Australian game
development survey

Crossy Road Castle by Hipster Whale

2020-2021

REPORT

Staff at Wargaming

FOR E W O RD
The Australian Game Development Survey 2021 is the 5th annual snapshot report IGEA has undertaken to measure
the size of the Australian game development industry. With the global video games market growing at a significant
rate ($AU240 billion in 2020), it is no secret that Australians love to play games and love to create games. The last
financial year has resulted in pleasing growth and expansion for Australia’s highly creative and technically literate
game development industry.
IGEA’s snapshot report reveals an increase in 23% of revenue generated by Australian game development studios
over the previous year, alongside employment growth of 7%. Further, our survey revealed that the Australian
industry expects further growth into the foreseeable future.
2021 has been a watershed moment for game development in Australia. On 6 May, the Federal Government
announced a very generous 30% Digital Games Tax Offset (DGTO) as part of their Digital Economy Strategy. The
DGTO is aimed directly at encouraging investment and employment in game development as a mechanism to
boost the Australian economy.
The confidence the DGTO announcement has injected into the industry has already impacted State Governments
such as NSW and QLD committing to additional PDV rebates for game development in their jurisdictions (10%
and 15% respectively). Many multinational studios and investors are also ramping up their current activity level or
actively exploring to establish a studio base here in Australia.
We’ve seen successful IPOs for companies such as Mighty Kingdom and PlaySide Studios, alongside increased
merger and acquisition activity involving studios like Big Ant and Blowfish Studios. We’ve witnessed the release
of many critically acclaimed and successful Australian made games, including Unpacking, The Oregon Trail, Project
Wingman, The Artful Escape, The Forgotten City and Webbed, all of which firmly cement Australia’s reputation as a
creative, commercially savvy and highly experienced community of game developers.
The effects of all of these activities within the local game development sector have already had a positive impact
on industry results. Making video games in Australia will be a crucial pillar of a modern, digital and creative country
that will expand digital skills that can be applied and transferred across the economy. The introduction of Federal
and State government incentives will ensure Australia captures a more significant piece of the growing global
entertainment games juggernaut and provide a complete and sustainable game development ecosystem for the
benefit of all Australians.

Ron Curry
CEO, IGEA
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IP importance

Gender diversity

67%
23%
10%

74%
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OF FULL TIME EMPLOYEES*ARE (CISGENDER) FEMALE

OF RESPONDENTS DEVELOP
THEIR OWN IP

OF FULL TIME EMPLOYEES* ARE TRANSGENDER,
NON-BINARY OR GENDER DIVERSE

Export focused
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HIRING EMPLOYEES
WITH SPECIALISED SKILLS
ATTRACTING EARLY-STAGE
DEVELOPMENT FUNDING
LACK OF APPROPRIATE
GOVERNMENT FUNDING

COVID-19 impacts

89%

OF STUDIOS EXPECT REVENUE TO
REMAIN STABLE OR INCREASE

77%

OF STUDIOS ARE NOT MAKING
STAFF REDUNDANCIES

70%

OF STUDIOS ARE CONFIDENT OF NOT
CLOSING IN THE FORESEEABLE FUTURE
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Key Figures
FY2021

FY2020

FY2019

FY2017

FY2016

No. of companies

187

97

143

114

63

Revenue (Million)

$226.5

$184.6

$143.5

$118.5

$114.86

Revenue per employee (Million) $0.17

$0.15

$0.11

$0.13

$0.14

No. of employees

1327

1245

1275

928

842

Men

878

996

995

752

683

Women

302

212

268

167

156

Gender diverse *

147

37

12

9
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Please see FAQ and note that in the FY2021 survey, Gender Diverse as a category in the table above includes
transgender male, transgender female and non-binary people. It has been categorised this way to ensure
consistency on how we have measured that data in previous surveys.

Revenue
$240M
$180M
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FY2020 FY2021

Australia has seen a steady increase in revenue earned by game development studios over the period of these
surveys. Our data highlights that between FY2016 and the current year, revenue has almost doubled for the local
industry – increasing 97%. The last three years have seen year on year growth of over 20%, with Australian studios
capitalising on the increasing global popularity of playing video games.
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Employment
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The Australian game development industry has enjoyed an increase in full-time employment (58%) since the
commencement of the survey.

Studio Location
Game development studios are scattered throughout Australia, with the majority headquartered in capital cities.
Victoria remains home to the most significant number of studios and houses the most full-time employees across
Australia. This is reflective of major international studios such as EA Firemonkeys and Sledgehammer Games residing
in Melbourne. Further to that, consistent state government support has seen a large and thriving independent studio
base remain in Victoria.
While South Australia has fewer studios than New South Wales and Queensland, it is home to more full-time
employees per capita, which reflects the South Australian government’s 10% PDV rebate incentive to game
development studios that have been in place since 2020. The impact of recent offset announcements by New South
Wales and Queensland will take time to show results.

State

Studio Location

Full Time Employees

VICTORIA

44%

57%

NSW

18%

13%

QUEENSLAND

17%

10%

SOUTH AUSTRALIA

10%

14%

ACT

4%

2%

WESTERN AUSTRALIA

4%

2%

TASMANIA

4%

2%
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Gender Diversity
FY2021 has seen a jump in the number of women and gender diverse people working in Australian game
development studios. 67% are (cisgender) male, 23% are (cisgender) female, 8% are transgender and 2% of
employees are non-binary. In our previous industry snapshot, 80% of employees were male. It would seem that
Australian studios are actively recruiting diverse employees and the attraction programs they are implementing are
beginning to have an impact.
The trends in diversity are summarised in the graph below:
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Challenges Facing Australian Game Developers
The top 3 challenges facing Australian game developers in 2020/21 are

#1

Hiring employees with specialised skills

#3

Lack of appropriate government funding

#2

Attracting early-stage development funding

This is the first time industry has identified ‘hiring employees with specialised skills’ as the biggest challenge facing
the local industry. The global demand for experienced staff, along with closed borders and unfavourable migration
programs, is impacting the local sector. This lack of specialised talent was exacerbated when many Australian game
developers moved overseas for employment post the GFC and have yet to return.
With increased funding available to the industry as of 2022, coupled with the inclusion of game development in
skilled migration programs, we hope to see experienced game developers enter and/or return to Australia over the
next 12 months.
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COVID-19 Impacts
The global pandemic has had a somewhat positive impact on the game development sector. The majority of
employees have been able to work from home, proving the industry is very adaptable and nimble. Many local
studios remain optimistic for the near future.

89% of studios expect revenue to remain stable or increase
77% of studios are not making staff redundancies
70% of studios are confident of remaining open in the foreseeable future
It should be noted that positive experiences are not the same across all studios. Many businesses noted that the
inability to travel and meet new and potential partners/investors are impacting their progress, along with a reduction
in productivity due to hybrid work models.

Summary
The 2021 Australian Game Development Survey Snapshot highlights an expanding local industry well positioned
to take advantage of the global growth in playing games. Over the last 12 months, IGEA has been delighted to
see recognition and support from government at all levels that has been targeted towards the game development
industry. With the bulk of these programs commencing in the coming financial year, there is an expectation that
games will drive further growth in employment and revenue for all Australians. Australia will likely see increased
investment from the private sector, with larger game development studios and adjacent companies establishing a
base in Australia.

The future is indeed bright for the highly creative, highly skilled
video games development industry in Australia.
Staff at Blowfish
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FAQ
When was the survey undertaken?
Our 2020-2021 game development survey is based on financial year data from 1 July 2020 – 30 June 2021. The
survey opened in September 2021 and closed at the end of November 2021. Bond University have managed the
data collection and analysis on behalf of IGEA.

What are the requirements from studios to complete the survey?
We ask that respondents have an ABN and have made or are making games.

Aren’t there more game development studios in Australia?
Over 400 Australian development studios were contacted multiple times and requested to complete our annual
game development survey.
Participation is voluntary, with 187 studios completing the survey and providing usable data.

Who completed the survey?
We are unable to identify the Australian game development studios that completed the 2021 survey. Under our
agreement, Bond University conducted the research on IGEA’s behalf. To preserve the integrity of the data, Bond
University then provided IGEA with aggregated data from the survey without identifiers. Bond University is not
permitted to provide the data to any other party.

State based statistics
IGEA has no control over who completes the questionnaire. This data simply captures those companies that
completed the survey at a point in time. 2021 saw greater participation in the survey from states such as Tasmania
and Western Australia.

Gender based statistics
After consultation with the local transgender community, we revised the way we asked this particular question
specifically:
As at 30 June 2021, what was the gender breakdown (how many) by FTE?
Female (cisgender)
Female (transgender)
Male (cisgender)
Male (transgender)
Non-Binary
In previous surveys, we had not included ‘cisgender’ in either the male or female category. Studios answer this
question to the best of their ability within legal and privacy regulations.
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IGEA (Interactive Games & Entertainment Association) is the peak industry

association representing the voice of Australian and New Zealand companies in the
computer and video games industry. IGEA supports the business and public policy

interests of the games industry, through advocacy, research and education programs.
We work with many stakeholders including all levels of government, agencies, media
and other trade associations.

IGEA advocates on behalf of our members, who range from one-person studio

startups to larger multinational developers, publishers, platform holders and digital
storefronts. IGEA’s role is to help our members and the wider industry more

effectively create, distribute and sell interactive games, entertainment content and
related hardware.

Through the provision of consistent and frequent industry research and data, along

with communications programs, IGEA promotes the interactive games industry both
locally and abroad. Please visit www.igea.net for further information.
Follow us
/igea.net
@igea
@GCAPConf
@TheArcadeMelb
Interactive Games & Entertainment Association (IGEA)

