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These graphs show two interesting trends in gaming. [ would like to give my
explanation of them.

First, the number of women that play games is much smaller than that of men. I
believe this is a result of the content of the games that have been available. Games
have mostly been created for a male audience and therefore the number of women
that want to play them is relatively small.

Second, the age of people playing games also shows an interesting trend. It is
interesting to see that almost 20% of people buying the S console are over 40 years
of age. I think this is because, as the age of the gaming industry increases, so does
the age of people playing games.

As | have shown above, these two trends can be seen from the graphs and there

are sure to be changes over the next few years. ( 150 words )



