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Australia has much to celebrate when it comes to video games.

Australians love playing video games
for many reasons, for fun, to connect,
the challenge, de-stressing and
keeping the mind active.

Latest research shows:
81% of Australians play video games.

Most Australian households have
at least one device to play video
games.

91% of parents play with their
children to connect as a family.

Contrary to stereotypes, almost half
are women playing games.

The average age of players is 35
years old.

The Australian video games industry
not only provides entertainment to
players across the world; it creates
businesses and employment,

inspires innovation and talent, while
contributing to the Australian economy.

Our latest annual data shows:

Australian-made games brought
in $339.1 million in largely export
revenue.

Australians spent $4.4 billion on
video games.

Over the last few years, we saw
increased federal government
support for the Australian video
games industry. IGEA has advocated
for the Digital Games Tax Offset
(DGTO), seeing this approved through
Parliament in 2023.

We also celebrated the restoration of
the Australian Interactive Games Fund,
a historic moment announced by the
Government during the launch of the
Australian National Cultural Policy.
This was followed by Screen Australia’s
introduction of funding opportunities,
directly supporting original games
(Games Production Fund), emerging
gamemakers (Emerging Gamemakers
Fund), and professional development
(Future Leaders Delegation).
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These funding commitments, coupled
with select state government digital
games rebates, position Australia

as having one of the world’s most
generous games incentives, fostering
project delivery by highly creative
digital businesses and enticing
multinational game studios to
establish a presence and invest in
Australia. Australian studios of all
sizes and locations now have the
opportunity to access government
funds which ultimately will lead to

a diversified local development
ecosystem.

We deeply appreciate the support

for Australian video game creators,
which could only be achieved through
cross-party support. Industry continues
to share positive feedback about

the DGTO and we look forward to
increased industry uptake of this

tax offset being well-utilised by the
industry.

But there's no
time to rest on
our laurels —
Australia can be a
serious player.

Australia is one of the most desirable
places in the world to live and to
visit. It prides itself at being good at
sport. It's an attractive destination
for making films, leveraging on both
Australia’s natural beauty, supported
by our amazing talent, government
investment incentives and low
exchange rates.

With the global video games industry
worth more than music and film
industries combined, it makes good
economic sense for Australia to
replicate the success of the traditional
screen sector for the video

games industry.

With this revenue and employment
opportunity, supported by
government, Australia can build on
this momentum and create a thriving
video games industry ecosystem.

With ambition and clear vision, we
can fully realise the opportunities
presented by the video games
industry, becoming a global
powerhouse for the global video
games industry that leads to greater
economic wealth and creation of jobs,
no longer tied to being labelled as an
underdog and punching above

our weight.

There's an opportunity to recover

lost ground post COVID and - even —
post GFC, instilling more investment
confidence and a sustainable pathway
to a globally competitive industry.

It's not just about video games nor

the industry itself. There are natural
spillover benefits that investment

in the industry can offer, building

the necessary foundational Science,
Technology, Engineering, the Arts and
Mathematics (STEAM) skills of our
future workforce and diffusion of talent
and innovation across industries.

With a looming Federal Election,
there is no better time to open
this conversation.




Acknowledgement of Country

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.

IGEA recognises that our work

also extends across to the lands of
Aotearoa, and recognise the strength,
wisdom and creativity of the Maori
and the Moriori people.

We extend our respects to all
Indigenous people of countries where
our members and stakeholders live
and work.
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Our vision for
the Australian

video games
industry

Australian consumers of all
demographics love to play video
games because they're simply fun,
selling over $4.4 bn each year to
consumers.

More can be done to match our
willingness to buy and play games,
and recover lost ground post GFC,
by attracting investment in Australian
game development.

We offer a plan for how Australia can
make that happen.

The following are key indicators of
success for Australia to reach its full
potential:

that operate under fit-
for-purpose legal and regulatory
frameworks.

People play games
for many reasons including fun,
enjoyment, connection, relaxation,
education, health and creativity.
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comprising an ecosystem of both
independent homegrown studios as
well as high-investment international
studios that develop games for
Australia and global markets via

a creative, highly trained, highly
skilled, future-focused workforce.

including grants and
tax incentives to encourage creative
activity, production and investment,
with an educational and immigration
system that allows and supports
studios to find, attract and retain
talent.

consistent with policy principles
such as transparency, collaboration,
practicality, proportionality,
technology neutrality, fit-for-purpose
and evidence-based policy. If
well-designed, these will lead to
productivity-enhancing and optimal
outcomes and provide industry with
a globally competitive edge.



Few Australian industries

They create valuable goods, cultivate
versatile tech talent, reach billions of
consumers, attract foreign investment,
and export our culture globally. The
question is how much bigger we

can go?

Australia’s game development sector,
despite its potential, employed only
2,465 full-time workers and generated
$339.1 million in revenue during
2023-24. By way of contrast, for
example, the Canadian video games
industry employs 34,010 FTEs and $5.1
billion (CAD) to its economy."

Australia has a long history of creating
video games and the global industry
continues to take notice of Australia.
This is demonstrated by major
publishers including Electronic Arts,
Gameloft, Riot Games, Sledgehammer
and Keywords recently establishing or
expanding their studio presence

in Australia.

The introduction of a 30% Digital
Games Tax Offset (DGTO) through the
support from all sides of government
has been a welcome introduction,
signalling a new golden age for
Australian game development. This is

1 ESA Canada, ‘Canada’s Video Game Industry: Powering
the Future of Play’

match the potential of video games.

a critical first step to recovering lost
ground experienced during the GFC.

Not only is game
development a
real industry, but it
is also the largest
creative industry
in the world.

Video games are not simple electronic
toys that they were perceived to

be in decades past, but are instead
artistic and compelling platforms for
interactive storytelling.

Many locally made games are set

in Australia, from the iconic Storm
Boy to the uniquely Australian
Burnout Masters, as well as countless
Australian sporting titles like AO
Tennis 2 and AFL Evolution 2. While
some Australian-made games have
more neutral settings, they often still
deeply reflect their Australian origins
and sensibilities, often in subtle yet
unique ways e.g. via the playful,

mischievous sense of humour on
display in Untitled Goose Game.
Even many games not made

in Australia portray Australian
characters and environments, from
Crash Bandicoot, one of the world’s
great games franchises, to Forza
Horizon 3, which created an entire
Australian open world for millions to
experience.

Australian communities and
governments have always cared
deeply about the availability of
Australian stories, especially for our
younger generations. As content
preferences change, video games
are becoming an increasingly vital
medium for Australian storytelling,
and support at federal and state and
territory level is vital to ensure more
games are made.

Also, just as we celebrate the
Australian movies and shows that
find global success, locally made
games promote Australia abroad
and help to shape how the world
sees us, with diverse impacts that
can affect tourism, trade, and even
international relations.
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International business with
presence in Australia



A snapshot of the Australian digital games industry

The big numbers
INCOME GENERATED BY A DECREASE OF
$339 1 M AUSTRALIAN GAME DEVELOPMENT OVER
o STUDIOS IN FY 2024 YEAR
2465 NUMBER OF FULL TIME EMPLOYEES" IN B & 7 OvER
AUSTRALIAN GAME DEVELOPMENT STUDIOS PREVIOUS
& 61 O/ OF STUDIOS ARE PLANNING TO B NEw
O HIRE NEW STAFF IN FY 2025 HIRES
Projected growth
IIIIIIIIIII"""--- O/ OF STUDIOS ARE PREDICTING INCOME
53 /O GROWTH OVER THE NEXT YEAR

IIIIII-------------- 2 (o) OF STUDIOS ARE PREDICTING STABLE
O INCOME NEXT YEAR

Highly skilled

Employee gender diversity
employees

41%
1% PROGRAMMERS/
NARRATIVE ENGINEERS

74%

ARE (CISGENDER) MALE

3% 21% B 22%

ARE (CISGENDER) FEMALE

auplo ARTISTS
T
4% 3
OTHV 4 /O
ARE TRANSGENDER,
NON-BINARY
6% an / OR GENDER DIVERSE
Z«o)/gucens / \
8% 9%
DES,%NERS MANAGEMENT, ADMIN AND MARKETING
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IP importance

850/ OF RESPONDENTS
O DEVELOP THEIR OWN IP

Studio stage ‘ 56%

OF STUDIOS ARE

5 YEARS

OLD OR LESS

Studio location

Z%BASED IN 25%

BASED IN

5% QLD

o 15%

®. BASEDIN
NSW

op 3%

6 /o ’—‘ BASED IN
BASED IN s ACT

SA BASED IN
28% Vit L
AT - 2% Ths

BASED IN

4¢y OF STUDIOS WORK
O CcOMPLETELY REMOTELY

Export focused

(o) OF REVENUE GENERATED COMES
O FROM OUTSIDE OF AUSTRALIA

by, 150,

OF STUDIOS ARE OF STUDIOS ARE
6-9 YEARS 10 YEARS
OLD OLD OR MORE

Full time employee* location

*includes full time equivalents and contractor:

o BASEDIN
60/ BASED IN 1,:{, s %EZNOA’
OWA .:cooiicc.. .:f:. {%

18%

BASED IN
NSW
[ X BN ] 1 %
BASED IN
gAASEDIN "'"L O/ ACT
36%iic 1%

Challenges facing the industry

SECURING LOCAL
PUBLISHER DEALS

ATTRACTING EARLY-STAGE
DEVELOPMENT FUNDING

SECURING INTERNATIONAL
PUBLISHER DEALS

About the survey: Our 2023-2024 game development survey is based on financial year data from 1 July 2023 — 30 June 2024. The survey was conducted by Bond
University who supply responses in aggregate to IGEA. The survey opened in October 2024 and closed at the end of November 2024. Participation in the survey is
voluntary, with 137 studios completing the survey and providing usable data, which is slightly higher than the participation rate last year of 111 studios.
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Untitled Goose Game

&B by House House
S oW

Studios based in Australia are creating some of the world's most
popular games. Here's a selection, but the list is growing fast.

Made by House House, an independent studio based in Melbourne, Victoria, Untitled Goose Game was arguably the world's most
talked-about video game of 2020. It sold over one million copies in its first three months. It has won a suite of major international
awards including DICE Game of the Year and the BAFTA Award for Best Family Game.

One of most revered indie games of all times, Hollow
Knight won a range of awards, including Best Debut Indie
Game at the Game Awards in 2017. It sold 1.5 million copies
on digital distribution platform Steam and 1.5 million copies
on Switch alone. We are awaiting its sequel Hollow Knight:
Silksong just as eagerly as the rest of the world.

This cosy-gaming number from Brisbane’s Witchbeam was
the indie smash hit of 2021. It sold 100,000 copies in just 10
days. The game’s beautiful pixel-art style helped it win the
highest accolade at the Australian Game Developer Awards
(AGDAs). Unpacking was declared Game of the Year by
Eurogamer, won the Innovation Award at SXSW 2022, best
Audio Award at GDC, and landed the 2022 DICE Award for
Outstanding Achievement for an Independent Game. At the
2022 BAFTA Game Awards, it won Best Narrative and Game
of the Year.
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Hipster Whale's Crossy Road quickly became a viral success
— Crossy Road titles have amassed more than 330 million
downloads to date. Hipster Whale has joined forces with
world-renowned companies along the way, including Bandai
Namco and Disney to create more top-charting games like
PAC-MAN 256 and Disney Crossy Road+.

Start your own cult in a land of false prophets, venturing

out into diverse and mysterious regions to build a loyal
community of woodland Followers and spread your Word to
become the one true cult. A cult game in every sense of the
word and another massive success for the Australian sector:
It sold over 3.5 million copies across all available platforms.
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"You're on a plank, 80 stories high. Knees shaky, palms
sweaty. You have a choice. Do you walk or do you freeze?”
VR hit-title Richie’s Plank Experience prides itself on invoking
the strongest possible emotion in the shortest possible time.
If you ever walked the plank, you know exactly what they are
talking about...

This remake of 70s classic Oregon Trail by Gameloft
Brisbane sees players re-trace the footsteps of 19th-century
pioneers as they seek a new home in the Pacific Northwest.
Transitioning this classic into mobile format has won global
acclaim. It won Most Downloaded Apple Arcade Game 2021
and the Mobile Excellence category at the 2021 AGDAs.

It's also the winner of four Nyx awards (Adventure, Audio,
Education, Family), two Queensland XR Awards, and it won
the Public Service, Activism, and Social Impact Game Award
at the 2022 Webby Awards.

If you like your roleplaying games to feature more musical
numbers, Stray Gods has you covered. So much in fact, that
the game was nominted for a BAFTA and a Grammy. It also
took out the Game of the Year Award at the Australian Game
Developer Awards.
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How government
can help the @
industry reach *
its full potential
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1| Build on the
momentum
for industry
development,

enabled via
the DGTO.

We have welcomed the introduction
of a 30% DGTO through the support
from all sides of government,
signalling a new golden age for the
Australian video games industry. This
sets a critical foundation for building
momentum and a pipeline for growth.

With the new DGTO and state and
territory backing, Australia is poised
to become a premier hub for game
development. Such changes signal a
shift from past struggles to a future
of limitless export and investment
opportunities.

Based on global experience, the
DGTO will transform the video games
industry. It will empower existing
studios to create more games,
innovate, and produce ambitious
projects. "Work-for-hire’ studios will
gain a competitive edge in exporting
game development services. Foreign
investment will be attracted, fostering
new 'AAA’ studios in Australia, and
generating thousands of skilled jobs.

To achieve these goals and seriously
become globally competitive,
alignment with international best
practices is crucial. Our
modelling indicates a
potential $1 billion industry
by 2030, supporting 10,000
full-time workers.

We have also welcomed Screen
Australia’s 2023 announcement of
funding for Australian gamemakers,
with the federal government
committing $12 million over four years
as part of the National Cultural Policy.

Nevertheless, like many high-tech
and creative businesses, 2024 was a
challenging year for game creators
due to the many external forces
impacting and disrupting the sector.
The government’s continuing support
for the industry over the longer term
will, therefore, be important.

Further, following almost a decade of
limited federal support, the current
level of funding is still considerably
less than support received by film and
TV production, and it will be critical for
a new phase of funding support.

To support a growing industry, a
deeper focus needs to be given to
smaller studios, including indies,

as they scale and mature over the
medium to longer term. This can
only be possible through general
business development, not limited to
developing the game itself.

While the Australian Government
supports screen content creators,
more can be done to offer an
equivalent level of support for video
game developers. Game developers
face similar needs as film and TV
producers. Funding is crucial for
emerging talent to secure seed
funding, attract investment, and

hire necessary talent, resulting in
successful game releases. Importantly,
a complementary fund could benefit
indie development studios that might
not meet the minimum expenditure for
the DGTO.

Vi

For instance, business training is
needed to ensure a sustainable and
long-term approach to game-making.
Fundamentally, this should revolve
around business planning and product
management to allow studios to be
more strategic.

Adjacent to this is an opportunity

to support skills-building initiatives
that would enable developers to go
beyond the traditional publishing
model and focus on self-publishing
strategies, amongst other supporting
activities. This includes a strong
focus on discoverability, marketing,
community engagement, and content
aligned with the expectations of such
financial backers as VCs.

How government can help:

funding for the
aintained for the
m, as a critical

e funding for Australian
james development

million in recognition
need for ‘catch-up’
ment in the sector.

and funding to specifically
port smaller video games
elopers who seek to sustain
d scale their businesses,
ch as business training and
ills-building initiatives.

Support video games
developers similarly to how
screen content creators are
offered support.
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2 | Implement
a fair tax

system that
encourages
Investment,
rather than
hinders.

Our industry, like all sectors, should
rightly pay its fair share of taxes.

In addition to corporate income

and other taxes, GST in Australia is
collected on digital sales including in-
game purchases, unlike in many other
countries. Australia’s export-focused
game developers have also brought
in significant taxes — generating more
tax revenue than arguably any other
creative sector.

We advocate for tax policies that
support SMEs, and incentives that
drive innovation, like R&D tax
incentives. Dialogue around tax reform
and digital industries should be based
on achieving global consensus.

We have welcomed the introduction of
the DGTO, setting a critical foundation
to building a strong video games
industry ecosystem. We look forward
to other measures to ensure that this
becomes sustainable in the longer
term. This includes ensuring that
barriers to investment are lowered,
while greater incentives are also
introduced, which can be addressed in
our taxation system.

There has been discussion in Australia,
New Zealand, and other countries
around taxation of the digital
economy, including the idea of a
‘digital tax’. This debate is of limited
relevance for our industry as games
companies overwhelmingly generate
revenue from selling consoles, physical
and digital games, and game content,
rather than through less tangible user-
generated value.

All parts of our sector, from consoles
and platforms, to developers,
publishers, and distributors, pay
tax. We believe that the reforms

last decade to extend GST to

digital goods in Australia, which we

L}
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supported, have comprehensively

dealt with the issue of tax in our sector.

Nevertheless, as a digital industry, we
are stakeholders in the broader tax
debate and believe that reforms to
the taxation of the digital economy
can only be achieved effectively by
reforming the international tax system,
such as through the OECD, a process
that we know is already underway.

How government can help:

e Stronger R&D tax incentives
that more effectively cover
software and encourage games
companies to invest in new
technology.

Expanding payroll tax
exemptions in Australia
(noting that New Zealand has
no payroll tax), particularly
for small-to-medium-sized
businesses.

Reform of corporate income
tax to make our tax systems
more competitive, with OECD
data showing that Australia has
among the highest business
tax rates of all advanced
economies.

3| Enhance
opportunities
in digital trade
and exports.

To ensure a sustainable industry in
Australia, it makes economic sense
for the industry to have a strong trade
and export market for generating
revenue, not just within Australia. In
fact, Australian developers already
earn almost all of their sales revenues
from overseas, and Australian-made
games are among the most successful
creative exports ever.

And video games are a perfect export
for Australia: weightless, high-tech,
green, and IP-based. They generate
long-term revenue, tell Australian

stories, and have evergreen demand,
even during economic downturns.
They are not only exported as a
good, but also as a service, with
many Australian game developers
exporting their skills and expertise
internationally, similar to how our
VFX companies undertake work for
Hollywood.

Unfortunately, there is seemingly no
federal support for any-game related
export and trade activities. This
becomes apparent at various major
international game tradeshows, where
the Australian Government neither
supports industry participation at
these important showcase events

nor promote investment attraction to
Australia. As a result, unlike tourism
and other major Australian exports,
hardly anyone overseas knows about
Australia being one of the best places
in the world to make video games,
producing a range of smash hits.

There are existing measures that can
be improved upon to address these
policies.

Austrade support

Austrade, as the federal agency

with this trade responsibility, should
work with IGEA to establish a brand
statement for the video games
industry to export overseas. This
should bring together all the state and
territory trade agencies to coordinate
on a unified Australian response.

Complementing this, Austrade
needs to be properly equipped with
resources and funding to support
game companies wishing to export
their products overseas. This is
crucial to ambitious Australian game
developers, providing market insights,
landing pads and trade missions,
and attracting global companies to
invest in or establish their studios in
Australia.

For example, exposure to markets
outside of Europe and the North
Americas needs to be facilitated,
through Austrade assistance.
Australian developers want to engage
with Asia and other regions but

often do not have any idea where to
begin. These regions are an enigma
to industry and there needs to be
strategies in place to demystify them.



Further, Austrade can play a leading
role in attracting investment in
Australia, especially for larger studios.
There is also a multiplier effect that

is not limited to only building a

local industry, but also a local talent
pipeline.

Australia’s Export Market
Development Grants (EMDG) Scheme
is designed to actively help Australian
game developers to sell their games
overseas and to find publishers,
investors, and markets. In its current
form, however, the scheme has moved
to a 'first come, first served’ approach,
distorting the process that prioritises
rushed submissions of applications
versus quality.

Additional minimum criteria (e.g.

at least $20,000 on marketing

and promotional activities per
financial year) for applications also
disincentivises smaller indie studios
from bothering to apply. Other
operational costs to undertake such
export activities need to be included
such as travel and accommodation.

In addition to attracting private
investment and global companies

to establish themselves in Australia
to grow the video games industry,
government and wider industry can
also play a role in procuring these
technologies within their settings that
could increase their productivity while
sustaining the industry.

Video games are no longer just
being used for enjoyment and
entertainment. Serious games and
gamified technologies are finding
diverse uses in education, health,
policing, defence, and social services,
as well as in the business and
community sectors. While the serious
games sector is still an emerging

part of our broader industry, many
Australian game developers have
significant experience in ‘gamification’
and we remind governments about
how games can be used innovatively
to deliver policies, programs, and
projects.

Some of the best uses of serious
games by government anywhere in
the world are found in Australia. One
of the earliest government adopters
of serious games was Melbourne
Metro Trains, which included games
in its viral Dumb Ways to Die safety
campaign. The eSafety Commissioner
also developed a game, The Lost
Summer, to educate teens about
online safety.

Games-based technologies have
been used by governments to create
simulations for law enforcement

and defence, training programs for
public workers from frontline staff to
surgeons, immersive experiences for
schools and museums, and even a
recruitment tool for an intelligence
agency. Even many traditional digital
apps created by governments and
companies use design and user
interface features first developed in
games.

The use of serious games outside

of government are just as diverse.
Prominent examples include two
games related to ear health: Sound
Scouts, which checks children’s hearing
and has received federal funding for a
nationwide rollout, and Bring Back the
Beat, which support the rehabilitation
process for Cochlear implants
recipients.

Developing and implementing serious
games is probably easier, cheaper, and
faster than what many governments
may think. We encourage anyone in
government with a message, service,
project, or program to deliver to ask
themselves whether an interactive
platform, service, or game could
potentially help them to achieve
outcomes even more effectively. If the
answer is yes or even maybe, please
reach out to us, because Australia has
some of the best developers of serious
games and gamification technology in
the world, and many are members we
proudly represent.

Hllow Knight: Silksong
by Team Cherry



5| Immediately
close the
talent gap.

Building a strong game development
sector, for which government support
is critically needed, will bring a strong
workforce with it. Moreover, video
game workers are highly trained
technology-based creatives with
incredibly transferable skills: exactly
the kind of workers that not only our
industry needs, but a 21st century
Australia needs.

Such transferrable skills from the video
games industry, flowing from industry
investment, will also be essential

to increasing Australia’s economic
complexity (and therefore stronger
economy), which is weak compared to
our overseas peers.

Despite the economic opportunities
in our industry, labour supply is

not meeting the high demand for
experienced video game developer
workers in Australia.

According to IGEA's latest monthly job
reports developed in collaboration
with Games Jobs Live, experienced
roles are seeing significant, long-

term job growth. This is a complex
challenge that requires a measured
and holistic approach by government
and industry stakeholders.

And with the DGTO in force, the
degree of specialisation in making
video games will continue to expand
due to larger productions taking
place in Australia. Many of IGEA's
members have expressed that the
skills shortage of highly specialised
positions is a major business blocker,
causing disruption and cancellation of
multimillion-dollar projects.
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In the short term, an education-
focused solution will be difficult to
implement to address the immediate
shortage of mid- to senior-level
video game developers, which are in
demand of a fast-moving industry.

This is because it is more difficult

to employ Australians without
experienced talent in these specialised
roles due to the lack of mentorship
and pathways. Any concerns over the
displacement or substitution of local
jobs are inapplicable when there are
so few Australians who could perform
these tasks at the skill level required.

We support migration policies that
enable our industry to fill skills gaps
and, most importantly, bring in the
experienced managers and specialists
we need to train up our next
generation.

We keep hearing that the visa
pathways for this talent are often
inaccessible, friction-full, unsuitable,
or simply not attractive enough in a
globally competitive environment,

as they do not lead to permanent
residency or take too long to process.

The industry is also committed

to upskilling the existing game
development workforce especially for
those seeking to advance to mid and
senior levels.

For example, driven by its members,
IGEA collaborated with a project
management consultancy to deliver
an Agile Games Production course to
close crucial skills gaps. Its creation
was driven by industry demand and
its curriculum was shaped by industry
veterans. We encourage such a course
to be adopted more nationally and
welcome working with government
to make this as widely accessible as
possible.

Additionally, IGEA organises the
annual Games Connect Asia Pacific
(GCAP) conference for Australian
game developers each year.
Having taken place for more than
two decades, GCAP is Australia’s
premier professional development
and networking event for the game
development industry, catering

to a range of disciplines. It's an
industry-based business-to-business
conference, focused on up-skilling
and connecting the local game
development industry.

The value of this annual conference
is demonstrated by year-on-year high
attendance and returning attendees.
Sustaining this conference over

the long term has only been made
possible thanks to the sponsorship
support across different levels of
governments and industry around
Australia.

The video games industry has
extensively advocated for a
modernised Australian and New
Zealand Standard Classification

of Occupations (ANZSCO) Code
system that is fit for purpose and
would accurately capture video game
workers across various specialisations.
Video games are inherently an art form
delivered by cutting-edge technology,
which requires our workers to be
highly skilled, technologically savvy
and creative.

Despite the video games industry
possessing future-facing skillsets

that are high in-demand globally, the
ANZSCO failed to recognise video
game workers and therefore failed to
capture the expertise and specialist
skills within our industry. Until recently,
some video game workers fell under
the ANZSCO codes for Multimedia
Designer or Multimedia Specialist,
which was a largely inaccurate
categorisation of video game workers.



This resulted in difficulty for both

the Australian Government and the
industry to accurately track the labour
market size of our growing industry.
The absence of a formal classification
for video game worker under the
ANZSCO was a barrier for Australian
video game businesses looking at
visa-sponsored process to recruit
specialised overseas talent, despite a
prolonged and well known shortage of
experienced talent in our industry.

Following our recommendation to
the ABS that a standalone ANZSCO
code for 'Video Game Developer’

be introduced and adopted as a
broad occupation, encompassing
anyone who works on any aspect of

a video game and is involved in the
process of creating video games,

we have welcomed the ABS's recent
modernisation of the ANZSCO (now
replaced by the Occupation Standard
Classification for Australia (OSCA)).
The new list introduces a new Digital
Game Developer (273131) code and
will help inform policymakers to track
the growth of our industry, and act

as a first step to address critical skill
shortages for experienced talent in our
industry.

While the new OSCA list is a positive
step toward representing the video
games industry, it primarily focuses
on technical roles, which make up
less than half of industry vacancies.
Expanding it to include artistic roles
like narrative designers and artists
would further improve its scope.

The demand for this occupation
should also be reflected in the Jobs
and Skills Australia’s Core Skills
Occupations List consultation, as
part of the Australian Government’s
Migration Strategy.

Diversity and inclusion

In Australia, 22% of Australian game
developers are cisgender women,
while 4% are transgender, non-binary,
or gender diverse people. This is in
contrast to Australian players, with
almost half being female.

And given the diversity of Australian
players, it is also not surprising that a
large proportion of Australian adults
tells us that they place importance on
the portrayal of diversity in games.

The case for encouraging more
diversity in the video games industry
and other industries have been
well-established. It not only enriches
the quality of games that reflect the
diverse demographic of players in
Australia and around the world, but
also helps to address an under-utilised
pool of potential talent in Australia.

Initiatives such as the First Nations
Game Studio Fund are critical to
create culturally safe spaces for First
Nations people to grow their skills

in game development. Sustaining
programs such as these will contribute
to addressing Australia’s talent deficit.

How government can help:

* Friction-free migration policies
that make it easier for studios
to attract overseas talent
where it is not available here,
with the biggest gap being
experienced managers and
specialists.

Upskilling the existing game
development workforce,
especially for those seeking
to advance to mid and senior
levels of their career, through
industry-led initiatives with
the support of government to
make it as widely accessible
as possible.

We further support policies
that encourage studios to
bring on staff, such as hiring
incentives and payroll

tax exemptions.

Introduce skilled visa
pathways for video game
industry workers.

Continue investment in
diversity and inclusion
initiatives that help to
grow and strengthen game
development talent

in Australia.

6 | Build a
sustainable
talent pipeline.

Australia boasts a highly educated,
seasoned, and rapidly expanding
workforce that combines the ideal mix
of technical, creative, and business
acumen. Our technological skills stem
from innovation across a range of
high-tech industries. These provide
us with specialised knowledge

in essential technologies such as
blockchain, virtual reality, and

artificial intelligence.

To build the next generation of talent,
governments must actively encourage
Australians to pursue Science,
Technology, Engineering, the Arts
and Mathematics (STEAM), including
by ensuring STEAM education
receives priority focus in schools and
continuing to invest broadly in our
tertiary and vocational

education sectors.

We therefore support policies

that promote STEAM education in
schools and enable higher education
institutions with games course to
provide the best possible training.

On industry’s part, we are committed
to our long-term responsibility of
upskilling existing talent.

We work closely with industry and
educators to ensure the curricula
taught in colleges and universities
deliver the skills our industry needs.
We connect studios with leading
institutions to allow providers to
update modules and develop new
courses. This makes us technologically
nimble, and it means our skills base
has an ongoing technical edge.

Tertiary institutions teach
programming, digital art, 3D
modelling, animation, and audio
engineering. Many of our top-ranking
universities also offer creative arts and
technology courses with a specific,
digital games focus. As a result, there
is a steady flow of world-class

junior talent.

Annually, IGEA hosts the Educates
Summit, providing a great opportunity
for stakeholders from the education
sector and the games industry to
connect and focus on developing
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talent for our growing Australian
industry. With a focus on helping
students prepare to enter the
industry and connect with industry
stakeholders, students were given
the opportunity to participate in
workshops to meet local studio
teams and also participate in
portfolio reviews.

On its own, the slow-moving
education sector is not well-placed for
immediately closing the most pressing
skills gaps in the industry. For example,
the sector may not have access to
experienced senior staff to teach these
skills, since they're in high demand in
the industry.

Hot Lap League by Ultimate Studios
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More can be done to ensure that
there is the delivery of high-quality,
consistent, accessible and relevant
education and training to develop
workforce-ready students. This can
only be achieved through close
collaboration between industry and
educational and training institutions,
with strong support from government.
This will also ensure that the spillover
benefits arising from industry
development initiatives such as DGTO
are realised in practice.

How government can help:
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7 | Good public
policy design
and best
practice
regulation.

Overall, we support policies, laws and
regulations that are modern, practical,
sensible, evidence-based and
compatible with the digital economy,
especially for the video games industry
ecosystem.

Policy and regulation, when well-
designed and informed, can contribute
(rather than inhibit) to innovation,
productivity and economic growth.
These are critical considerations if
Australia wishes to become a top 10
digital economy and society by 2030.

This will be informed by the amount
of online regulation and incentives
for attracting investment in Australia.
For instance, if there is an imbalance
of regulations that outweigh the
incentives, this can lead to an
unfriendly environment for doing
business in or attracting people to
come to Australia.

It is therefore important the
government continues to review
regulations, cut unnecessary red tape
(such as complex and duplicative
regulations) and improve regulators’
performances (such as regulator
accountability). This will not only
ensure that regulatory burden and
costs on industry are reduced, but
also that our regulatory environment is
being administered efficiently.

There is also an opportunity to review
our overall regulatory framework

from a holistic systems approach. It
has been evident in online regulation
that this has not occurred in practice,
such as in relation to concurrent and
multiple classification, online safety
and artificial intelligence (Al) reform
consultations, along with other
interrelated reforms such as in privacy,

consumer protections, deepfakes,
doxxing, and misinformation and
disinformation. There have also
been occasions where the policy
intent is not reflected in practice and
disconnected from how it should be
properly enforced such as in relation
to IP.

As a matter of good public policy
design and best practice regulation,
any proposed regulatory reforms
should be well-defined, reasonable
and clearly scoped, provide sufficient
flexibility that are future proofed

for evolving technologies, and be
supplemented by relevant industry
guidance to enable sufficient
regulatory clarity and certainty.

We would caution against introducing
additional reforms in the area of
online regulation that overreach and
create regulatory uncertainty and
complexity to the current Australian
regulatory landscape, without a
proper identification and assessment
of the problems (if any) and potential
solutions, based on firm policy
evidence.

It is also critical to ensure that

our regulatory framework avoids
unnecessary regulatory duplication
and conflict with both existing

and future regulations. Minimising
such duplication not only ensures
administrative efficiency, such as
reducing associated regulatory costs,
regulatory burden and complexity,
but also mitigates inadvertent
inconsistencies between the regulatory
instruments.

Given the dynamic, fast-moving pace
of technology, this presents challenges
to the ability of government and
regulators to respond quickly. We
have observed that this has resulted

in reactive regulatory measures that
are rushed through government,
leading to suboptimal and unintended
consequences.

Unfortunately, this can often be
at the expense of ensuring good

regulatory governance practices. At
worst, this diminishes public trust in
regulators’ decisions. This can be
easily addressed through building
into legislation more governance
mechanisms to ensure that regulators
are more accountable and do not
operate with unfettered power, along
with proportionate measures to
enable procedural fairness and review
regulator decisions.

Addressing the above areas, based

on good public policy design and
best practice regulation principles,

will ensure that we have a robust

and stable regulatory environment,
leading to greater industry and wider
community confidence and trust in our
regulatory system for online services.

How government can help:
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8| A modern
classification
scheme for
video games.

We recognise the vital role that
Australia’s classification scheme works
in helping game players and their
parents and carers make informed
choices about what to play. Our
industry supports these schemes
through strict compliance and
dialogue with regulators.
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However, as these classification laws
and policies were designed in a pre-
digital age, we encourage reforms to
modernise how games are classified,
including the expanded use of
classification tools and a greater role
for our responsible industry to take.

While IGEA has raised some
concerns about how the changes

to the Classification Guidelines for
Computer Games resulting from the
Stage 1 classification reforms have
been implemented, we welcomed
the first stage of these reforms
towards modernising the National
Classification Scheme.

With the introduction of industry
self-classification (and expected
administrative efficiencies) as part

of the recent Stage 1 classification
reforms, along with a well-embedded
IARC system in Australia, this presents
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an opportunity to further
review whether the current

classification process is
fit-for-purpose including
efficiencies to be gained.

For more than two decades, IGEA

has worked closely with governments
and agencies, including the Australian
Classification Board and Branch to
ensure that the classification scheme
meets the needs and expectations of
the community.

In this regard, there are outstanding
matters that we consider unresolved,
which we look forward to being
addressed as part of the government'’s
Stage 2 reforms. For example, this
includes our recommendations for
harmonising classification between
video games and films, merging of
MA15+ into M as a non-restricted
category, supporting the Australian
Communications & Media Authority

to be the single national regulator for
classification (should the government
decide to disband the Classification
Board), and supporting in-principle for
a new Classification Advisory Panel if
it's well-designed.

You can read more about our
recommendations in this submission:
https://igea.net/2024/05/igea-
submission-to-stage-2-classification-
reforms-consultation-paper/

How government can help:

9| Support and
promote
online safety in
video games.

The video games industry has long
been at the forefront of ensuring
online player safety, established well
before the existence of the Online
Safey Act and eSafety. It is not only
for ethical reasons, but a business
imperative, in a highly competitive
global market, with players having
access to numerous free alternatives.
Games with an unsatisfactory
consumer experience will quickly lose
their audience.



As part of providing a safe online
space for users, this has led to well-
established global industry best
practices, with the industry effectively

-~ implementing measures to safeguard

all users, especially younger players,
for decades.

And like the film industry, the video
games industry follows strict age-
appropriate standards around the
world, including Australia. Accordingly,
video game services have pioneered
parental control capabilities to address
child access to age-inappropriate
games, amongst other measures.

Our industry has a track record of
making video games that are played in
a fun and safe way. Game companies
offer a range of tools, controls and
settings that empower players and
give parents the ability to control what
games their children play, when and
how they play games, and whether
they communicate with others. We
support sensible and appropriate
online safety laws, and we will continue
to work together with Australia’s
eSafety Commissioner on community
awareness-raising.

Further information, including safety
resources, can be found on the IGEA
Trust & Safety Hub:
https://igea.net/trust-safety/

In addition to industry’s proactive and
long spearheading of ensuring online
safety, IGEA also works closely with
the Australian eSafety Commissioner,
including several industry online
safety codes like the Apps Distribution
Services and Equipment Codes, to
ensure that video games continue to
be a positive experience for all online.

We believe that the most effective
way for governments to support our
industry’s action on online safety is
to focus on community awareness-
raising and education, particularly
among children and their parents and
carers, and to improve knowledge of
safe digital practices and the usage
of the family settings, tools, and
functionalities that already exist to
help make games safe.

Our research tells us that around 24
per cent of Australian adults were not

at all familiar with family controls, while
14 per cent were completely familiar.

We would love to do more work with
the Australian Classification Board
and Branch, and Australia’s eSafety
Commissioner to help reach those
parents.

While we believe awareness-raising
should always be at the centrepiece of
Australia’s approach to online safety,
we support other policies if they are
well-designed and evidence-based.
However, we urge caution against
unnecessary regulatory interventions,
especially where they take a ‘one-size-
fits-all” and disproportionate approach
that treat games like other, higher-risk,
digital platforms, or impose the same
expectations on companies regardless
of size or risk.

Since the Online Safety Act (OSA)
commenced in 2021, there have

been many changes in the online
safety regulatory landscape, both
domestically and internationally. In
such a short period, this has led to

an unnecessarily complex regime

and over-populated landscape and
crisscrossing patchwork of fragmented
regulations and reforms.

The OSA Review presents a timely
opportunity to improve upon the
operation of the legislation and
associated regulatory instruments,
including streamlining, simplifying
and bringing order and stability to the
online safety regime.

How government can help:
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10 | Constructive
& consultative
approach to
intellectual

property.
Video games constitute some of the
most renowned, innovative, valuable,
and complex IP in the world. Locally
made video games help to bring in
export revenue that can last years.
At the same time, games remain

vulnerable to copyright infringement
and IP theft.

According to the latest research from
the Australian Government, around
one in four video game players said
that they engaged in illegal copyright
infringement to play some or all of
their games.

Strong IP and copyright laws are
therefore critical to fostering creativity
and innovation in game development
and encourages our industry to keep
investing in making, releasing, and
sustaining games locally.

Our industry continues to proactively
address copyright infringement and its
drivers. Video games are already one
of the most affordable forms of leisure,
with a single game able to provide
hundreds of hours of entertainment
(or more). "AAA" games have largely
stayed the same price over the

past decade, while many popular
games are now free or bundled into
subscriptions.

Our industry also relies on
Technological Protection Measures
(TPMs) as a crucial and practical tool
to fight copyright infringement. We
support copyright laws that give
content creators and owners the ability
to protect their properties effectively
and pragmatically.

Noting the breadth of issues and
diversity of views across the Australian
creative sectors on IP policy, and
particularly around copyright, our
position is that where there is a need
for reform, we support an approach
that is evidence-based, considered,

21



constructive, and consultative.

Existing copyright policies that we
support as being effective include: the
current lengthy copyright terms that
reflects the long-term value of games,
protections around the usage of TPMs
as a key tool for fighting infringement
(and protecting players from
interference and hacking), and the
freedom to contract out of copyright
exceptions, a practice that encourages
developers to open up their IP for a
wider range of third party uses.

However, these policies and
regulations are only effective if they
are enforceable.

How government can help:
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