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Digital Generation Fast Facts 

• The average American child grows up in a home with an average of 3.6 CD or 

tape players, 3.5 TVs, 3.3 radios, 2.9 VCRs/DVD players, 2.1 video game consoles, 

and 1.5 computers.
1
 

 

• Almost two-thirds of kids have a portable CD, tape, or MP3 player (65%) and half 

(55%) have a handheld video game player.
2
 

 

• 83% of kids, ages 8-18, have at least one video game player in their home, 31% 

have 3 or more video game players, and 49% have video game players in their 

bedrooms.
3
 

 

• A national survey found that 92% of children, ages 2-17, play video and computer 

games.  On a typical day, more than half of the US teenagers use a computer.
4
 

 

• Sony PlayStation alone is in 25% of all U.S. homes.  PlayStation was the biggest 

success in Sony’s 50 year history and the source of nearly half of Sony’s profits.  

Microsoft conservatively estimates the gaming market at $9 billion.
5
 

 

• 87% of U.S. teens aged 12-17 now use the Internet.  That is up 24% from 2000.  

Half of those teen Internet users go online every day.
6
 

 

• 8 in 10 online teenagers play games online. 
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