Computerand
Video Games
Foundation
(IRCG)

25 I The Most Significant Information of Digital Games Consumption in Iran

Today, digital games as artistic and commercial products have extensive culturaland economic
impacts; thus, it seems necessary to pay attention to this area and to establish a set of goals and
responsibilities for Iran's adminisirative organizationsin this sector.

Iran Computer and Video Games Foundation, as a subdivision of the Ministry of Culture and Islamic
Guidance, isin charge of Iran’s digital games ecosystem which has been founded to plan and
support aset of activitiesrelated to the digital games area.

The main missions and goals of the IRCG, along with policy-making and planning, ingeneral, can
be divided intofour aspects: support and training of Iranian game developers, market supervision,
and game studies andresearch.

Landscape Report
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About
DIREC

—{ WHO WE ARE?

In the growing environment of the digital games market and industry in Iran and the world, the

existence of accurate information and knowledge is crucialto analyze therules, policies, industry

conditions, competition atmosphere, consumer tendencies, and other indicators of business

developmentin the field of digital games.

Theresearchdepartment of IRCG, titled the Digital Games Research Center (DIREC), wasfounded

in2015 with the primary purpose of increasing the share of researchin the digital gamesindustry.

Inthisregard, DIREC has established interactive communication with industry activists, including

game studios, publishers, media, universities, and policymakers, and has accessto considerable

amounts of data and information by conducting periodic surveys on consumer behavior studies

across the country.

DIREC is the official reference for publishing statistical reports and enhancing the theoretical

foundations of the digital game industry in Iran and is mainly active in the following four areas:

> Conductingresearchesinthe field of macro policymaking of digital games ecosystem

> Increasing the ecosystem intelligence by publishing statistical and analyticalreports

> Improving the theoreticalfoundations of game studies and enhancing the connection
between the industry and academia

> Supporting theresearch, production, and promotion of Serious Gamesiin Iran
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DIREC is the official reference for publishing statistical reports and enhancing the
theoretical foundations of the digital game industry in Iran.

Address: DIREC, 4th Floor, No. 32, Golzar St, Zirak
Zadeh $t, Varavini $t, Soleyman Khater St, Mottahari
$t, Tehran, Iran

Website: www.direc.ir
E-mail: research@ircg.ir
Tel: +98-21-88310222 (413)
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