
ommends that all local content counted towards quotas for reporting purposes be re-
quired to include both high quality closed captions and audio descriptions.  
 Streaming platforms should also be required to report regularly on the proportion 
of their local and overall offerings that include these accessibility features, ACCAN said. 
 Meanwhile ACCAN endorsed the federal government’s proposal to require SVOD 
services to account for how they are making Australian content discoverable to local 
audiences. According to the discussion paper for the consultation, only 30% of Austral-
ians ϐind it easy to ϐind Australian content on SVOD services.  
 The submission argues that the Australian Communications and Media Authority 
should take the lead in this area, and that the regulator consider the accessibility of 
menus and interfaces - including closed captions, audio descriptions and simpliϐied 
menus – as part of its investigations. 

Dylan Bushell-Embling 

 
Gaming continues to grow per household  
but latency can still impact experience 
Games hosted in Europe and US East could become unplayable for Australian gamers 
owing to signiϐicantly high latency, according to network trafϐic analytics company Ca-
nopus.  
 While latency to game servers in Australia is below 100 ms, the popular Genshin Im-
pact game servers are predominantly in Japan (100-200ms) with some in the US East 
(200+ ms). And Lost Ark servers are in the US West (100-200ms) or Europe 
(200+ms).  
 The numbers were revealed in the companies March Online Multiplayer Gaming 
Trends & Insights report, which is based on data Canopus Networks has collected by 
continuously analysing Internet trafϐic across roughly 100,000 households over the 
month of March 2022. 
 The top-10 games are spread across 30,000+ servers, located in 25 countries, 100+ 
cities and 48 AS numbers. About 20% of gametime is on overseas servers, reachable 
via multiple routing paths. 
 Co-founder and CEO Vijay Sivaraman said telcos have a role to play in managing net-
work routing paths that determine gaming latencies, and can add value to gamers and 
game publishers to support a premium experience. 
 “Even a 20-30ms higher latency can disadvantage a player in a shooting game, and 
latencies over 150ms can make games unplayable,” he told CommsDay. “Telcos who 
can leverage low-latency routing paths to servers hosted in Asia, US, and Europe are 
more likely to attract and retain gamers, and build stronger relationships with gamers 
as well as game publishers.” 
 While gameplay volume is less than 1% of video volume consumed by each house-
hold, roughly 22% of households game regularly each week and they spend about half 
as many hours gaming per week as watching video. 
 Shooting games spearhead popularity amongst the gaming households, with more 
than 50% of the gaming households playing Fortnite, followed by Call of Duty at 17%, 
Apex Legends at 15%, and Valorant at 11%. In contrast, role playing games, led by 
World of Warcraft and Lost Ark, dominate engagement in terms of gameplay hours per 
week. 
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 Two publishers command half the total user engagement, while latency sensitive 
shooting games account for the vast majority of cumulative playtime. Epic Games and 
Riot Games lead the charts for cumulative gameplay time, accounting for a sizable 50% 
of user engagement. Electronic Arts, Activision, Blizzard and other publishers are com-
peting for the remaining half. Shooter games have emerged as the most engaging, with 
nearly 70% of gameplay time attributed to this category. Role playing games, strategy 
and sports games account for a vast majority of the remaining 30% share. 
 Across the 100,000 households Canopus monitored, it found that watching live 
games such as Twitch is almost as popular as playing, both in terms of number of 
households and number of cumulative hours. 
 However, there were some differences in popularity - while Fortnite is the most 
watched and the most played game, some strategy games such as League of Legends, 
role playing games such as Elden Rings, World of Warcraft and Lost Ark, and Adven-
ture games such as Grand Theft Auto V) are more popular for viewing on Twitch even 
though they are played less. 

Simon Dux 

 
Fujitsu signs green power deal  
to ramp up its renewable energy use 
Fujitsu Australia has signed its ϐirst power purchase agreement to offset around 
30,000 tonnes of carbon emissions each year with renewable energy sourced from 
CWP Renewables’ Sapphire Wind Farm. As part of the ten-year agreement, from June 
2022, the renewable energy purchased annually through this agreement will equate to 
around 40% of Fujitsu’s datacentre load in NSW, or about 30% of its annual Australian 
electricity consumption. 
 The agreement is the largest undertaken in the Fujitsu Group, in line with achieving 
its science-based emissions reduction targets. Sapphire Wind Farm is the largest oper-
ational wind farm in NSW. 
 “As a large energy user in Australia, we want to use that scale to support renewable 
energy generation and the NSW regional economy,” said Fujitsu ANZ CEO Graeme 
Beardsell. The deal will support the Fujitsu Group’s progress towards its global carbon 
reduction target of 71.4% by 2030, compared with 2013 levels.  
 Since 2018, Fujitsu Australia has reduced its carbon emissions by more than 20% 
through a range of energy efϐiciency and renewable energy initiatives across its data-
centre and ofϐice premises including: a 99.6kW solar power installation, completed by 
First Nation-owned Bunjil Energy, at its Eight Mile Plains datacentre in Queensland; 
and using 100% renewable energy in its New Zealand operations since April 2020, 
certiϐied under the New Zealand Energy Certiϐicate System and making carbon offset 
options available for customer electricity use across its six NABERS rated datacentres 
in Australia. 

Staff reporter 

 
Mobilicom targets US market  
ad preps NASDAQ listing 
ASX-listed Israeli drone and robotics company Mobilicom is expanding its presence in 
the US, progressing a NASDAQ dual listing. The company said a direct presence in the 
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