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2023 Assesment

Responses to previous reports and
the current report

Geographic distribution
of respondents
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Main aspects of argentine’s video game industry
businesses and enterprises

size* Type of Corporation

22.7%
52.2%
10.2% e

121%

36.2%




What do enterprises do?

Micro

361%
Videa game development andather

8.3%

55.6%

What percentage  §7.50%

do these activities

Small, Medium and Large

What percentage
do these acti

miero omrprises? 25.97%
16.53%
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roprosent for
small, medium and
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Established in*

6.32 years ago
Mst of them wers estaished betwoen
1and 12 years ago
a2%
z015-201
. How long does it take for a business to be
2000-2004 formally incorporated?

, Tobo ormaly ncorporated, businesses take i avrage

2years

Most businessos tako betweon

0 and 4 years




Marketing target regions for in-house developed games
(B2C)

Micro Small, Medium and Large

20.71%

0.06%

41.47%

2615%




Service marketing target regions
(B2B)

Micro Small, Medium and Large

32.5%

44.64%




Video Game Development

Release year of the first video game
The 39.1%

had previous sxperance i crasing s different
Video game-relted business entarprise

27.3% How long does it take for a business to release
zors-zons their first video game?

0 and 4 years

13.6% Torelsse theirfire videa game, businesses take spprosimataly

e 1.86 years




In-progress and published games by size
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Developed video games' genres *




For what are video games developed? *

Platforms for which Developed video games' target ages
video games are developed
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Tools *

What softwares are used to create
3d art and animation?

What softwares are used to create
2d art and animation?




Tools *

What programming language is used? What data analysis engine is used?




Tools *

engines or What p ion methods are used?
are used?

senumor

Kanban




What areas do
the enterprises
provide services
for?

60%
0%

40%




Which industries or sectors do the enterprises
provide services to?

videogores [, -
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What kind of client do their enterprise/business
provide services to?

Eduoationstinstutons (ubicprvstes)

Govarmant st (urcicion, mistis)




Human Resources

Industr size
based on employee
projection

USD 91,545,600




Skills

What skills and/or knowledge are considered necessary for the
video game industry’

OTHERS:
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Sprescaneotsure —
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What other skills are necessary in the video game industry?
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Ranking of
harder-to-find
profiles

3rd Development
4th Game Design

5th Art

Does outsourcing staff abroad make it more
difficult to find local employees for your own
enterprise/business?

23.5%

191%
18.2% FaR 100 MoK




Staff retention actions

semmEmas D 60.3% To what extent do the
enterprises consider the
?(aﬂ retention actions
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Examples of some of the actions implemented

rogular point of analysis.

‘and diversity In the industry.

video game storytelling

perspectives

+Development and implementation of aprotocol




Structure and growth

2022 billing in relation to that of 2021 2023 billing projection

15,8%

60%
10,5%




Average costs structure

Micro Small, medium and large

ot , 62% ot e s sudes o) 65%

3.41% 577% 216%
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Financing sources percentages

Micro

2.92%

Sources that were ot used (0%)
Famiy, rends or acausintances loans
Bank i

Non-bank Hnancial insttutions loans
® JVenure capiar

Small, medium and large

36.46%

192%
10%

Sources that were ot used (0%):
 iands o scauaintances loans
loans
bank fiancia ntiutions loans.

25.96%




Preferred main source of financing

Small, medium and large

of microstudios states having missin investments or ofsmall mocium and age stusiossttes hving
rojece dus to th ko funng. B1,5% tacing imvesiments or projece dos 1o o k.
ot funcing

12.5% 296%

21.8%




Ranking of the main setbacks in their field

High taxation pressure in relation to salaries
Political uncertainty

Product demand uncertainty

High develompent cost

Legal security

Lack of qualified staff/lack of fair salaries
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