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— . CEU attendance will be taken by the collection of Evaluations at the end of
class. You MUST fill out an evaluation if you would like CEU credit

— . The Evaluations help FRPA gather feedback for speakers and future
education. Everyone is encouraged to complete one.

Please leave seating in all classrooms and General Sessions as it is upon entry
as these are in place per safety protocols.

Follow current Conference mask, safety, and physical distance protocols

at all times.

Keep your personal pen handy to cut down on sharing writing devices (and germs!).

]

Respect the comfort of others by judging your interactions based on what
color wristband they have chosen.
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THE VIDEO GAME PMYEH COMMUNITY

More than two out of every three Americans play video games.
There are players of all ages and from all backgrounds.

77% voted in the 2020 election

The average video game player is
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227 million 31 years old
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’\ Information from Entertainment Software Associations 2021 Essential Facts


https://www.theesa.com/wp-content/uploads/2021/08/2021-Essential-Facts-About-the-Video-Game-Industry-1.pdf

THE BENEFITS OF PLAY

We use games to relax, to connect and to be entertained.
Players are a diverse community, strengthening bonds through play.

say video games can bring

together different types of
REASONS FOR PLAYING > 0 0 < . 8G9 peoic tnaviouats ot cierr
cultures, races, ages, political

affiliations, etc.)
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Unwind, Fill time while: Escape and Spend time Solve a Be comforted
relax and taking a break, be highly by myself problem, use by something
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Players think that video game play has a positive impact on their lives. g 4
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say video games bring say video games say video games say video games can say video games
Joy through play provide mental provide stress relief help build teamwiork can inspire people
stimulation and collaboration skills
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Information from Entertainment Software Associations 2021 Essential Facts



https://www.theesa.com/wp-content/uploads/2021/08/2021-Essential-Facts-About-the-Video-Game-Industry-1.pdf
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Alex Koagel, Prognarh Coordinator e

akoagel@myseminole.com
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