
2022 FEDERAL ELECTION
POLICY PLATFORM

 BACKING
THE GAME



IGEA acknowledges and pays respect to the past and present Traditional Custodians 
and Elders of this land and the continuation of cultural, spiritual and educational 
practices of Aboriginal and Torres Strait Islander peoples.

We would like to extend our acknowledgments to the indigenous people from 
countries overseas and recognise their strength, wisdom, creativity, and storytelling.



Cover Art by Sheree Fiala
www.shereefiala.com
     shereefiala
     @shereefiala

     /in/shereefiala/

National Innovation Centre
4 Cornwallis Street
Eveleigh NSW 2015

www.igea.net

     @igea

     /igea.net

     /company/interactive- 
games-entertainment- 
association-igea/

https://igea.net/
https://twitter.com/igea
https://www.facebook.com/igea.net/
https://www.linkedin.com/company/interactive-games-entertainment-association-igea/
https://gcap.com.au/
https://shereefiala.com/
https://www.instagram.com/shereefiala/
https://twitter.com/ShereeFiala
https://www.linkedin.com/in/shereefiala/


01   ABOUT US

02   CONSUMER SNAPSHOT

03   INDUSTRY SNAPSHOT

04   OUR ADVOCACY

05   LEGISLATING THE DIGITAL GAMES TAX OFFSET

06   LAUNCHING A GAME DEVELOPMENT FUND

07   VISAS REVIEW

08   WHAT ELSE IS IMPORTANT TO US

TABLE OF CONTENTS



IGEA is the peak industry association representing the voice of Australian and New Zealand 
companies in the computer and video games industry. We support the video games industry’s 
business and public policy interests through advocacy, research, and education programs. IGEA 
works with many stakeholders, including all levels of government and with non-government 
bodies, other industries and the media.

IGEA advocates for our members, who range from one-person studio startups to more prominent 
multinational developers, publishers, platform holders and digital storefronts. IGEA’s role is to help 
our members and the wider industry create, distribute and sell interactive games, entertainment 
content, and related hardware more effectively.

IGEA promotes the interactive games industry locally and abroad by providing consistent and 
frequent industry research, data, and communications.

IGEA delivers Games Connect Asia Pacific (GCAP), an annual conference focused on up-skilling 
the Australian game development industry and providing connections to the global games 
industry. IGEA manages the Australian Game Developer Awards (AGDAs), the most prestigious 
awards event celebrating excellence in Australian-made games.

ABOUT US



Two-thirds of 
Australians play 

video games

78% of Australian 
video game players 

 are aged 18 and up   

The average age of 
Australian video 

game players is 35

18+ 35 years

"Australian adults ... 
overwhelmingly viewed 
making games here 
a valuable and important part of 
the economy, worthy of 
government incentive initiatives."

Believe that there is value to the 
economy in making games

Believe in the importance of the 
games industry

Believe the Government should 
incentivise game development

More than 17 million of Australia's 26 million residents connect with video games. 
46% of Australian gamers identify as female, 53% as male, and <1% as non-binary.
92% of Australian households have at least 1 device on which games are played.

95%

89%

70%
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https://igea.net/2021/10/digital-australia-2022-da22-connected-by-games/


Income generated by 
Australian game 

development studios 
in 2020/2021

Number of full-time 
employees in 

Australian game 
development studios

of studios are 
planning to hire 

new staff in 
2021/2022

226.5M 1,327 64%

74% of game studios 
develop their own 
Intellectual Property

82% of income 
generated is from 
overseas markets 
and investments

1
2

3

Hiring employees with 
specialised skills

Attracting early-stage 
development funding

Lack of appropriate 
government funding
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https://igea.net/2021/12/australian-game-development-industry-doubles-revenue-to-226-million-over-the-past-five-years/


One of our key roles is to foster
understanding across federal, state
and even local governments about
video games, the people who play
games, and the creators and
companies that make and bring
games to consumers. We advocate
for government policies to help our
industry grow and succeed.

HOW WE ADVOCATE

We speak with Australian governments of all sides and at all
levels, including Departments and Agencies. We are active in the
media to promote the industry and associated economic
opportunities alongside profiling the millions of Australians who
play games. Our advocacy prioritises transparency, with our policy 
positions and submissions published on our website and grounded 
in evidence, and our work informed by data-gathering and industry 
consultation. We also work hard to help policymakers better 
understand games and our industry through briefings, studio 
tours and our proud support for the federal Parliamentary 
Friends of Video Games Group.

OUR
ADVOCACY



FIGHTING FOR
SUPPORT FOR GAME
DEVELOPMENT

We provide a voice for Australia’s emerging
video game development industry, from
homegrown independent studios creating
our next significant digital export to the
incoming international studios that will
drive long-term investment and job
creation. We fight for the tax incentives,
rebates and direct funding at the federal
and state and territory levels needed to
trigger a new golden age for our incredibly
high potential and skilled - but traditionally
under-prioritised - industry of the future.

PROMOTING A SAFE
AND RESPONSIBLE
INDUSTRY

We stand for a digital industry that takes its
responsibility for providing a fun and safe
environment for game players of all ages
seriously. We believe that any necessary 
content regulation should be modern,  
effective and evidence-based, and we are 
among the most active stakeholders engaging 
in policy areas like censorship, classification, 
online safety and privacy. We also inform and 
contribute to dialogue on various issues of 
specific relevance to our sector, such as  
digital health, violence in games and  
in-game spending.

DRIVING CONTINUED
INDUSTRY GROWTH  
AND INNOVATION

We share the common goal of all 
Australian governments to foster policy 
and regulatory environments that 
encourage businesses to grow, hire, 
innovate and create new markets while 
also operating ethically and responsibly. 
This is why we actively participate and 
advocate on a range of diverse policy 
issues, including intellectual property and 
copyright laws, competition and consumer 
frameworks, internet and digital policies, 
tax reform, and environmental and 
sustainability regulation.



CALL OF DUTY: VANGUARD (2021)
BY SLEDGEHAMMER GAMES
MELBOURNE, VIC



In 2021, the Australian Government announced a new Digital 
Games Tax Offset (DGTO) to commence on 1 July 2022. To 
ensure this, the DGTO must be legislated as soon as possible.

The DGTO will supercharge Australia’s video games industry 
by enabling studios to increase their game production, make 
more ambitious games and double down on innovation.

It will also give Australian studios that export game 
development services a competitive edge, leading to a 
significant rise in foreign investment and services exports, 
making Australia a prime destination for new ‘AAA’ studios.

New and fast-growing studios will create thousands of skilled, 
digital and future-proofed full-time jobs. Once the DGTO is 
in place, we predict that by 2030 we can potentially create a 
$1 billion a year Australian game development industry that 
employs 10,000 full-time workers.

A tax offset for game development has received cross-party 
support through various Parliamentary Committee Inquiries.

“WE THANK AUSTRALIA FOR ITS 
SUPPORT OF GAME DEVELOPMENT 

AND CULTURE HERE AT HOME. 
THE DIGITAL GAMES TAX OFFSET 
WILL BE CRUCIAL IN HELPING US 

ACHIEVE WHAT WE’VE STARTED BY 
EXPANDING OUR INVESTMENT AND 

HEADCOUNT OF EXCEPTIONALLY 
TALENTED PROFESSIONALS AS WE 

BUILD ONE OF THE PREMIER STUDIOS 
IN THE ASIA-PACIFIC REGION.” 

GREG PALSTRA 
STUDIO GENERAL MANAGER 

 SLEDGEHAMMER GAMES 
(MELBOURNE)

LEGISLATING THE
DIGITAL GAMES TAX OFFSET



UNPACKING (2021)
BY WITCH BEAM
BRISBANE, QLD



At the federal level, significant support is provided to 
Australian screen content creators, from film and TV 
producers to digital content creators, through a range of 
Screen Australia administered funds. However, despite 
being screen content, video games have for many years 
been excluded from this investment.

Game developers would benefit from support via direct 
funding in the same way as film and TV producers. 
Funding assists emerging talent to secure seed funding 
to get their projects started, which allows them to obtain 
the necessary financing and investment, which will enable 
them to hire the talent they need, which results in games 
being delivered to market - often to great success.

Critically, a games fund directly complements the DGTO 
by providing the most benefit to smaller growing ‘indie’ 
development studios, most of whom would be unlikely 
to meet the minimum qualifying expenditure required to 
access a tax offset. Given the global market potential 
of video games, it is not unusual for studios to be able 
to ‘pay back’ the funding they receive many times over 
through the taxes they pay on their new export revenue.

Like the DGTO, direct funding for game development 
has enjoyed cross-party support through various 
Parliamentary inquiries.

“WE’VE RELEASED TWO AWARD-WINNING 
TITLES WITH FUNDING ASSISTANCE: 
ASSAULT ANDROID CACTUS RECEIVED 
TRAVEL GRANTS THAT OFFSET SOME OF 
THE COST OF EXHIBITING INTERSTATE 
AND OVERSEAS WHILE OUR RECENT 
HIT UNPACKING RECEIVED A STATE 
DEVELOPMENT GRANT THAT HELPED US 
HIRE AN ADDITIONAL ARTIST EARLY ON. 
GRANTS CAN BE OF MASSIVE BENEFIT 
TO SMALL TEAMS ATTEMPTING TO 
BOOTSTRAP THEIR AMBITIONS, AND A 
FEDERAL PROGRAM WOULD BENEFIT SO 
MANY TEAMS AROUND AUSTRALIA IN  
THE FUTURE.” 

TIM DAWSON 
CO-FOUNDER / ARTIST / ANIMATOR /  
DESIGNER / PROGRAMMER 
WITCH BEAM 
(BRISBANE)

LAUNCHING A GAME DEVELOPMENT FUND



While Australia pivots towards being a high tech digital economy, 
we are facing a severe shortage of information-based workers. 
This shortage is widespread, but it is particularly acute in the 
video game development industry, which is rapidly growing but 
has for years suffered a ‘brain drain’.

While the focus should always be on strengthening the local 
workforce, it is just as vital that Australia’s skilled migration 
system be modern and nimble. Bringing in global talent where 
necessary not only helps businesses to operate, it also helps 
them to create Australian jobs by allowing them to train the 
next generation of skilled workers. COVID challenges aside, 
our members are increasingly telling us that they are hitting 
roadblocks when it comes to attracting global talent.

We are therefore calling for a quick and immediate review 
of Australia’s skilled migration settings as it applies to 
information-based workers, including all categories of game 
developers. This review should cover all relevant areas, 
including occupation classifications, skills lists, visa classes 
and visa processes and prioritisation.

“IN THE COMPETITION FOR GLOBAL 
TALENT, BEING ABLE TO ACT QUICKLY ON 
POTENTIAL HIRES IS A GAME-CHANGER. 
MANY TIMES WE’VE SOUGHT TO BRING 
IN SPECIALIST TALENT BUT HAVE FACED 
DELAYED OR CHANGING VISA PROCESSES, 
OR THE ONLY OPTIONS AVAILABLE TO 
THEM ARE TEMPORARY VISAS. IN THESE 
CIRCUMSTANCES, CANDIDATES OFTEN LOSE 
INTEREST AND SIMPLY ACCEPT ANOTHER 
COMPETITIVE OFFER IN ANOTHER COUNTRY.” 

STEVE WANG 
GENERAL MANAGER 
WARGAMING 
(SYDNEY) 

VISAS REVIEW



To create an environment that supports and 
drives sustainable growth for the interactive 
games and entertainment industry.

For more information on our policy and 
advocacy, see igea.net/policies/

BUILDING A SKILLED
WORKFORCE FOR OUR
INDUSTRY AND AUSTRALIA
In addition to flexible migration settings, 
we support policies that promote STEM in 
schools and enable higher education and 
vocational institutions with games courses 
to offer the best possible training.

SUPPORTING A STRONG,
ACCESSIBLE AND  
NEUTRAL INTERNET
We support continued government 
investment into internet infrastructure, 
high quality, accessible and affordable 
internet for all, and non-discrimination 
against gaming content and data.

A FAIR TAX SYSTEM THAT
ENCOURAGES INNOVATION
We advocate for modern tax policies that 
support SMEs and incentives for R&D and 
innovation. In relation to digital tax reforms, 
we encourage a practical approach based 
on global consensus.

MODERN, EVIDENCE-BASED 
AND BALANCED 
REGULATORY FRAMEWORKS
Any proposed content regulation should 
be modern, effective and evidence-based, 
and we are among the most active 
stakeholders engaging in policy areas like 
classification, online safety and privacy.

WHAT ELSE IS 
IMPORTANT  
TO US

https://igea.net/policies/
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