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COVID-19
(Coronavirus)
Impact Update

IBISWorld's analysts constantly monitor the industry impacts of current events in real-time – here is an update of
how this industry is likely to be impacted as a result of the global COVID-19 pandemic:

· Inbound international travel is expected to decline in both 2020 and 2021, limiting the size of the consumer base
for the Canadian Amusement Parks and Arcades industry's products. For more detail, please see the Industry
Outlook chapter.

· Revenue projections for the industry have been adjusted from growth of 2.1% to growth of 23.2% in 2021 due to
the reopening of industry establishments. For more detail, please see the Current Performance chapter.

· The basic nature of industry operations requires large groups of people to congregate in confined spaces. For this
reason, the timetable for a return to normal operating conditions could be complicated. For more detail, please see
the Demand Determinants chapter.

Note: The content in this report is currently being updated to reflect the trends outlined above.
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About IBISWorld
IBISWorld specializes in industry research with coverage on thousands of global industries. Our comprehensive data and in-depth analysis help
businesses of all types gain quick and actionable insights on industries around the world. Busy professionals can spend less time researching
and preparing for meetings, and more time focused on making strategic business decisions that benefit you, your company and your clients. We
offer research on industries in the US, Canada, Australia, New Zealand, Germany, the UK, Ireland, China and Mexico, as well as industries that
are truly global in nature.
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About This Industry
Industry Definition The Amusement Parks and Arcades industry in Canada operates amusement or theme parks that host a variety of

attractions, such as mechanical rides, water slides, games, shows and theme exhibits. These operators may lease
space to others on a concession basis.

Major Players Cedar Fair

Six Flags

Main Activities The primary activities of this industry are:

Operating theme parks

Operating water parks

Operating amusement piers

Operating amusement arcades

Operating debit-card and coin-operated games and rides

Selling food and beverages, including alcoholic beverages

Providing corporate and party event services

The major products and services in this industry are:

Admissions

Money-operated games and rides

Sales of food and beverages

Merchandise

Other
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Supply Chain

SIMILAR INDUSTRIES

Concert & Event Promotion in
Canada

Golf Courses & Country Clubs in
Canada

Golf Driving Ranges & Family Fun
Centres in Canada

Hotels & Motels in Canada

Gambling in Canada Campgrounds & Recreational
Vehicle Parks in Canada

Fast Food Restaurants in Canada  

 

       

       

RELATED INTERNATIONAL INDUSTRIES

Amusement Parks in the US Arcade, Food & Entertainment
Complexes in the US

Water Parks Amusement Parks and Centres
Operation in Australia

Amusement Parks in China Amusement Parks and Centres
Operation in New Zealand
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Industry at a Glance
Key Statistics

$413.2m
Revenue

Annual Growth

2016–2021

-8.4%

Annual Growth

2021–2026

9.5%

Annual Growth

2016–2026

 

$21.5m
Profit

Annual Growth

2016–2021

-25.2%

  Annual Growth

2016–2021

 

5.2%
Profit Margin

Annual Growth

2016–2021

-9.1pp

  Annual Growth

2016–2021

 

854
Businesses

Annual Growth

2016–2021

6.4%

Annual Growth

2021–2026

8.3%

Annual Growth

2016–2026

 

6,762
Employment

Annual Growth

2016–2021

-7.7%

Annual Growth

2021–2026

7.7%

Annual Growth

2016–2026

 

$130.0m
Wages

Annual Growth

2016–2021

-8.0%

Annual Growth

2021–2026

8.1%

Annual Growth

2016–2026

Key External Drivers % = 2016–21 Annual Growth

2.3%
Per capita disposable income

-9.4%
Total tourism expenditure

0.3%
Leisure time

-35.1%
Inbound international travel

0.8%
Number of children aged 19 and
younger

 
Industry Structure

POSITIVE IMPACT

  Barriers to Entry
High / Steady

MIXED IMPACT

  Life Cycle
Mature   Capital Intensity

Medium

  Concentration
Medium   Regulation & Policy

Medium / Steady

  Technology Change
Medium   Industry Globalization

Medium / Steady

NEGATIVE IMPACT

  Revenue Volatility
Very High   Industry Assistance

Low / Steady

  Competition
High / Increasing

 

Key Trends

 The arcade segment of the industry has suffered due to
intense competition

 Combination indoor and outdoor parks have become a
popular way to earn revenue

 Amusement parks resumed spending on capital projects as
competition heightened

 Operators will likely continue trying to attract visitors from
nontraditional markets

 The eighth generation of home consoles will continue to
influence industry performance

 Small amusement parks will likely find it increasingly difficult
to compete

 The amusement parks segment has held up the industry as
the arcades segment has continued its long-term structural
decline
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Products & Services Segmentation

 
Major Players SWOT

STRENGTHS

  High & Steady Barriers to Entry

  Low Imports

  High Profit vs. Sector Average

  Low Customer Class Concentration

   

WEAKNESSES

  Low & Steady Level of Assistance

  High Competition

  High Product/Service Concentration

  Low Revenue per Employee

  High Capital Requirements

   

OPPORTUNITIES

  High Revenue Growth (2021-2026)

  High Performance Drivers

  Total tourism expenditure

   

THREATS

  Low Revenue Growth (2005-2021)

  Low Revenue Growth (2016-2021)

  Low Outlier Growth

  Leisure time
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Executive Summary Thrill ride: The disruption to operations caused by the COVID-19
pandemic is expected to result in a decline in industry profit

The Amusement Parks and Arcades industry in Canada has declined over the five years to 2021. This decline was
directly a result of the spread of COVID-19 (coronavirus), as industry revenue grew between 2016 and 2019. In
2020, revenue fell 53.4% as quarantine mandates and the closure of nonessential businesses resulted in most
industry establishments being closed for the vast majority of that year. Amusement and theme park companies
operate mechanical rides, water rides, games, shows, themed exhibits, refreshment stands and other attractions for
consumer entertainment. The amusement parks segment has held up the industry as the arcades segment has
continued its long-term structural decline. Despite expectations for an overall decline in industry revenue during the
period, this is the result of an external shock and is not indicative of expectations moving forward. Overall, industry
revenue is expected to fall an annualized 8.4% to $413.2 million over the five years to 2021, despite forecast growth
of 23.2% in 2021 alone as economic conditions improve and parks and arcades reopen.

Prior to the reporting period, amusement park operators were forced to invest in new rides and attractions to attract
new visitors due to major external competition from alternative entertainment sources. For example, Cedar Fair LP,
the industry's largest operator, opened one to three new rides each year between 2016 and 2019. The high fixed
costs associated with running such capital-intensive operations and the disruption to operations caused by
coronavirus is expected to result in a decline in profit. Economic growth for most of the period and favourable
consumer spending trends resulted in increased discretionary spending.

The industry is forecast to grow significantly over the five years to 2026, as demand continues to improve following
the closure of most industry establishments in 2020. Consumer fears regarding potential disease transmission at
crowded parks and arcades is expected to linger over the next five years, but demand is ultimately forecast to surge.
Additionally, many consumers may be seeking ways to leave the house and enjoy time with friends and family after
spending much time inside toward the end of the previous period. As a result, industry revenue is expected to grow
an annualized 9.5% to $651.8 million over the next five years.
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Industry Performance

Key External
Drivers

Leisure time

Leisure time measures the amount of time people spend on socializing, sports and exercise, games and puzzles,
reading, TV, music, radio and other recreational activities. With more leisure time, Canadians are expected to have
more time to spend on entertainment options, including trips to amusement parks and arcades. Leisure time is
expected to decrease in 2021.

 

Number of children aged 19 and younger

Children, teenagers and their families represent the industry's major market segment. Children and teenagers
generally receive funds from their parents and have large amounts of leisure time. Therefore, adolescents represent
the target market for amusement parks and arcades. An increase in the size of this age group generally causes
demand for industry services to grow. The number of children aged 19 or younger is expected to increase in 2021,
representing a potential opportunity for industry operators.

 

Inbound international travel

Changes in inbound travel to Canada by overseas visitors have a direct effect on the industry, as many international
visitors spend time at high profile amusement parks. Growth in the number of international visitors will likely lead to a
higher number of visitors for the industry's attractions. Inbound international travel is expected to decrease in 2021,
posing a potential threat to the industry.

 

Per capita disposable income

The products and services offered by amusement parks and arcades are discretionary in nature. Consequently, as
disposable incomes rise, consumers become more likely to spend money on leisure goods and services such as
trips to amusement parks, arcades and food and entertainment complexes. Per capita disposable income is
expected to grow in 2021.

 

Total tourism expenditure

While international visitors represent a comparatively small portion of visitors to industry establishments, it still
represents an important market for operators. When total tourism expenditure is growing, there tends to be a larger
consumer base for industry operators to earn revenue from. In 2021, total tourism expenditure is expected to
increase.
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Current
Performance

The Amusement Parks and Arcades industry in Canada has declined over
the five years to 2021 as the result of a shifting economic landscape.

The arcade segment of the industry has endured increasingly strong competition from home consoles, such as the
Nintendo Switch, Xbox One and PlayStation 4, as traditional coin-operated games have lost appeal. The bulk of
revenue is generated from amusement parks, which benefit from higher consumer spending and attendance rates
as operators have successfully attracted new visitors through new attractions. The industry's performance improved
early during the period as consumer sentiment improved, leading to more domestic trips and increased discretionary
spending at amusement parks. However, the social distancing guidelines related to the spread of COVID-19
(coronavirus) and the closure of nonessential businesses resulted in a massive decline in industry revenue in 2020.
Over the five years to 2021, industry revenue is expected to decline an annualized 8.4% to $413.2 million, despite
forecast growth of 23.2% in 2021 as economic conditions improve and industry establishments reopen.

AMUSEMENT PARK ATTENDANCE

As the Canadian economy has grown over the past five years, consumers
have increased spending on discretionary goods and activities.

Consumer spending is estimated to increase an annualized 1.2% over the five years to 2021, despite a decline in
2020. As an industry that generates most of its revenue from nonessential vacations and entertainment purchases,
the industry has benefited substantially from rising consumer spending in the form of increased amusement park
attendance.

Attendance at amusement parks grew steadily between 2016 and 2019 before that was disrupted by the pandemic.
Accordingly, Cedar Fair LP (Cedar Fair), which operates Canada's Wonderland, grew its attendance 8.0% between
2018 and 2019, according to company figures. Moreover, increased investment into new rides and attractions has
increase the appeal of amusement parks and enabled operators to increase admission prices.

However, several factors have placed a significant amount of pressure on industry operators, which has, in turn,
lowered revenue. Over the five years to 2021, the number of children aged 19 and younger has marginally
increased. Families with children in this age group comprise a large market for industry operators. This has
increased operator reliance on new attractions to attract more consumers and increase visitation rates. Also
operators endure significant competition from various forms of entertainment that consumers may choose to enjoy
rather than visiting an amusement park or arcade.

COVID-19

The spread of coronavirus reversed many industry trends amid a huge
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decline in industry revenue.

The decline of 53.4% in revenue in 2020 is expected to result in industry revenue declining over the five years to
2021, despite the fact that revenue grew every other year during the period. This decline in 2020 is a result of the
closure of industry establishments, which were considered nonessential by the government, during a vast majority of
the year. Further, the consumer base was limited in both 2020 and 2021 as the Canadian border was closed until
September 2021 to travelers. Since the industry has a moderate level of capital intensity, most operators endured
significant losses in 2020 as they had high levels of fixed costs amid the sharp decline in revenue. In fact, industry
profit, defined as earnings before interest and taxes, is expected to fall from 14.3% of industry revenue in 2016 to
5.2% in 2021, after standing at a loss of 14.8% in 2020. In 2021, industry performance is expected to remain well-
below the level it was at prior to the pandemic due to lingering concerns over coronavirus but increased levels of
consumer confidence and consumer spending are expected to result in significant revenue growth that year.

ARCADE SEGMENT STRUGGLES

The arcade segment of the industry has continued to suffer due to intense
competition from home consoles and online and mobile gaming systems.

The segment's lacklustre performance over the past five years is a continuation of a trend that began in the early
1990s when the technology of home consoles surpassed that of coin-operated games. The growth of online and
mobile gaming has also contributed to the decline of arcade games, as these new mediums largely replicate the
competitive and social aspects of playing in arcades, undermining two of the arcade industry's advantages over
console gaming. While some arcade games also feature online connectivity that permits players to save games,
restart them and be ranked on a national or global scale, online and mobile games offer more value in the long run.
While the initial cost of purchasing a console and its individual games is far higher than a single play game,
depending on the number of plays, consumers have generally realized the value of home consoles over time. In
addition, many online and mobile games can be purchased for a few dollars or downloaded for free. Upstream game
developers no longer consider arcades the primary market for debuting new titles, widening this divide.

VOLATILITY INCREASES

Many amusement parks are subject to extreme revenue volatility over the
calendar year, mainly due to seasonal factors, such as weather.

It is common for amusement parks to earn more than two-thirds of their annual revenue in June, July and August.
School holidays and school start dates also cause fluctuations in amusement park revenue. Among amusement
parks that are open year-round, most incur losses during the winter. As a result, most parks choose to shut down
entirely in the winter, citing cold weather and heavy snowfall. To help circumvent this, combination indoor and
outdoor parks have become a popular way to earn revenue. Consequently, the number of industry establishments is
forecast to grow an annualized 6.9% to 906 locations over the five years to 2021. Despite growth in establishments,
the closure of most parks and arcades in 2020 and into 2021 is expected to result in a decline in employment, with
the number of employees forecast to decline an annualized 7.7% to 6,762 workers over the five years to 2021.
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Historical Performance Data

Year
Revenue

($m)
IVA

($m)
Establishments

(Units)
Enterprises

(Units)
Employment

(Units)
Exports

($m)
Imports

($m)
Wages

($m)

Domestic
Demand

($m)

Consumer
spending

($b)
2012 507 260 549 536 8,176 N/A N/A 157 N/A 1,024
2013 532 252 625 568 8,532 N/A N/A 172 N/A 1,050
2014 526 277 636 613 8,790 N/A N/A 165 N/A 1,078
2015 579 308 639 619 9,228 N/A N/A 173 N/A 1,103
2016 641 342 650 626 10,103 N/A N/A 198 N/A 1,126
2017 663 357 720 665 10,892 N/A N/A 200 N/A 1,167
2018 676 348 775 727 11,466 N/A N/A 211 N/A 1,197
2019 720 357 770 752 11,701 N/A N/A 225 N/A 1,217
2020 336 104 812 770 5,844 N/A N/A 111 N/A 1,144
2021 413 192 906 854 6,762 N/A N/A 130 N/A 1,193
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Industry Outlook
Outlook The Amusement Parks and Arcades industry in Canada is expected to

grow over the five years to 2026 as economic conditions improve
alongside increased consumer confidence.

Amusement park operators will likely benefit from rising consumer spending and growing inbound international
travel. However, the magnitude of this growth is heightened due to the significant decline in revenue in 2020, as a
result of the coronavirus pandemic. Additionally, 2022 is expected to be the first year that most industry
establishments open for the duration of the operating season since 2019, which will inherently boost revenue. The
growing sophistication of home game consoles and TVs, along with the improving quality and falling prices of online
and mobile gaming options, should continue to lower revenue generated by arcades.

Inbound international travel is expected to grow an annualized 57.7% over the five years to 2026, while consumer
spending is forecast to increase an annualized 2.9% during the same period. The forecast growth is more
representative of the rebound expected to occur after poor performance in 2020 and a lacklustre improvement in
2021. At this time, IBISWorld expects conditions in the Canadian economy to improve dramatically over the next five
years. In particular, the evidence following the development of the coronavirus vaccine has been very promising and
has begun to fuel growth in demand for amusement parks, arcades and other forms of entertainment that get
consumers out of the house. As a result, industry revenue is expected to increase an annualized 9.5% to $651.8
million over the five years to 2026.

DEMOGRAPHIC TRENDS

The number of children in Canada aged 19 and younger is expected to
increase over the five years to 2026.

Families with teenagers are one of the industry's most important markets and it is hopeful news to amusement park
owners that this demographic will likely increase at a faster pace than the previous five-year period. Industry
operators will likely continue investing in already-existing operations, in addition to new and innovative attractions, to
appeal to the growing pool of potential consumers. This should help facilitate increased admission prices which is
expected to fuel growth in industry profit. Also, industry operators are also expected to continue trying to attract
visitors from nontraditional markets by providing extra services, such as spas and health and wellness facilities.
Industry profit, defined as earnings before interest and taxes, is expected to account for 10.3% of industry revenue
in 2026, up from 5.2% in 2016.

ARCADE SEGMENT'S DECLINE TO CONTINUE

Similar to the previous five-year period, competition from home console
systems is forecast to intensify.

The huge success of consoles, such as the PlayStation and the Xbox platforms, have made home consoles a near-
ubiquitous fixture for households, particularly for school-age children and teens, which is the primary market for
arcades. The price of consoles is anticipated to continue to fall in connection with the prices of semiconductors and
electronic components, though recent supply chain difficulties could threaten this. Furthermore, leisure time among
both employed and unemployed consumers is expected to be slim, making the convenience factor of owning a
home console system increasingly important.
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The ninth generation of home consoles, including the Xbox Series S and the PlayStation 5, will likely continue to
influence industry performance over the five years to 2026. Despite these products' vastly improved graphics and
gameplay controls, these consoles are still competitively priced. Industry operators have taken note of the changing
gaming landscape, in which an increasing number of individuals are expected to spend more time interacting with
mobile gaming platforms and online-based gaming rather than visiting a typical arcade. Arcade locations are
expected to remain competitive by adapting their services and products by expanding their food and beverage
options and offering innovative games.

ESTABLISHMENT AND EMPLOYMENT GROWTH

In line with the industry's strong revenue growth, the number of
establishments is forecast to grow at an annualized rate of 8.4% to 1,357
locations over the five years to 2026.

Equipped with the capital necessary to continually open new rides, major operators will likely continue to expand.
Consolidation among smaller regional players is not expected to pick up. However, small amusement parks will
likely find it increasingly difficult to compete without facility upgrades and new rides and attractions with significant
pulling power, both of which require heavy investments.

Industry employment is forecast to increase at an annualized rate of 7.7% to 9,799 workers over the five years to
2026. Increasing automation will likely decrease the industry's reliance on labour. However, this suggests that a
large portion of new hires will likely be seasonally employed during periods of high visitation rates.

Performance Outlook Data

Year
Revenue

($m)
IVA

($m)
Establishments

(Units)
Enterprises

(Units)
Employment

(Units)
Exports

($m)
Imports

($m)
Wages

($m)

Domestic
Demand

($m)
Consumer

spending  ($b)
2021 413 192 906 854 6,762 N/A N/A 130 N/A 1,193
2022 552 272 1,057 986 8,340 N/A N/A 163 N/A 1,255
2023 598 295 1,140 1,063 8,923 N/A N/A 175 N/A 1,299
2024 628 311 1,221 1,139 9,343 N/A N/A 183 N/A 1,328
2025 640 318 1,288 1,205 9,576 N/A N/A 188 N/A 1,352
2026 652 324 1,357 1,271 9,799 N/A N/A 192 N/A 1,377
2027 661 331 1,434 1,347 10,012 N/A N/A 196 N/A 1,403
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Industry Life Cycle The life cycle stage of this industry is    Mature

LIFE CYCLE REASONS

The industry exhibits cyclical growth

The industry's market and products are well-established

There is wholehearted market acceptance of industry services

The Amusement Parks and Arcades industry in Canada is in the mature phase of its life cycle, which is illustrated by
the industry's cyclical growth and overall wholehearted market acceptance. Industry value added (IVA), which
measures an industry's contribution to the economy, is projected to decrease at an annualized rate of 0.5% over the
10 years to 2026. During the same period, Canadian GDP is expected to grow at an annualized rate of 1.9%. While
a difference such as this would typically be indicative of an industry in its growth phase, this difference is more
attributable to the unpresented disruption to industry operations that occurred in 2020 as a result of the COVID-19
(coronavirus) pandemic.

The industry's markets and products are well-established and are not expected to change significantly during the
period. This is coupled with wholehearted market acceptance of the industry's services, which are characteristics of
a mature industry. Within the arcade segment, the industry's products have undergone little change since the golden
age of electronic arcade games in the 1980s. While some innovation has occurred, including the development of
motion simulation and controller variants for a range of games, product lines are clearly segmented. With the rise of
home gaming consoles, amusement arcades are no longer the primary market for game developers. As a result,
game creators dedicate few resources to new arcade games.
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Products & Markets
Supply Chain Key Buying Industries

1st Tier

Consumers in Canada

Key Selling Industries
1st Tier

Beer, Wine & Spirits Wholesaling in Canada

Vending Machine Operators in Canada

Advertising Agencies in Canada

Hotels & Motels in Canada

Food Service Contractors in Canada

Commercial Leasing in Canada

2nd Tier

Utilities In Canada

Crop Production In Canada

Wheat Farming in Canada

Products & Services

  ADMISSIONS

The amusement parks segment of the Amusement Parks and Arcades
industry in Canada derives the majority of its revenue through ticket
sales.

While some water parks are contained within other theme parks, industry operators typically charge separate fees
for admission to water parks. In 2021, admissions and ticket upgrades to amusement parks are expected to account
for 60.7% of industry revenue, down from 61.6% in 2016. The reason for this decline is primarily the spread of
COVID-19 (coronavirus) which altered the industry landscape and resulted in fewer visitors to amusement parks. As
a result, operators have needed to focus on other product segments to limit overall losses in revenue. However,
over the five years to 2026, IBISWorld expects this segment to be the major driver behind industry growth. This
segment is essentially accounting for the consumption of rides and games at amusement parks since the majority of
these locations operate under the general admission business model, rather than charging per ride or game
individually. Arcades do not operate through this model.

MONEY-OPERATED GAMES AND RIDES

Money-operated games and rides comprise an important largest product
segment within the arcade segment.

Debit card operated facilities have become increasingly popular in recent years, driving marginal growth in the
segment during the period. In 2021, debit card and cash-operated games and rides are expected to account for just
1.4% of total industry revenue, up from 1.2% in 2016.



Amusement Parks & Arcades in Canada November 2021

18 IBISWorld.com

Games in this segment include traditional shooting, sports and racing games that participants either sit in or stand at
to play. Video games make up a larger share of industry revenue than traditional or mechanical games. While the
popularity of skill games, such as pinball, has declined steadily over the past few decades, such games still have a
loyal following among users. Other games include prize redemption machines, dance machines, air hockey and
crane prize games, among others. This segment has grown over the five years to 2021 as operators have attempted
to makeup for the loss in admission revenue by promoting money games and other activities.

SALES OF FOOD AND BEVERAGES

Attending an amusement park is typically an all-day event for visitors.

As a result, industry operators generate a significant portion of revenue from the sale of food and beverages. In
2021, food and beverages are expected to generate 18.6% of industry revenue, up from 16.7% in 2021. The largest
industry operators provide a variety of food options for visitors, including restaurants, vendors and snack bars.
Smaller industry operators have more limited options for consumers, but because visitors normally dedicate an
entire day to an amusement park visit, providing food is an essential service.

Meanwhile, in the arcade segment, many industry operators have traditionally sold snack foods, soft drinks and
vending products in their establishments. Some operators, such as Chuck E. Cheese's, operate as both restaurants
and arcades, resulting in this segment's sizeable share of revenue. Similar to money games, this segment has
grown due to larger declines in other product segments caused by the spread of COVID-19 (coronavirus).

MERCHANDISE

The sale of merchandise accounts for an estimated 9.9% of industry
revenue in 2021, down from 13.1% in 2016.

Merchandise includes clothing, park souvenirs and photographs. Despite a favourable economic landscape for the
majority of the period, many consumers have reduced on site merchandise spending activities, as the rise of e-
commerce has made these items generally available at a lower price. Additionally, the closure of most industry
establishments in 2020 caused a downturn in this segment.

OTHER

Other revenue streams for amusement parks and arcades consist of
parking, advertising, accommodation, rental of storage lockers and
corporate and party event services.

Overall, these other ancillary services have increased as a share of total industry revenue over the past five years
due to dramatic declines in other product categories. This segment is expected to account for 9.4% of industry
revenue in 2021, up from 7.5% in 2016.

Demand
Determinants

Household income and discretionary spending

Demand for the different segments within the Canadian Amusement Parks and Arcades industry is influenced by
different factors, the most important being household income and how discretionary income is allocated by
consumers. The services offered by the industry are highly discretionary and patrons will likely only visit
entertainment complexes when more essential financial needs are satisfied. Consumers with limited disposable
income may opt to avoid travelling long distances to amusement park destinations and may avoid visiting arcade
and entertainment complexes altogether. Instead, these consumers may prefer less expensive, alternative gaming
options at home. While increases in disposable income make consumers more likely to visit amusement parks and
arcades, long periods of low income may also encourage demand for arcades. This is because it represents a low-
cost substitute to the expensive upfront cost of a home console. However, disposable income is generally positively
correlated with industry demand. Holding the level of disposable income constant, an increase in the average time
spent on leisure and sports generally provides additional demand for industry services.

Weather

Canadian amusement parks are generally located in regions characterized by hot summers but frigid winters, where
the temperature regularly drops below freezing. For this reason, most amusement and water parks are only open
when weather is optimal. Any adverse weather conditions during the summer period, such as an unseasonal cold
spell or severe storm, can lead to reduced attendance and negatively affect industry revenue.

Substitutes

Alternative gaming options, including console games and more informal substitutes, such as smartphone game apps
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and free online games, have rapidly become more popular over the five years to 2021. This development directly
contributed to a decline demand for traditional arcades. Console systems offer a much larger variety of games and
superior convenience for casual and serious gamers alike. Newer systems, such as the PlayStation 4 and Nintendo
Wii U, also offer internet capabilities and can use video on-demand services, such as Netflix.

Competition from at-home substitutes has driven development of high-tech interactive entertainment at amusement
parks. The industry's largest player, Cedar Fair LP, recently developed Wonder Mountain's Guardian, a 4D
interactive roller coaster where riders use their individual laser guns to shoot objects on a screen. Riders compete
with one another throughout the ride and can score points by hitting certain objects.

COVID-19

The spread of COVID-19 (coronavirus) highlighted a less traditional determinant of industry demand. With the
enacted quarantine measures and the government mandated closure of nonessential businesses, there was almost
a total loss of demand for industry products and services for most of 2020. The basic nature of industry operations
relies on the ability for large groups of people to congregate within industry establishments. While demand has
begun to normalize following improved economic conditions and the development of the vaccine, it is still below the
level it was at prior to the pandemic. While larger operators are likely to endure greater losses in revenue, they will
also be better suited to withstand those losses, while some smaller operators may close permanently.

Major Markets

  The Amusement Parks and Arcades industry in Canada caters primarily to
Canadian residents, which are expected to account for the majority of
total visitors, with the rest being accounted for by international visitors.

  CONSUMERS UNDER THE AGE OF 18

School-aged children and teenagers are typically the most avid
consumers of amusement arcades and complexes, accounting for an
estimated 28.3% of industry revenue in 2021, down from 31.8% in 2016.

Conversely, amusement parks and theme parks cater to a larger variety of consumers. For example, Canada's
Wonderland features two family friendly areas, including KidZville and Planet Snoopy, in addition to a wide variety of
roller coasters. Amusement parks are also popular destinations for camp and school field trips and birthday parties.

Furthermore, adolescents tend to have the most leisure time, a large part of which is spent on entertainment. This
market is also likely to have home console systems, but many children and teens still benefit from the social and
competitive aspects of arcades. Younger generations will likely continue driving demand for the industry, although
this market segment has declined over the five years to 2021.

CONSUMERS AGED 18 TO 34

Young adults, millennials and college-aged consumers are increasingly
visiting amusement parks and account for an estimated 26.4% of industry
revenue in 2021, up from 17.4% in 2016.

Although younger consumers in this demographic are less likely to have children, millennials are increasingly
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seeking out unique and share-worthy experiences, such as arcades and amusement parks. Many new thrill rides
and roller-coasters cater to this segment, since it's an intense experience that typically requires riders to be a certain
height. This segment also encompasses the average age of video game players, which is currently 30 years old,
according to the Entertainment Software Association, making middle-aged consumers a target for arcade centres.

CONSUMERS AGED 35 AND OLDER

Middle-aged consumers are the most likely to have young children,
drawing them to attend amusement parks and arcades with their children.

These consumers have higher levels of disposable income than their younger counterparts, which increases the
likelihood of them spending on amusement parks and arcade games. Thus, this group is estimated to account for
the remaining 45.3% of industry revenue in 2021, down from 50.8% in 2016. Many adults consider classic arcade
games as a source of nostalgia. Consequently, operators that focus on such games may find success catering to
this market. Moreover, this older segment accounts for the majority of corporate party and event planning revenue
that is also part of the industry. Still, the share of revenue generated by this segment is expected to decline during
the period, primarily as a result of growth in the young adult segment.

Exports in this industry are    Low and Steady

Imports in this industry are    Low and Steady

The majority of revenue in the Canadian Amusement Parks and Arcades industry is derived from the domestic
market, which accounts for more than 90.0% of total visitors and operator revenue in 2021. Most major amusement
parks, however, also attract international visitors to Canada. Nonetheless, expenditure by international visitors at
amusement parks is not considered to be export revenue. Consequently, international trade is not a feature of this
industry.

Business
Locations

  The geographic distribution of establishments in the Amusement Parks and Arcades industry in Canada is based on the size of
the local population, the median household income of the surrounding area, weather conditions and the share of domestic and
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international visitors. It usually takes a population of at least a few million people within driving distance for a major amusement or
water park to sustain the visitors it requires to be profitable. For example, the population within a 160.0-kilometre radius of the
amusement park La Ronde is about 6.0 million people. The arcades segment of the industry also benefits from high population
density due to its reliance on foot traffic to attract demand. Furthermore, Canada's Wonderland is located about 50.0 kilometres
from downtown Toronto. For this reason, the industry is concentrated in the country's two most populous provinces, Ontario and
Quebec. Ontario accounts for an estimated 41.6% of industry establishments in 2021 and Quebec accounts for 17.1% of
establishments, according to 2021 figures from Statistics Canada (latest data available). British Columbia and Alberta, the third-
and fourth-largest provinces by population, respectively, contain an estimated 13.9% and 11.9% of industry establishments,
respectively, in 2021.

Unlike in the United States, where favourable year-round weather conditions in states such as California and Florida permit
amusement parks to operate over the year, the large majority of Canada's amusement parks open for the summer season and
close for winter. For this reason, indoor amusement parks are becoming more popular as it reduces seasonal revenue volatility
caused by colder weather. Moreover, the majority of locations are arcades, which generate less revenue, but are more
commonplace in urban areas with limited space.
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Competitive Landscape
Market Share
Concentration

Concentration in this industry is    Medium

The Amusement Parks and Arcades industry in Canada has a moderate level of market share concentration, with
the top four players accounting for an estimated 29.9% of revenue in 2021. The amusement parks segment is
particularly susceptible to high levels of concentration because running amusement parks is increasingly specialized
and capital intensive, meaning operators need unique skills and access to significant funds to compete and
overcome significant barriers to entry. For this reason, the industry's most successful companies are publicly listed
companies based in the United States. Conversely, the arcade segment has a low level of market share
concentration with most locations being small, single establishments. In addition to the major destination
amusement parks, there are many small, local amusement parks and arcades that operate only one venue. Many of
these parks operate seasonally based on weather conditions and tourist numbers and only attract a few hundred
thousand visitors a year, while giants, such as Canada's Wonderland, attract millions of visitors a year. The level of
market share concentration has declined over the five years to 2021, as larger operators were disproportionately
affected by the quarantine mandates which caused the closure of amusement parks for almost the entirety of 2020.

Key Success
Factors

IBISWorld identifies 250 Key Success Factors for a business. The most important for this industry are:

Access to multiskilled and flexible workforce:
Due to seasonal variations in visitor numbers, it is important for operators to have access to a large pool of
multiskilled casual workers.

Carrying out all necessary maintenance to keep facilities in good condition:
Operators must uphold a high level of maintenance and safety so that the park remains attractive and appealing for
visitors.

Ability to quickly adopt new technology:
With a large number of new games entering the market, amusement arcade operators need to implement
technology and game changes to remain ahead of the competition.

Close monitoring of competition:
Operators should closely monitor the nearby competition in terms of admission prices and investment. If possible,
operators should consider developing visitor ticket promotions to attract and hold visitors in the area longer.

Proximity to key markets:
Operators should choose locations near areas with significant populations and domestic and international visitors.
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Cost Structure
Benchmarks

  Profit

Industry profit, measured as earnings before interest and taxes, is
estimated to account for 5.2% of revenue in 2021, down from 14.3% in
2016. The industry has high fixed costs associated with land,
equipment and rides, which can affect profit if visitor numbers rise or fall
significantly. If visitor numbers increase, labour costs might grow to
accommodate the larger volume of people. In 2020, the spread of
COVID-19 (coronavirus) caused the closure of almost all industry
establishments for the majority of the year, which resulted in revenue
declining 53.4% that year. Since operators had high levels of fixed
costs they endured significant losses and industry revenue stood at a
loss of 14.8% of revenue in 2020. However, major players within this
industry normally earn profit well above the industry average. Also, in
the arcades segment, competition from home console systems and
other entertainment substitutes has risen over the past five years and
operators have lowered prices to draw in patrons. As a result, industry
profit is expected to decline over the five years to 2021.

 

  Wages

Wages are a major cost for industry operators, accounting for an
estimated 31.5% of total revenue in 2021, up from 30.9% in 2016. The
industry is labour intensive in all areas, including administration, ticket
selling, food and beverage sales, merchandise sales, ride operation
and overall maintenance. Due to the seasonal, weekly and daily
variations in visitor patterns, the industry relies on a large component of
part-time staff to control costs. Wage costs are expected to increase as
a share of revenue during the period as operators struggle to reduce
wages enough to match the decrease in revenue.
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  Purchases

Purchases of goods for resale to visitors, such as food, beverages and
souvenirs, are expected to account for 11.7% of industry revenue in
2021, up from 10.9% in 2016. Due to the monopolistic nature of retail
outlets within amusement parks, retail sales of food and beverages,
clothing and other merchandise serve as important revenue streams for
industry operators. Overall, operators have attempted to shift away
from ticket sales as their dominant revenue source. This means that
there has been more focus placed on promoting merchandise and food
and beverage sales.

 

  Marketing

Marketing costs account for an estimated 4.3% of revenue in 2021, up
from 3.6% in 2016. These are important expenditures for amusement
parks seeking to advertise their entertainment services.

 

  Depreciation

Capital costs are high for this industry, as rides and attractions need to
be updated regularly to attract new and repeat visitors, especially amid
high levels of competition. Moreover, the infrastructure of rides must be
maintained for safety regulations since rides endure heavy use over the
year. The annual capital investment required in this area can be
significant, thus depreciation is a significant annual expense that affects
many of the industry's purchasing decisions. As a result, depreciation is
expected to account for 9.8% of revenue in 2021, up from 8.2% in
2016.

 

  Rent

Rent expenses are expected to account for 11.2% of revenue in 2021,
up from 9.8% in 2016. Water parks, roller coasters, themed
neighbourhoods and many other industry offerings require a substantial
amount of land and many operators choose to rent the land rather than
own it. For example, Six Flags Entertainment Corporation's location in
Montreal is rented from the city. As a result, industry operators endure
significant costs related to rent.
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  Utilities

Utilities are estimated to account for 2.7% of industry revenue in 2021,
up from 2.3% in 2016. The industry must endure large costs of
electricity, water and other utilities used for operating the rides and
facilities.

 

  Other Costs

In 2021, other expenses are forecast to account for 23.5% of revenue,
up from 20.1% in 2016. Other costs include office expenses, business
and administrative costs, legal fees, clerical expenses and other
miscellaneous costs.

 

Basis of
Competition

Competition in this industry is    High and the trend is Increasing

  INTERNAL COMPETITION

Companies in the Amusement Parks and Arcades industry in Canada
compete on the basis of price, product offerings, location and facility
quality.

The level of internal and external competition has increased as entertainment has become more personalized and
consumers have gravitated toward less expensive forms of at-home entertainment. Moreover, the degree and basis
of competition vary by the segment of the industry, since amusement parks and arcades are composed of different
cost structures.

Amusement parks and arcades need to offer visitors value for money, so price is not a huge competitive factor
among operators. The perceived value consumers get for their money is more important. This lack of price
competition is reinforced by the fact that parks are typically geographically dispersed, which limits the ability of
patrons within a region to compare prices. Still, since families and children are the industry's largest market,
therefore tickets must be priced affordably since the industry experiences significant external competition. Most
operators offer seasonal passes and pricing based on age or height.

Since arcade games are fairly similar and most operators will likely purchase new and popular games as quickly as
possible, consumers generally choose to play games in an amusement arcade with lower prices. Yet, arcades that
offer an array of games do maintain a competitive advantage over operators that fail to do so. Arcades endure much
higher levels of internal competition than amusement parks primarily due to the difference in the barriers to entry.

To be successful, amusement parks need to have exciting rides and attractions. Patrons will likely travel thousands
of kilometres to visit theme parks and water parks that can offer new, thrilling and unique rides. Successful operators
make significant capital investments in new rides and undertake regular maintenance to ensure the park can
compete with rivals. Branding is also important in this regard because operators need to position themselves as fun,
family friendly destinations. For this reason, amusement parks usually have appealing names, such as Canada's
Wonderland, Galaxyland and Magic Mountain.
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Meanwhile, amusement arcades need to offer a compelling overall experience due to high and increasing
competition from at-home entertainment. Arcades that offer an array of games maintain a competitive advantage
over operators that fail to do so. Furthermore, operators that offer food and beverage choices or also operate as
restaurants are able to advertise a wholly different service in tandem with their entertainment mix, giving these
operators an edge over standalone arcades.

Location is another important factor. Arcades located in areas with high foot traffic, such as malls and shopping
centres, are generally more successful. Meanwhile, it usually takes a population of at least a few million people
within driving distance for a major amusement or water park to sustain the visitors it requires to be profitable.
Overall, amusement parks are far from one another and benefit from little to no internal competition, while arcades
endure much higher levels of internal competition.

EXTERNAL COMPETITION

Most of the industry's external competition comes from alternative ways
that consumers choose to spend their leisure time.

The industry operates in a highly competitive entertainment industry and there are many other free and ticketed
events for consumers to experience during the summer months. Live sporting events, music festivals, theatrical
performances, outdoor food festivals and other free outdoor events all represent substitutable activities for those that
visit amusement parks.

For arcades, external competition from substitute entertainment sources has been a heavy burden on this industry
since the 1990s, when full 3D graphics became available on home console systems. Historically, arcade games had
the edge over console games in terms of graphics and gameplay. Further, the arcade was the primary market for
developers' newest games. As home consoles fell in price and rose in popularity, stand-alone arcades have largely
become a secondary market. Other substitute entertainment options, such as online games and free smartphone
game apps, have become more popular in line with the growing number of broadband connections and high
smartphone penetration.

Barriers to
Entry

Barriers to Entry in this industry are    High and the trend is Steady
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  The Amusement Parks and Arcades industry in Canada
has high barriers to entry, particularly for theme parks with
major roller coasters and water parks. The industry has a
medium level of market share concentration, which is not
restrictive, with a moderate level of regulation. However,
the industry is capital intensive and developing an
amusement park of any size and scale requires significant
capital. Arcade operators contend with lower barriers to
entry. Although initial capital is required to open an
arcade, such operations are much smaller and largely
exempt from weather-related factors.

Capital

The largest barrier to entry is obtaining the initial capital
required to begin operations. At the upper end of this
industry, which includes destination theme parks, there
are significant costs for entry associated with the area of
land required, which can vary anywhere between 20.0
hectares (50.0 acres) and 121.0 hectares (300.0 acres).
Additional capital investments include those required for
buildings, displays and rides. However, not all of the
buildings and rides have to be built initially, since there
will likely be an ongoing requirement to invest in new
facilities and displays over time to attract new and repeat
visitors.

Meanwhile, in the arcade segment, start-up costs include
opening a facility or paying rent on a facility and acquiring
new amusement arcade games, among others. Facilities
and rent costs vary widely depending on the size of the
establishment. According to BMIGaming, sizes of
standard arcades range between 139.0 square metres
(1,500.0 square feet) and 929.0 square metres (10,000.0
square feet), while the size of larger family entertainment
centres can exceed 4,645.0 square metres (50,000.0
square feet). Moreover, the purchase of new amusement
arcade games can be prohibitively expensive. State of the
art driving games that include motion simulation can cost
$15,000.0 per unit or more and successful arcades
typically offer a large number of games from which
patrons can choose. Technological change in the industry
is also rapid and operators must constantly update their
game mix to attract customers. Operators that choose to
focus on a niche market, such as vintage or retro games,
contend with much lower initial start-up costs.

Weather

Canadian weather poses a barrier to entry for amusement
and water parks. While conditions vary across the
country, most regions suffer from harsh winters where the
temperature regularly drops below freezing. For this
reason, most amusement and water parks are only open
in the summer, when weather is optimal. Canada does
not have any regions with a tropical climate, such as
Florida or California, where amusement parks can be
open throughout the entire year. Cold weather does not
completely restrict new parks from opening, especially as
indoor amusement parks have become available.
However, these require a much higher initial capital
investment that can be prohibitive.

Barriers to Entry Checklist

Competition High  

Concentration Medium  

Life Cycle Stage Mature  

Technology Change Medium  

Regulation & Policy Medium  

Industry Assistance Low  

Industry
Globalization

Globalization in this industry is    Medium and the trend is Steady

  The Amusement Parks and Arcades industry in Canada has a medium level of globalization. Some of the industry's
biggest players, such as Cedar Fair LP, Six Flags Entertainment Corporation and CEC Entertainment Inc., are all
based in the United States and have locations in Canada. The size of the industry is much larger and more
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competitive in the United States, where large publicly listed companies have a significant operating advantage due
to their long history and large market. In Canada, the industry consists largely of small domestic companies with only
one or a few locations. There are no Canadian companies with extensive overseas operations. International visitors
represent a small share of industry revenue and international trade is not a factor for this service-based industry.

Most of the large global players are currently focusing on expansion in emerging economies, such as Asia and the
Middle East, where incomes are growing quickly. For this reason, the level of globalization is not expected to
increase substantially over the five years to 2026, as Canada remains a minor player in the global context.
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Major Companies

Major Players Cedar Fair LP

Market Share: 16.1%

Brand Names Canada's Wonderland

  Cedar Fair LP (Cedar Fair) is a publicly traded partnership headquartered in Ohio and was formed in 1987. Cedar
Fair owns and operates 13 properties in the United States and Canada. Cedar Fair's parks entertained more than
27.9 million visitors in 2019, which made it the eight-largest in the world by attendance. Due to COVID-19
(coronavirus) the number of visitors fell dramatically in 2020. Due to climate restrictions, most of the company's
parks operate on a seasonal basis and are closed between October and April. The company's most important
demographics are families and consumers aged between 12 and 24 that are attracted to the park's rides.

Cedar Fair operates in the Canadian industry through Canada's Wonderland, which is a combination amusement
and water park. The 134.0-hectare (330.0-acre) Toronto-based theme park contains more than 200 attractions,
including 17 roller coasters. Wonderland is the most visited amusement park in Canada, with about 4.0 million
visitors in 2019. Unfortunately, information on the number of visitors in Canada was not included in the 2020 annual
report (latest data available). The park first opened in 1981 and was acquired by Cedar Fair in 2006. Beyond
appealing to theme park visitors, the park also holds music concerts at its Kingswood Music Theatre, which is
located within the park.

Over the years to 2026, Cedar Fair is expected to initiate a series of renovations and park improvements, along with
the construction of new attractions to attract new potential guests and enhance the experience for repeat visitors.
For example, the company plans to renovate the beachfront hotel and group catering pavilions at Cedar Point, the
company's flagship park. Furthermore, with the rollout of all-season dining programs, guests are expected to be
offered a wide variety of options and dining choices, further expanding the company's portfolio of offerings at its
parks. Lastly, the continued development of the company's in-park TV network, which provides programming and a
platform for further advertising, is also expected to boost profit for Cedar Fair over the coming years.

Financial performance

Cedar Fair's industry-relevant revenue is expected to fall an annualized 15.7% to $66.6 million over the five years to
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2021, after falling to just $0.6 million in 2020 due to the closure of the park. This rate of decline exceeds the
expected decline for the overall industry, as the industry's largest operators are expected to be most affected. This is
because larger operators had a harder time altering their operations in a way that complied with quarantine
mandates. Further, larger operators still had to endure significant fixed costs in a way that made it difficult to for
them to adjust to a changing landscape. Prior to the pandemic, attendance to Canada's Wonderland grew every
year between 2016 to 2019 and reached 3.9 million visitors in 2019. Cedar Fair has continuously added new
attractions to attract park visitors over the past five years. For example, in 2018, the park debuted an expanded
splash area in addition to two new rides, Flying Canoes and Lumberjack. The year prior, Soaring Timbers and
Muskoka Plunge opened. Additionally, the park added the Yukon Striker in 2019, which became the tallest, fastest
and longest dive coaster in the world. The difficult operating environment is expected to cause Cedar Fair's industry-
relevant operating profit, defined as earnings before interest and taxes, to plummet an annualized 19.2% to $18.4
million over the five years to 2021.

 
Cedar Fair LP (industry-relevant operations) - financial performance*

Year
Revenue

($m)
Growth

(% change)
Operating Profit

($m)
Growth

(% change)
2016 156.2 N/C 53.2 N/C
2017 165.9 6.2 57.9 8.8
2018 161.4 -2.7 51.9 -10.4
2019 198.8 23.2 72.0 38.7
2020 0.6 -99.7 -50.4 N/C
2021 66.6 11,000.0 18.4 N/C

Source: Annual Report and IBISWorld
Note: *Estimates (Figures are converted from USD to CAD)

Six Flags Entertainment Corporation

Market Share: 9.7%

Brand Names La Ronde

  Six Flags Entertainment Corporation (Six Flags) is one of the largest theme park operators in the world, with 25
regional theme and water parks across the United States, Mexico and Canada. Six Flags commenced operations in
the early 1980s under the name of Tierco Group, when the company purchased its first theme park, Frontier City, in
Oklahoma City in the United States. The company has since grown largely through acquisitions. Six Flags derives
the majority of its revenue from ticket sales and admission fees, with the remainder coming from the sale of food,
beverages, merchandise, sponsorships and games.

The company employs various methods to increase and retain attendees, such as tailored marketing campaigns for
each of its parks, typically highlighting a specific ride or other attraction unique to the particular establishment. Six
Flags also accepts sponsorships and attractions through coordinated campaigns, such as those that include
licensing for specific products or fictional characters, which rides are tailored specifically for. Batman: The Ride is
one such example of these joint-marketing methods.

Six Flags operates in the Canadian industry through La Ronde, a 59.0-hectare (146.0-acre) amusement park in
Montreal, which it purchased from the city of Montreal in 2001. In an effort to lift attendance, Six Flags has invested
nearly $100.0 million in the park since it was acquired, as the park now boasts 40 rides, including 9 roller coasters.
In 2018, La Ronde debuted Tourbillon, a new spinning ride and Carnaval en Folie, a zone of the park dedicated for
families. In 2019, it opened the new thrill ride named Chaos. The park is open between mid-May and late October,
with peak admissions in July. Like most industry establishments, La Ronde was closed in 2020 due to quarantine
mandates from the government.

Financial performance

Six Flags' industry-relevant revenue is expected to decline an annualized 14.2% to $40.0 million over the five years
to 2021. This decline is primarily a result of a decline in industry-relevant revenue of 81.2% in 2020 as the pandemic
caused the closure of the park for nearly the entire operating season. While visitors have returned in 2021 it has not
been at a similar rate as prior to the pandemic. Six Flags' operating profit, measured as earnings before interest and
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taxes, is expected to decline an annualized 11.8% to $6.9 million over the five years to 2021. In 2020, the
company's operating profit was expected to stand at a loss of $21.5 million, as the company endured a high level of
fixed costs amid a prolonged closure of the park.

 
Six Flags Entertainment Corporation (industry-relevant operations) - financial performance*

Year
Revenue

($m)
Growth

(% change)
Operating Profit

($m)
Growth

(% change)
2016 86.2 N/C 12.9 N/C
2017 88.0 2.1 20.5 58.9
2018 74.9 -14.9 16.4 -20.0
2019 70.3 -6.1 8.4 -48.8
2020 13.2 -81.2 -21.5 N/C
2021 40.0 203.0 6.9 N/C

Source: Annual Report and IBISWorld
Note: *Estimates (Figures are converted from USD to CAD)

Other Companies CEC Entertainment Inc.

  Market Share: 2.7%
  CEC Entertainment Inc. (CEC), the parent company of Chuck E. Cheese's, operates around 600 locations across 14

countries. Founded in 1977 and headquartered in Irving, TX, Chuck E. Cheese's has been the leading amusement
arcade and family entertainment company in the industry. Chuck E. Cheese's offers a combination of restaurant-
arcade for families with children aged between 2 and 12. The company is especially popular as a venue for birthday
parties and features rides, electronic arcade games and entertainment by animatronic characters. Chuck E.
Cheese's offers a variety of pizza, sandwiches, appetizers, salads and desserts. The company's stores are generally
divided into three areas, including the kitchen, the showroom and the playroom.

The company generates more than 80.0% of its revenue in the United States, but also has 10 company-owned
stores in Canada, the only country outside the United States where CEC does not franchise its locations. Increased
competition from a range of alternative entertainment options has damaged the company's performance in Canada
in recent years. Additionally, the company filed for bankruptcy in 2020 which may threaten its Canadian operations
moving forward. Still, information regarding the future of the company following bankruptcy is limited. In 2021, CEC
is expected to generate $11.0 million in industry-relevant revenue and account for 2.7% of industry revenue.

Calaway Park

  Market Share: 1.4%
  Calaway Park is located in Springbank, AB, 10.0 kilometres west of Calgary and it is the biggest outdoor

amusement park in Western Canada. The 36.0-hectare (90.0-acre) park has 33 rides and a variety of food stalls,
retail outlets and games. The amusement park is aimed at families and younger children, with an emphasis on safe
rides. Calaway Park also has several thrill rides, such as the Vortex, which is a double corkscrew rollercoaster ride
with two inversions that begins at a height of 21.0 metres (70.0 feet); the Adrenaline Test Zone, a ride with three
arms and seven cars on each arm; and Timber Falls, a water log ride with 10.0-metre vertical drops. There is a
recreational vehicle park and campground attached to the amusement park to encourage extended stays. More than
half a million people visit Calaway Park each year and it is open every day between 10:00 am and 7:00 pm from
mid-June until the end of August, including on weekends in May, September and October. Callaway Park's revenue
is expected to total $5.9 million in 2021, accounting for 1.4% of industry revenue.
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Operating Conditions

Capital
Intensity

The level of capital intensity is    Medium

  The Amusement Parks and Arcades industry in Canada is
characterized by a moderate level of capital intensity. The
industry is expected to spend an estimated $0.31 on capital
for every $1.00 spent on wages in 2021, a figure which has
increased over the five years to 2021. The industry has
significant capital requirements, given the need to provide
new rides, games and attractions, most of which may only
last a relatively short time, depending on visitor interest.
The major amusement parks invest heavily and regularly in
upgrading facilities to attract new customers. The practise
of building special rides or park areas related to movie
releases or other popular themes has become more
common as competition within the industry has intensified.
These assets are highly depreciable as industry equipment
endures heavy use over the year and must be restored
every season to maintain safety standards. This is the
primary driver of the industry's capital intensity.

The industry also requires a high level of labour as
significant staff input is required in all areas, including
administration, ticket selling, food and beverage sales,
merchandise sales, operation and maintenance and
displays and equipment. Service is an important
component of the industry and helps differentiate industry
operators from at-home entertainment alternatives. As a
result, capital expenditure and depreciation levels in the
industry are consistently higher than the sector average.
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Technology &
Systems

Potential Disruptive Innovation: Factors Driving Threat of Change

Level Factor Disruptive
Effect

Description

Low Rate of
Innovation

Unlikely A ranked measure for the number of patents
assigned to an industry. A faster rate of new
patent additions to the industry increases the
likelihood of a disruptive innovation occurring.

Very Low Innovation
Concentration

Very
Unlikely

A measure for the mix of patent classes
assigned to the industry. A greater
concentration of patents in one area increases
the likelihood of technological disruption of
incumbent operators.

Very Low Ease of Entry Very
Unlikely

A qualitative measure of barriers to entry. Fewer
barriers to entry increases the likelihood that
new entrants can disrupt incumbents by putting
new technologies to use.

Very Low Rate of Entry Very
Unlikely

Annualized growth in the number of enterprises
in the industry, ranked against all other
industries. A greater intensity of companies
entering an industry increases the pool of
potential disruptors.

Very Low Market
Concentration

Very
Unlikely

A ranked measure of the largest core market for
the industry. Concentrated core markets
present a low-end market or new market entry
point for disruptive technologies to capture
market share.

  The industry is experiencing a low level of both the rate of new patents and the concentration of patents in the industry.
This creates an environment where the threat of new technologies driving disruption is low.

There are both significant barriers to entry and a low rate of new entrants in this industry. This combination of factors
dampens the threat of innovative players disrupting the industry structure.

Major market segments for industry operators are relatively diversified. The spread of market segments suggests that there
are limited entry points other than those already served my incumbent operators.

Since the Amusement Parks and Arcades industry in Canada is an
entertainment service, it competes with other forms of entertainment that
consumers can opt for.

Moreover, it is a service that is primarily consumed in the free time of individuals. As a result, major technological
developments that shift the allocation of leisure time have the potential to be major disruptors for the industry.

Major advancements in gaming technology have introduced consoles, virtual reality entertainment systems and other forms
of gaming. These have shifted demand away from traditional arcades since more consumers have resorted to home
entertainment systems, which has been the primary driver of the long-term decline of the industry's arcade segment.
Moreover, technological developments in competing entertainment industries, such as cinemas and gambling institutions,
have shifted away demand for amusement parks. Overall, any form of new entertainment service or product that shifts the
allocation of leisure time can disrupt the industry's growth.

The level of technology change is    Medium

  Amusement arcades

In the arcade segment of the Amusement Parks and Arcades industry in
Canada, computer graphics and peripherals are continuously improving,
which increases the quality of arcade games.



Amusement Parks & Arcades in Canada November 2021

34 IBISWorld.com

State of the art arcade games can incorporate motion and position sensing features, motorized seating areas, rear
projection displays, force feedback controls, fog and lighting effects, interconnected games and surround sound systems.
Arcade games also use fully enclosed dynamic cabinets and specialized controllers, such as fishing rods and dance mats,
to make the playing experience more realistic for consumers. Such hardware provides the main advantage for arcade
games over console games. These specialized controllers are typically too expensive to be purchased at home. While this
advantage has diminished recently with the introduction of guitar and drum kit controllers for an array of games, newer
arcade games that feature seats and cabins with motion simulation cannot currently be affordably replicated at home.

Amusement parks

The amusement park segment of the industry has endured a medium level of
technological change in recent years, both in response to consumer demands
and to ensure profitability.

Technological advancements are particularly important for providing new interactive material, displays and thrill rides to
attract new and repeat visitors. Currently, visitors are demanding higher and faster thrill rides, roller coasters and other
attractions for theme, amusement and water parks. The capital costs associated with these rides can be significant and the
ride may only have a limited lifetime before it is replaced because of low visitor interest. Similar conditions apply to most
other areas of operation for theme parks, such as investing in new interactive displays and theatre shows.

The most significant change at major amusement parks will likely come from immersion experiences, where consumers are
exposed to virtual reality based on movies, themes or gaming worlds. These require significant investment and are subject
to intellectual property agreements, which may slow down the implementation of these new entertainment systems.
However, these offer consumers unique experiences that can attract many new visitors and even generate revenue, as
tickets are often sold separately from general admissions.

Seasonal parks

Many outdoor parks operate seasonally, with the majority of customers
visiting in hot summer months and the parks closing for refurbishment during
the winter.

When outdoor parks reopen in the spring, potential visitors anticipate new attractions. Accordingly, parks that offer the most
advanced attraction types will be more appealing. Families with young children make up a significant portion of the
amusement park customer base. As a result, amusement parks must ensure the safety and family friendliness of new
offerings, implementing such solutions as surveillance systems, structural monitoring technology and the usage of child-
friendly materials for the construction of amusement playground equipment. Older children, which represent another
significant amusement park market, will likely expect more thrilling rides. Consequently, park operators must adopt the
latest technology while maintaining the highest possible safety standards.

Cost cutting

Amusement parks also focus on technological development to increase
profitability by cutting costs.

Park operators spend a significant amount on utilities. Reducing these costs can considerably improve the park's
profitability, with the added benefit of increasing the park's environmental friendliness. In recent years, amusement parks
have adopted new water filtration and pumping systems that increase water use efficiency and save on energy costs,
simultaneously cutting operation costs and minimizing environmental damage. Updating the technology of accommodation
fixtures across the park can also have a positive effect on operators' profit. Replacing traditional restroom plumbing fixtures
with low-flow units and swapping out new higher-efficiency ice machines and freezers for old ones in concession stands
can similarly cut costs and increase the company's brand value by appealing to environmentally conscious consumers.

Visitor experience

The industry is constantly implementing technological advancements to
improve secondary aspects of the park experience, such as ticketing, waiting
in line and food and beverage purchases.

Most major parks permit visitors to purchase tickets online, reducing wait times at the entrance to the park. Similarly, many
parks have developed ticketing technologies that enable visitors to purchase enhanced tickets. With these tickets, guests
may pay more to skip long lines for popular attractions.
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Revenue
Volatility

The level of volatility is    Very High

  The Amusement Parks and Arcades industry in Canada has endured a very
high level of revenue volatility over the five years to 2021.

The industry is very susceptible to changes in consumer sentiment due to the high discretionary nature of the products and
services it provides. Moreover, industry demand can fluctuate with developments in home console games or other
entertainment options. Over the long term, lower attendance can be offset by higher average admission fees or by
increasing in-park expenditure. Technological advancements that improve the consumer experience may increase demand,
but the overall consumer sentiment is the definitive driver of revenue.

Many operators have extremely high revenue volatility within each calendar year, mainly due to seasonal weather
conditions. Amusement parks in Canada traditionally earn more than two-thirds of their revenue during the three-month
summer period. There is little that can be done to mitigate this seasonal volatility other than build indoor attractions or
parks. Weather patterns may affect revenue in peak season, which can add volatility to the industry. The primary reason for
the very high level of revenue volatility during the period was the COVID-19 (coronavirus) pandemic, which resulted in most
industry establishments being closed for almost the entirety of 2020. As a result, revenue declined 53.4% in 2020 and it is
expected to grow 23.2% in 2021 as parks reopen and economic conditions in North America begin to improve. Overall,
industry revenue is forecast to fluctuate 30.0%, on average, over the five years to 2021.

Regulation &
Policy

The level of regulation is    Medium and the trend is Steady

Regulation of the Amusement Parks and Arcades industry in Canada is mainly
related to public safety, including regular maintenance and inspection of rides.

Regulation is enforced at the provincial level by a range of safety authorities, including the Alberta Elevating Devices and
Amusement Rides Safety Association, the British Columbia Safety Authority and the Ontario Technical Standards and
Safety Authority. These organizations are united under the Council for Amusement and Recreation Equipment Safety
(CARES), which aims to provide a forum for discussion of issues regarding amusement equipment safety, admiration and
regulation. CARES also provides a mechanism to establish policy and promote consensus on model laws, regulations and
standards codes.

AMUSEMENT RIDE REGULATION

The Technical Standards and Safety Authority (TSSA) regulates amusement
rides in Ontario to ensure all amusement devices conform to the Technical
Standards and Safety Act of 2000.

The TSSA reviews and registers rides, issues permits for each ride in the current operating season, licences operators,
conducts inspections and incident investigations and delivers public awareness campaigns throughout the province.
Amusement devices under TSSA's jurisdiction include roller coasters, Ferris wheels, merry-go-rounds, other circular motion
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rides, water slides, flume rides, dry slides, go-karts, bumper carts, inflatables or inflatable bouncers, bungee devices,
bungee assisted bounces, zip lines (track and cable rides) and other generic spinning and whirling rides. According to the
TSSA, while water slides account for only 10.0% of rides, more than one-third of all injuries over a given year result from
this equipment.

Under TSSA's standards, operators must obtain a licence to operate an amusement device, including proof of an insurance
liability policy in the amount of $2.0 million, must employ a mechanic with a valid Amusement Devices Mechanic certificate
and must provide an operating schedule.

FOOD SAFETY AND STANDARDS

Health Canada is responsible for establishing standards for the safety and
nutritional quality of all foods sold in Canada.

The department exercises this mandate under the authority of the Food and Drugs Act and pursues its regulatory mandate
under the Food and Drug Regulations. Provincial governments, municipalities and regional health authorities carry out
restaurant and food service inspection. Consumers can report concerns about restaurant food to their local health
department or to the Canadian Food Inspection Agency.

LIQUOR LICENSING

Many establishments in the industry serve alcohol and must obtain a liquor
licence from a provincial commission.

These laws provide practical rules for the responsible sale and service of alcohol and govern the time, place and maximum
amount of sale. There is an obligation to train employees under a Smart Serve program so they are competent in handling
alcohol-related problems. Many provinces also specify identification requirements to determine the eligibility of patrons.

Industry
Assistance

The level of industry assistance is    Low and the trend is Steady

The Amusement Parks and Arcades industry in Canada receives no direct or
special assistance from the government.

It does, however, benefit from general tourism-related promotional expenditure. The International Association of
Amusement Parks and Attractions (IAAPA) is a major industry association. It was founded in 1918 and represents more
than 5,000 members from more than 99 countries. The IAAPA aims to assist its members improve their efficiency,
marketing, safety and profitability. It has a particular emphasis on assisting its members in maintaining the highest possible
professional, operating and safety standards.

In response of the global spread of COVID-19 (coronavirus), the Government of Canada released the COVID-19 Economic
Response Plan to support Canadians and businesses suffering economic hardship due to the outbreak. The government
announced support for small businesses including new measures that help businesses stay open and keep their workers
employed. Included in these measures was the expansion of the Canada Emergency Business Account to businesses that
paid between $20,000 and $1.5 million in total payroll. Also, the government introduced the Canada Emergency
Commercial Rent Assistance program for small businesses. The program provided loans to commercial property owners,
which resulted in lower rent for small businesses. Additional support was available for businesses including the Canada
Emergency Wage Subsidy (CEWS) a subsidy that generally covered 75.0% of an employee's wages up to $847.00 per
week. In fact, in Cedar Fair LP's 2020 annual report (latest data available), it mentioned that it received $5.0 million from the
CEWS.
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Key Statistics
Industry Data

Year
Revenue

($m)
IVA

($m)
Establishments

(Units)
Enterprises

(Units)
Employment

(Units)
Exports

($m)
Imports

($m)
Wages

($m)

Domestic
Demand

($m)
Consumer

spending ($b)
2012 507 260 549 536 8,176 N/A N/A 157 N/A 1,024
2013 532 252 625 568 8,532 N/A N/A 172 N/A 1,050
2014 526 277 636 613 8,790 N/A N/A 165 N/A 1,078
2015 579 308 639 619 9,228 N/A N/A 173 N/A 1,103
2016 641 342 650 626 10,103 N/A N/A 198 N/A 1,126
2017 663 357 720 665 10,892 N/A N/A 200 N/A 1,167
2018 676 348 775 727 11,466 N/A N/A 211 N/A 1,197
2019 720 357 770 752 11,701 N/A N/A 225 N/A 1,217
2020 336 104 812 770 5,844 N/A N/A 111 N/A 1,144
2021 413 192 906 854 6,762 N/A N/A 130 N/A 1,193
2022 552 272 1,057 986 8,340 N/A N/A 163 N/A 1,255
2023 598 295 1,140 1,063 8,923 N/A N/A 175 N/A 1,299
2024 628 311 1,221 1,139 9,343 N/A N/A 183 N/A 1,328
2025 640 318 1,288 1,205 9,576 N/A N/A 188 N/A 1,352
2026 652 324 1,357 1,271 9,799 N/A N/A 192 N/A 1,377

Annual Change

Year
Revenue

(%)
IVA
(%)

Establishments
(%)

Enterprises
(%)

Employment
(%)

Exports
(%)

Imports
(%)

Wages
(%)

Domestic
Demand

(%)
Consumer

spending (%)
2012 2.05 12.3 -1.62 -2.55 13.9 N/A N/A -9.23 N/A 1.89
2013 4.89 -3.20 13.8 5.97 4.35 N/A N/A 8.95 N/A 2.62
2014 -1.11 10.0 1.76 7.92 3.02 N/A N/A -3.85 N/A 2.57
2015 10.2 11.3 0.47 0.97 4.98 N/A N/A 5.09 N/A 2.32
2016 10.5 11.0 1.72 1.13 9.48 N/A N/A 14.1 N/A 2.10
2017 3.54 4.27 10.8 6.23 7.80 N/A N/A 0.96 N/A 3.67
2018 1.85 -2.33 7.63 9.32 5.26 N/A N/A 5.91 N/A 2.53
2019 6.54 2.41 -0.65 3.43 2.04 N/A N/A 6.48 N/A 1.65
2020 -53.4 -70.9 5.45 2.39 -50.1 N/A N/A -50.7 N/A -5.94
2021 23.2 85.1 11.6 10.9 15.7 N/A N/A 17.1 N/A 4.26
2022 33.6 41.5 16.7 15.5 23.3 N/A N/A 25.4 N/A 5.21
2023 8.37 8.46 7.85 7.80 6.99 N/A N/A 7.30 N/A 3.47
2024 4.98 5.43 7.10 7.14 4.70 N/A N/A 4.74 N/A 2.18
2025 1.91 2.25 5.48 5.79 2.49 N/A N/A 2.40 N/A 1.84
2026 1.85 2.01 5.35 5.47 2.32 N/A N/A 2.23 N/A 1.87

Key Ratios

Year
IVA/Revenue

(%)

Imports/
Demand

(%)

Exports/
Revenue

(%)

Revenue per
Employee

($'000)

Wages/
Revenue

(%)

Employees per
estab.
(Units) Average Wage  ($)

2012 51.3 N/A N/A 62.0 31.1 14.9 19,251
2013 47.3 N/A N/A 62.3 32.3 13.7 20,101
2014 52.6 N/A N/A 59.8 31.4 13.8 18,760
2015 53.2 N/A N/A 62.8 29.9 14.4 18,780
2016 53.4 N/A N/A 63.4 30.9 15.5 19,568
2017 53.8 N/A N/A 60.9 30.1 15.1 18,325
2018 51.5 N/A N/A 58.9 31.3 14.8 18,437
2019 49.5 N/A N/A 61.5 31.3 15.2 19,238
2020 30.9 N/A N/A 57.4 33.1 7.20 18,994
2021 46.5 N/A N/A 61.1 31.5 7.46 19,225
2022 49.2 N/A N/A 66.2 29.5 7.89 19,544
2023 49.3 N/A N/A 67.0 29.2 7.83 19,601
2024 49.5 N/A N/A 67.2 29.2 7.65 19,608
2025 49.6 N/A N/A 66.8 29.3 7.43 19,591
2026 49.7 N/A N/A 66.5 29.4 7.22 19,573

Figures are inflation adjusted to 2021
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Additional Resources
Additional
Resources

Themed Entertainment Association
http://www.teaconnect.org

International Association of Amusement Parks and Attractions
http://www.iaapa.org

American Amusement Machine Association
http://www.coin-op.org

Statistics Canada
http://www.statcan.gc.ca

Industry Jargon COMBINATION PARK
An amusement park that has both indoor and outdoor attractions.

DESTINATION PARK
An amusement park that attracts visitors from outside the regional area who visit the location for the specific
purpose of going to the park.

IN-PARK EXPENDITURE
Average amount of money spent per visitor on tickets, food, beverages, souvenirs and other in-park purchases.

REDEMPTION MACHINES
Arcade games of skill that reward the player in the form of tickets that can be redeemed for prizes.

SEASON PASS
A ticket that permits visitors multiple entries during a defined period or season for one price.

SKILL GAMES
Arcade games in which the user must use mechanical controls or rely on physical skill to win, such as pinball or free
throw basketball games.

Glossary BARRIERS TO ENTRY
High barriers to entry mean that new companies struggle to enter an industry, while low barriers mean it is easy for
new companies to enter an industry.

CAPITAL INTENSITY
Compares the amount of money spent on capital (plant, machinery and equipment) with that spent on labour.
IBISWorld uses the ratio of depreciation to wages as a proxy for capital intensity. High capital intensity is more than
$0.333 of capital to $1 of labour; medium is $0.125 to $0.333 of capital to $1 of labour; low is less than $0.125 of
capital for every $1 of labour.

CONSTANT PRICES
The dollar figures in the Key Statistics table, including forecasts, are adjusted for inflation using the current year (i.e.
year published) as the base year. This removes the impact of changes in the purchasing power of the dollar, leaving
only the "real" growth or decline in industry metrics. The inflation adjustments in IBISWorld’s reports are made using
Statistics Canada's implicit GDP price deflator.

DOMESTIC DEMAND
Spending on industry goods and services within Canada, regardless of their country of origin. It is derived by adding
imports to industry revenue, and then subtracting exports.

EMPLOYMENT
The number of permanent, part-time, temporary and casual employees, working proprietors, partners, managers
and executives within the industry.

ENTERPRISE
A division that is separately managed and keeps management accounts. Each enterprise consists of one or more
establishments that are under common ownership or control.

ESTABLISHMENT
The smallest type of accounting unit within an enterprise, an establishment is a single physical location where
business is conducted or where services or industrial operations are performed. Multiple establishments under
common control make up an enterprise.
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EXPORTS
Total value of industry goods and services sold by Canadian companies to customers abroad.

IMPORTS
Total value of industry goods and services brought in from foreign countries to be sold in Canada.

INDUSTRY CONCENTRATION
An indicator of the dominance of the top four players in an industry. Concentration is considered high if the top
players account for more than 70% of industry revenue. Medium is 40% to 70% of industry revenue. Low is less
than 40%.

INDUSTRY REVENUE
The total sales of industry goods and services (exclusive of excise and sales tax); subsidies on production; all other
operating income from outside the firm (such as commission income, repair and service income, and rent, leasing
and hiring income); and capital work done by rental or lease. Receipts from interest royalties, dividends and the sale
of fixed tangible assets are excluded.

INDUSTRY VALUE ADDED
The market value of goods and services produced by the industry minus the cost of goods and services used in
production. IVA is also described as the industry's contribution to GDP, or profit plus wages and depreciation.

INTERNATIONAL TRADE
The level of international trade is determined by ratios of exports to revenue and imports to domestic demand. For
exports/revenue: low is less than 5%; medium is 5% to 20%; and high is more than 20%. Imports/domestic demand:
low is less than 5%; medium is 5% to 35%; and high is more than 35%.

LIFE CYCLE
All industries go through periods of growth, maturity and decline. IBISWorld determines an industry's life cycle by
considering its growth rate (measured by IVA) compared with GDP; the growth rate of the number of establishments;
the amount of change the industry's products are undergoing; the rate of technological change; and the level of
customer acceptance of industry products and services.

NONEMPLOYING ESTABLISHMENT
Businesses with no paid employment or payroll, also known as nonemployers. These are mostly set up by self-
employed individuals.

PROFIT
IBISWorld uses earnings before interest and tax (EBIT) as an indicator of a company’s profitability. It is calculated as
revenue minus expenses, excluding interest and tax.

REGIONS
Prairies | AB, SK, MB
Atlantic | NB, NS, PE, NL
Territories | YT, NT, NU

VOLATILITY
The level of volatility is determined by averaging the absolute change in revenue in each of the past five years.
Volatility levels: very high is more than ±20%; high volatility is ±10% to ±20%; moderate volatility is ±3% to ±10%;
and low volatility is less than ±3%.

WAGES
The gross total wages and salaries of all employees in the industry.
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