








Number of workers in professional roles

Voices

Technicians

Sound Engineers
Translators
Community Manager

Marketing/Promotion

‘ Freelance

Workers with
employee status

Screenwriters
Business Development
Testing

Business Intelligence
Game Designer
Producer
Administrative

Graphic Artists

['IHH”’”‘”

Programmers
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Average number of women
INn executive positions
(directors/managers)

Percentage of female
workers in relation to the
total amount of workers with
employee status

Percentage of transgender
and non-binary people
INn the industry

Female workers occupying
STEM* positions in relation
to the total amount of
female workers

*science, technology, engineering and mathematics
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Ranking of the
hardest to
find profiles

Necessary skills
for the industry

Commercialization

Report drafting

Other (specify)

Production

Use of spreadsheet

Knowledge of probability and statistics

Game Design

Testing knowledge (QA)

Use of versioning systems like Git

Development

Knowledge of agile methodologies such as Scrum

Gaming culture (those who have played games)

Community
Management

Art

Programming skills

Oral and/or written English
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Activities carried Activities that are

out by studios , secondaryto
video game production

23%

20%
Development and sale
of own video games
Sale of video game development
services to other companies
Other activities not
related to video games

Development AR/NVR Web development Audiovisual
(e.g., software, and/or design services and

apps, etc.) animation

OBSERVATORIO
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Number of video games in development
and launched video games

Developed and published from the beginning of activities to 2020 Development started in 2020 and not published yet Published only in 2020

‘ Small videogames (up to 6 months of development) ‘ Large videogames (more than 6 months of development)
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Types of video games developed

12% 12%

5%

Casual _
Social/ Educational Action Puzzles Adventure/ Strategy Adver

Graphic
Adventure

Shooters  Simulators Sports/ RPG Serious Sandbox
games Racing MMORPG Games
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Target platforms Target age for
for video games video games

3%

Mobile Fixed Portable Virtual/ 0O-3 years 3-6 years 6-13 years 13-18 years 18-35 years  35-60 years 60+ years
Consoles Consoles Augmented Reality
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Typology of clients who hire services

NCOs | 26%

ompanies WD T [ 28%

(e.g., Viacom, Disney, etc.)

State (jurisdiction -
J P 30%

university, ministry)

Advertisement and
[ 44%

advergame companies

Other video game studies [T 61%

0% 20% 40% 00%
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Top marketing destinations
of video games and services

Video games

3%

1%

U.S.A. and Canada

Local (Argentina)

Europe

The rest of Latin America
(excluding Argentina)

Asia
Africa

Oceania
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Services

Argentina

U.S.A. and Canada

Europe

The rest of Latin America
(excluding Argentina)

Asia




Hired services and their origin

Voices

Technicians

Sound Engineers
Translators
Community Manager
Marketing/Promotion
Screenwriters
Business Development

‘ Freelancee

Workers with
employee status

Testing

Business Intelligence
Game Designer
Producer
Administrative

Graphic Artists

[r“”[r!rru”

Programmers

@)
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Video games
development tools

Frameworks and engines 3D programs

Fixel/Haxe or other 0
Flash derivatives - 3%

Cocos 2D |1 3%

Phaser |1 8%
Godot | 10%

Gamemaker/ _ 13%

Construct

HTMLS [ 24%

Unreal Engine (s 35%
Unity3D (I 83% Blender 82%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 0% 10% 20% 30% 40% 50% 60% 70% 80% 90%
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Video games
development tools

Animation software used Programming language used

Demina ActionScript [N 9%

Java [N 13%
Dragonbones

Phyton [N 16%

Flash PHP [ 17%
Spine HTMLS [ 27%

JavaScript [ 30%
After Effects

C/Cr+ NI 46%

Unity 57% c# [ 80%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 0% 10% 20% 30% 40% 50% 60% 70% 80% 90%
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Video games
development tools

Production methodologies Engine for data analysis

Fabric h 3%

Tableau [ 5%

Other (specify)

Amplitude [ 79
Lean StartUp

Game Analytics [ 8%

Facebook Analytics [ 13%
ITunes Console [ 17%

Kanban

Unity Analytics [ 329
Google Play Console | 42%
Firebase | S 45%

@)
69% Google Analytics | 72%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 0%  10%  20%  30%  40%  50%  60%  70%  80%
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FINANCING

Proportion of financial sources used

Contributions from entrepreneur / owner / partners

Publishers
Public sector grants
Contests/prizes

Loans from family / friends / acquaintances

Bank loan

Loans with non-bank
financial institutions

Others
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Main financial sources desired

Financing through Publisher

Greater personal financing
Incorporation of new partners or shareholders

Greater participation of public subsidies

Financing through crowdfunding

Greater participation of loans with
lower guarantee requirements

Greater participation of loans with
subsidiary rates and/or longer terms

Other (specify)

INDUSTRIA ARGENTINA ar D -} —)(— UNRaf A"A s U MMARY

VIDEOJUEGOS




Average reinvested
earnings: 72%

51% of the studios claim to have missed
the opportunity to make investments
or carry out projects due to lack of funds
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Economic instability

Access to financing

Increased tax pressure in relation to salaries

Lack of qualified personnel/lack of proper salary

@
Ma I “ High cost of development
in their

activity

Uncertainty regarding the demand for my product

Difficulties in finding cooperation partners for innovation

Lack of infrastructure

Market dominated by established companies

High information requirements

Political uncertainty

Difficulty with payments and collections abroad

Legal certainty
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