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S & M E *  d i s t r i bu t i o nS & M E *  d i s t r i bu t i o n
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367367 ACTI VE
PROFESSIONALS
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I N  2 02 1
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VG S  L AU N C H E D
I N  2 02 1

TA R G E T  AU DI E N C ETA R G E T  AU DI E N C E 87 %87 %19-35  years19-35 years

E ST I M AT E D  I N D U ST RY  SI Z E *  

U$S 18.623.520
*  Ca lcu late d  as  a  pro je ct ion  of  human re source s  h i re d  

by  profe s s iona l  prof i le  (employe e s  and  f re e lancers)
P ar t-t imeP ar t-t ime Free lancers

Percentage of female 
workers in relation to 
the total amount of 

workers with
employee status

Female workers 
occupying STEM* 

positions in relation to 
the total amount of 

female workers

* science, technology, 
engineering and mathematics
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*  Accord ing  to  S&ME AF IP  c las s i f icat ion-S er v ice s  categor y  by  number  of  employe e s
Workers  w i th  employe e  status  and  f u l l -t ime  f re e lancers  were  counte d
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Smal l

Me dium23%

24%
53%

M A I N  M A R K E T S
S m a l l -  a n d  m e d i u m - s i ze d  s t ud i o s

R e s t  of  L at i n  A m e r i c a  ( a s i d e  f ro m  A rge nt i n a )

M A I N  P L AT F O R M S

P C/Mac 8 1 %

Casua l
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Adventure
6 2 %
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31 %
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A N N UA L  S U M M A RY

P R OV I N CI A  D E  B U E N O S  A I R E S  
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9 6 %9 6 %19-35  years19-35 years

U$S 44.240.880
P ar t-t imeP ar t-t ime Free lancers
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A N N UA L  S U M M A RY

E ST I M AT E D  I N D U ST RY  SI Z E *  

*  Ca lcu late d  as  a  pro je ct ion  of  human re source s  h i re d  
by  profe s s iona l  prof i le  (employe e s  and  f re e lancers)

M A I N  M A R K E T S
S m a l l -  a n d  m e d i u m - s i ze d  s t ud i o s
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3 rd p lace3 rd p lace2 nd p lace2 nd p lace

M A I N  P L AT F O R M S

T Y P E S  O F  G A M E S  D E V E LO P E DT Y P E S  O F  G A M E S  D E V E LO P E D

Micro

Smal l

Me dium

S & M E *  d i s t r i bu t i o nS & M E *  d i s t r i bu t i o n

*  Accord ing  to  S&ME AF IP  c las s i f icat ion-S er v ice s  categor y  by  number  of  employe e s
Workers  w i th  employe e  status  and  f u l l -t ime  f re e lancers  were  counte d

TA R G E T  AU DI E N C ETA R G E T  AU DI E N C E
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I N  2 02 1

QT Y.  O F
VG S  L AU N C H E D
I N  2 02 1

Small VGs
(up to 6 months
 of development)

Large VGs 
(more than 6 months

of development)

Percentage of female 
workers in relation to 
the total amount of 

workers with
employee status

Female workers 
occupying STEM* 

positions in relation to 
the total amount of 

female workers

* science, technology, 
engineering and mathematics

ACTI VE
PROFESSIONALS
ACTI VE
PROFESSIONALS
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TA R G E T  AU DI E N C ETA R G E T  AU DI E N C E 8 8 %8 8 %19-35  years19-35 years

U$S 2.240.640
P ar t-t imeP ar t-t ime Free lancers

0

3

6

9

Small video games
 (up to 6 months
of development)

22%

11%

67%P C/Mac 10 0 %

Educat ives
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Mobi le 5 0 %

S A N TA  F E

A N N UA L  S U M M A RY

7171 ACTI VE
PROFESSIONALS
ACTI VE
PROFESSIONALS

4848

Percentage of female 
workers in relation to 
the total amount of 

workers with
employee status
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R e s t  of  L at i n  A m e r i c a  ( a s i d e  f ro m  A rge nt i n a )

M A I N  M A R K E T S
S m a l l -  a n d  m e d i u m - s i ze d  s t ud i o s

M A I N  P L AT F O R M S
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Micro

Smal l

Me dium

S & M E *  d i s t r i bu t i o nS & M E *  d i s t r i bu t i o n

*  Accord ing  to  S&ME AF IP  c las s i f icat ion-S er v ice s  categor y  by  number  of  employe e s
Workers  w i th  employe e  status  and  f u l l -t ime  f re e lancers  were  counte d

*  Ca lcu late d  as  a  pro je ct ion  of  human re source s  h i re d  
by  profe s s iona l  prof i le  (employe e s  and  f re e lancers)

E ST I M AT E D  I N D U ST RY  SI Z E *  
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8 8 %8 8 %19-35  years19-35 years

U$S 2.797.440
P ar t-t imeP ar t-t ime Free lancers

30%30% 75%75%
22%

11%

67%P C/Mac 6 3 %

Casua l
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3 8 %

Adventure
5 0 %

Mobi le 3 8 %
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A N N UA L  S U M M A RY
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*  Ca lcu late d  as  a  pro je ct ion  of  human re source s  h i re d  
by  profe s s iona l  prof i le  (employe e s  and  f re e lancers)

E ST I M AT E D  I N D U ST RY  SI Z E *  

Micro

Smal l

Me dium

S & M E *  d i s t r i bu t i o nS & M E *  d i s t r i bu t i o n

*  Accord ing  to  S&ME AF IP  c las s i f icat ion-S er v ice s  categor y  by  number  of  employe e s
Workers  w i th  employe e  status  and  f u l l -t ime  f re e lancers  were  counte d

TA R G E T  AU DI E N C ETA R G E T  AU DI E N C E Small video games
 (up to 6 months
of development)
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I N  2 02 1

ACTI VE
PROFESSIONALS
ACTI VE
PROFESSIONALS

H RH R

Percentage of female 
workers in relation to 
the total amount of 

workers with
employee status

Female workers 
occupying STEM* 

positions in relation to 
the total amount of 

female workers
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78 %78 %19-35  years19-35 years

U$S 3.395.280
P ar t-t imeP ar t-t ime Free lancers
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*  Ca lcu late d  as  a  pro je ct ion  of  human re source s  h i re d  
by  profe s s iona l  prof i le  (employe e s  and  f re e lancers)

E ST I M AT E D  I N D U ST RY  SI Z E *  

S & M E *  d i s t r i bu t i o nS & M E *  d i s t r i bu t i o n

*  Accord ing  to  S&ME AF IP  c las s i f icat ion-S er v ice s  categor y  by  number  of  employe e s
Workers  w i th  employe e  status  and  f u l l -t ime  f re e lancers  were  counte d

M A I N  M A R K E T S
S m a l l -  a n d  m e d i u m - s i ze d  s t ud i o s
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Small VGs
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 of development)
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of development)



A N N UA L  S U M M A RY

27%

Average number of 
director/managerial 

positions held by women

67%

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

workers

0,3%

Percentage of transgender 
and non-binary people in 

the industry

23%

Percentage of female 
workers in relation to the 

total amount of workers with 
employee status

GENDERGENDER

* science, technology, engineering and mathematics



Proportion of studios/companies that 
have taken actions reflecting on diversity 

and gender issues in 2021
30%

“Campaigns during
Pride Day”

“Formation of teams with
a gender perspective”

“Cycle of network conversations to 
reflect, discuss and debate on 

gender and stereotypes”

“Developments for the 
LGBTIQA+ community”

“Talks on gender topics and 
consultancy with national 
communities (WINGAR)”

“Talks on the role of women and 
their growth in the e-sports 

industry”

“We shared reports and webinars on gender 

and inclusive work cultures, as well as 

recommended readings, series and movies 

that address these issues”

“Design of video games 
with gender perspective”

“Development of a non-binary 
avatar and inclusive language 

generation system in all 
communication”

“Development of a game that 
addresses disability issues”

“Participation in the ‘Crear Juegos en Argentina - 

N3  Videojuegos con perspectiva de género y 

diversidad’ [Creating Games in Argentina - N3 

Video games with a gender and diversity 

perspective] call”

Examples of some actions carried out

A N N UA L  S U M M A RY



A N N UA L  S U M M A RY

Video game development tools

3D Programs Animation software used

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

56%

Flash

Dragonbones

Unity internal tool

Spine

After Effects

Adobe Animate

35%

29%

22%

16%

5%

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

81%

Other

Blender

Maya

3D Max

Z Brush

28%

26%

25%

9%



A N N UA L  S U M M A RY

Video game development tools

Programming language used Engine for data analysis

0%

Unity Analytics

Firebase

Google Analytics

Google Play Console

Game Analytics

Amplitude

ITunes Console

Facebook Analytics

Tableau

Fabric

36%

26%

14%

10%

8%

6%

6%

2%

40%

64%

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

80%

46%

27%

21%

13%

C#

C / C++

JavaScript

HTML5

Python

Java

PHP

ActionScript

11%

7%

7%



A N N UA L  S U M M A RY

Video game development tools
Frameworks and engines Production methodologies

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

72%

Water Flow

Scrum

Agile

Kanban

Lean StartUp

53%

34%

10%

3%

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

77%

42%

14%

11%

11%

Unity 3D

Unreal Engine

HTML5

Gamemaker/
Construct

Godot

Phaser

Cocos 2D

FIxel / Haxel/
Derivado de Flash

10%

3%

3%

Adobe Animate 1%



A N N UA L  S U M M A RY

Video game development tools

Ye s

No

No re sponse

20%

73%

7%

Are you considering a change 
of technology (framework/engine)

in the the next 6 months? 

Uni t y  3D

Unrea l  E ng ine

HTML5

20%

40%

40%

If yes,
which technology would you switch to?


