
75% Female

Percentage of players 
who play from home

Minutes spent per 
session by average player

Times per month active 
players return to play

-Over 3M registered users
-1.8M monthly unique users
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S T A T I S T I C S

TOP FIVE REASONS 
FOR PLAYING ON WINSTER

1) Social interaction (Companionship)

2) Mental stimulation

3) Relaxation

4) Emotional support

5) Win prizes

Average age 
of players

Minutes spent per 
session by average player

Times per month active 
players return to play
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Total
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COMMON CHARACTERISTICS 
AMONG WINSTER PLAYERS

 Grandparent

 Caregiver (Sandwich Generation)

 Disabled

 Homebound/Limited mobility

 Lives in rural community

 Chronic Condition (Fibromyalgia, Diabetes, Arthritis)

 Retired

 Stay-at-Home-Mom
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OUR GAMES 
are specifically designed 
to foster a sense of community 
and promote positive interaction. 
Players collaborate to help each 
other win prizes, rather than 

C O M P E T E

Source: BLah fdsjfklsj sadfsdlfjsd sfdslkjps
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WINSTER PLAYERS


