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4 Editorial

Dear readers,

From the perspective of the German games
industry, 2024 can certainly be described as
bumpy. Although the wave of consolidation in

the international games sector slowed last year,
projects continued to be cancelled, employees

laid off and studios closed worldwide. These
developments pose a challenge for the German
games industry in particular, which is dominated by
small and medium-sized studios that rely to a large
extent on international publishers and partners to
realise their projects. This is especially true when,
as in 2024, an absence of reliable long-term games
funding in Germany brings cost disadvantages of
30 per cent compared to relevant international
locations.

However, particularly in the second half of the
year, there was also good news. On the occasion
of gamescom, the new funding guidelines of the
then responsible Ministry for Economic Affairs
and Climate Action were announced. While these
guidelines in part worsened the situation for many
companies, they also clarified the conditions

that are to apply when the government resumes
acceptance of funding applications. And the

33 million euros made available by the German

Bundestag to the Minister of State for Culture and
the Media one year earlier for the promotion of
game development were implemented in exciting
form: the Press Start: Games Founding Grant, the
first programme to provide targeted support to
game developers over a period of a year and a half
for realisation of their projects. The overwhelming
demand demonstrates that there continues to be a
huge desire to develop games and take the leap into
entrepreneurship in Germany.

In the midst of this back and forth on games
funding, Germany's governing coalition of the SPD,
Blindnis 90/Die Griinen and FDP also collapsed. The
budget for 2025 had not been resolved up to that
point. This in particular brought added challenges
for games companies. As became apparent
shortly before the end of 2024, when funding
applications could once again be submitted, this
uncertainty gave rise to tight restrictions that

the practical reality of game development makes
virtually impossible for applicants to comply

with. As a result, despite the resumption of the
funding application process at the end of 2024,
many games companies lack the necessary
internationally competitive framework conditions.
Our game industry barometer showed at the start
of 2025 just how negatively companies assess
Germany's international competitiveness.

The development in the number of employees and
companies in the sector clearly shows the impact
of the difficult conditions on Germany as a game
production location: after years of strong growth
in some areas, both figures are now declining. The
launch of the Federal funding for video games in
2020 was largely responsible for the subsequent
boom in start-ups, which in turn led to a significant
increase in the number of employees in the
industry. Meanwhile, the challenging conditions
internationally and the unreliable and unpredictable
funding situation in Germany have put an end to
this development for the time being.

Editorial
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6 Editorial

Against this backdrop, the coalition agreement
between the CDU, CSU and SPD following the
federal election at beginning of 2025 gives

cause for hope. The new governing coalition of
Christian Democrats and Social Democrats not
only recognises the huge cultural, economic and
technological potential of the games industry and
its role as a pacesetting driver of innovation, but has
also announced the introduction of additional tax
breaks for game development in Germany. And less
than 50 days after taking office, the new federal
government, most notably the federal minister
responsible for research and games, Dorothee Bdr,
followed up on the coalition’s pledge to increase
support for the industry by designating 88 million
euros for games funding in the budget proposal

for 2025 and 125 million euros from 2026 onwards.
This gives companies significantly greater planning
security as well as the breathing space they need
until the additional tax breaks announced in the
coalition agreement are implemented.

The importance of this not only for German games
companies, but also for Germany as a business
location and even for federal revenue as a whole, is
demonstrated by a study, conducted by Goldmedia
on our behalf, on the leverage effects of tax breaks
for games. The results are striking: every euro in
funding generates an additional 3.40 euros in tax
revenues and social security contributions, 4.80
euros in additional investment and 8.70 euros in
additional gross value added. In other words, every
euro that goes into games funding multiplies,
generating new revenue for Germany.

Developments in the German games market were
mixed in 2024. After attaining completely new
heights in recent years, revenue from games, games
hardware and online gaming services dropped by

6 per cent, its first decline in a long time. Among

the reasons for this are that there were fewer major
game releases last year and that demand for

game consoles returned to normal. The greatest

growth could be seen in online gaming services like
cloud gaming - which underscores the perpetual
dynamics and innovative strength of the games
industry. In combination with new game consoles and
blockbuster titles that have already been announced,
this promises renewed growth in the near future.

Further cause for this positive outlook is delivered by
gamescom. The world's largest games event broke
multiple records in 2024, including in the number

of exhibitors, the internationality and, above all,
international reach. As the annual highlight of the
global games industry, gamescom once again took a
huge leap forward, underscoring the positive future
outlook for games and the global games market.

This annual report offers an overview of these and
many other developments in the games industry in
Germany.

I wish you enjoyable reading and interesting insights.
Felix Falk

Managing Director of game - The German Games
Industry Association

Editorial
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Video game
players in
Germany

Computer and video games are more
prevalent in Germany than ever before,
with 6 out of 10 Germans aged 6 to 69
now reaching for controller, mouse or
smartphone to play.

Across all age groups, around 37.5 million
Germans play games, and this diverse

The number Of plqyers community continues to grow. The number of
video game players has increased by 9 per cent
over the Clge Of 60 gl'eW since 2020. Games are a popular pastime for

young and old alike. The development among

players over 60 is especially dynamic, with this

group having grown from 6.4 to 7.7 million in

2024. On the one hand, this is because many

people remain loyal video game players over
several decades. On the other, ever more older people are newly
discovering the joy of video games. Thus the trend of recent
years continues, with the average age of German players now
surpassing 39 for the first time - rising from 38.2 in 2023 to 39.5
in 2024. In total, 8 in 10 players in Germany are over 18 years old.
With regard to gender, the distribution of players is balanced, at
around 48 per cent women and 52 per cent men.

from 6.4 million to
7.7 million in 2024.

The diversity of video game players is also reflected in the use of
various gaming platforms. The most popular device for playing
computer and video games in Germany is the smartphone.
With around 22.9 million players in 2024, its year-long success
as a gaming platform remains unbroken. Game consoles are
also charting a successful course and are closing in on the top
spot among the most widely used platforms: some 20.5 million
Germans played on consoles in 2024, more than ever before,
and up from 18.7 million in 2023. In recent years, the console has

8 Video game players in Germany

A huge and diverse community:
Video game players in Germany
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The most popular gaming platforms
in Germany: console and smartphone
attract ever more video game players
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shown strong overall development, with —

the number of console players in Germany V4

having risen by 29 per cent since 2019. This

can be traced in significant part to the great [d o
popularity of the current console generation S

P

including Nintendo Switch, PlayStation

and Xbox, whose makers have all come out
with new, technically optimised versions or
matching accessories in the last few years. In
2024, the PC saw a drop in users in Germany,
to 13.1 million people, 400,000 fewer than in
2023. It thus continued its downward trend
of recent years, registering a decline of 20
per cent compared to 2019, when there were 16.3 million PC game
players. On the other hand, more people are playing on tablet
computers again. Their numbers have risen by 300,000, to a total
of 10.3 million. However, many Germans don't limit their play to
just one device: about 19 million use two or more platforms.

Around 19 million
Germans play on two
or more platforms.

The top 20 bestselling new games of 2024 in the official game
charts show which games and genres are particularly popular
among Germans. EA SPORTS FC 25 from Electronic Arts took
first place on PCs and consoles. The popular football simulation
has consistently held its spot at the top of the German monthly
charts since its release in late September 2024. Second place in
2024 went to the action-packed first-person shooter Call of Duty:
Black Ops 6 (Activision Blizzard) after a huge sales success. The
cooperative third-person shooter Helldivers 2 (Sony Interactive
Entertainment) came in third place among the year's most
successful games. Fourth place in the annual charts went to the
new Farming Simulator 25 (GIANTS Software), in which players
can try their hand at idyllic yet challenging agricultural work. The
party game Super Mario Party Jamboree (Nintendo) rounded off
the top five most popular new game titles. From thrilling football
tournaments and action-packed team adventures to relaxed
farm work or colourful party games for the whole family, 2024
offered outstanding highlights for all video game players in
Germany.

Video game players in Germany 11



The top 20 newly released PC and
console games in Germany in 2024

The top 20 most downloaded
mobile games in Germany in 2024

1 EA SPORTS FC 25 Electronic Arts Hungry Studio
2 Call of Duty: Black Ops 6 Activision Blizzard 2 Brawl Stars Tencent
3 Helldivers 2 Sony Interactive Entertainment 3 ROBLOX Roblox
4 Landwirtschafts-Simulator 25 GIANTS Software 4 Royal Match Dream Games
5 Super Mario Party Jamboree Nintendo 5 Offline Games - No Wifi Games JindoBlu
6 Dragon Ball: Sparking! Zero Bandai Namco Entertainment 6 Last War:Survival Game Onefun
7 The Last of Us Part Il Remastered Sony Interactive Entertainment 7 Pokémon TCG Pocket Pokemon
8 Dragon’s Dogmalll Capcom 8  Subway Surfers Tencent
9 EA SPORTS F124 Electronic Arts 9 Pizza Ready Supercent
10 Star Wars Outlaws Ubisoft 10 Whiteout Survival Zhejiang Century Huatong Group
11 Warhammer 40,000: Space Marine Focus Entertainment 11 Zenless Zone Zero miHoYo
12 Final Fantasy VIl Rebirth Square Enix 12 MONOPOLY GO! Scopely
13 Dragon Age: The Veilguard Electronic Arts 13 My Perfect Hotel SayGames
14 The Legend of Zelda: Echoes of Wisdom Nintendo 14 Township Playrix
15 Astro Bot Sony Interactive Entertainment 15 Solo Leveling:ARISE Netmarble
16 NBA 2K25 2K 16 One Punch Man: World Sony
17 WWE 2K24 2K 17 Legend of Mushroom Joy Net Games
18 Tekken 8 Bandai Namco Entertainment 18 PUBG MOBILE Tencent
19 Prince of Persia: The Lost Crown Ubisoft 19 Charade explain, guess and win Michael Rothkegel
20 Skull and Bones Ubisoft 20 Travel Town Moon Active

Source: Games Sales Data (GSD) and game - The German German Games Industry Association. The most frequently sold new games
in Germany in 2024 across all platforms, both physically and digitally for PC and games consoles, are shown. Digital sales of Ninten-
do titles from the Nintendo eShop are not included. As the publisher does not participate at GSD, the game Black Myth: Wukong is
not included. © game 2025

Source: Ranking based on data.ai (@ Sensor Tower Company). The list shows the 2024 most downloaded mobile
games for Android and iOS in Germany. © game 2024
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The German games market
remains the largestin
Europe and ranks fifth

worldwide.

14 German video games market

German video
games market

Around 9.4 billion euros were spent on
games, games hardware and online
gaming services in the German video
games market in 2024. This represents

a decline of 6 per cent compared to the
previous year. The market thus experienced
a pause in growth. The slowdown in growth
in 2024 followed a period of strong overall
development: in total, revenue in the
German games market has increased by
over 50 per cent since 2019. This means
that the German games
market has reached a

new level, with Germany
remaining the largest
market in Europe and the
fifth largest worldwide.
Games for PCs, consoles and mobile devices generated sales
revenue of 5.5 billion euros in 2024. This is 6 per cent less than

in the previous year. The decline was especially steep in game

purchases, which saw a 17 per cent drop in revenue, to 921 million
euros. One reason for this was that, compared to 2023, a year of

German games market 2024:

decline of 6 per cent
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€3,265m
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€5,501l m

2023 2024
€9,969 m €9,405 m

Source: Calculations based on data provided by YouGov Shopper (2025; n=25,000), Data.ai

(a Sensor Tower Company) and Nielsen IQ. © game 2025

Online gaming
services
Network, cloud
and subscription
services

Gaming hardware
Game consoles,
gaming PCs and
accessories

Games

One-only
purchases,
in-game and
in-app purchases
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German games market up
around 50 percent since 2019

| &2

Games hardware
Game consoles,
gaming PCs and
accessories

Games

One-only
purchases,
in-game and
in-app purchases

Overall market

€ € € € € €
5955 8,081 9,517 9,432 9,969 9,405
m m m m m m

Source: Calculations based on data provided by YouGov Shopper (2025; n=25,000), Data.ai
(a Sensor Tower Company) and Nielsen IQ. © game 2025
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6 per cent less revenue
from video games

Game purchases
Games purchased
on physical media € 11103 m
and as downloads

In-game and
in-app purchases
Additional games

contentand  [ES3 4'742 m
subscription fees

for individual

online games

2023 2024
€5,844 m €5,601lm

Source: Calculations based on data provided by YouGov Shopper (2025; n=25,000),
Data.ai (a Sensor Tower Company) and Nielsen IQ. © game 2025
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consu mer behavior vad ries g reatly numerous blockbuster releases, fewer major titles were released

in 2024. The submarket of in-game and in-app purchases
between gq ming platforms generated around 4.6 billion euros in revenue in Germany in
2024, a decline of just 3 per cent after strong overall growth
in the preceding years. Whether as free-to-play or full-price
games, ever more titles are offering additional content. This
takes wide-ranging forms - from ‘skins’, which can change the
appearance of a game character, to season passes providing
unlimited access to content over a period of weeks, to full
expansions with new campaigns or missions. In-game purchases
allow video game players to individualise or augment their game
experience. Additionally, this business model is an important
PCs and Iuptops source of revenue for games companies, not least as it enables
them to reduce the economic risk brought on by the sharp rise
in development costs in recent years, and to develop further
projects.

N\
Il

< 1% Alarge proportion of sales revenue from
games in Germany in 2024 can be attributed

to mobile games for smartphones and

tablets. Last year, revenue from these apps

in Germany rose to 3 billion euros for the

first time. Gaming on smartphones and

tablets has thus reached a new high as it

A large proportion

Smdrtphones/ continues its successful course of recent .
tablets years. Since 2019, the market for mobile of gqmes revenue in
games in Germany has grown by 63 per

cent. In particular, the high accessibility and Germqny in 2024 was
variety of games have led to a sharp rise in generqted by mobile
sales. Almost all mobile games are based

games for smartphones

on the free-to-play principle, a model which
makes mobile games available to anyone at and tablets.
no charge. Players may then opt to pay for

additional content, such as levels or cosmetic

features, in the form of in-app purchases.

The mobile games market also offers a wide selection of games

for casual and experienced players alike - from complex and

Game consoles technically demanding games to esports titles.

Games for consoles generated around 1.9 billion euros in 2024,
making this the second largest category. At around 1.5 billion
euros, PC games form the third largest source of revenue. With
regard to the various business models, spending behaviour
differs across game platforms. For example, 98 per cent of
revenue from games for smartphones and tablets comes from in-
app purchases. By contrast, the largest share of console revenue,
at 38 per cent, is generated by online gaming services, which can
now be subscribed to on every console. Over one third of console
revenue comes from the purchase of individual games. Around
70 percent of PC game revenue is generated through in-game
purchases and slightly less than one fifth from the purchase of
games themselves.

Source: Calculations for 2024 based on data provided by YouGov Shopper (2025;
n=25,000), Data.ai (a Sensor Tower Company) and Nielsen IQ. © game 2025
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Since 2019, revenue

The submarket for online gaming services grew to 965 million
euros in 2024 - an increase of 12 per cent over the previous year.
This segment includes categories such as paid subscription
services for PCs, game consoles and mobile devices - services
that provide access to a broad selection of games, or enable
cloud gaming or functions like online multiplayer gameplay and
the saving of game progress in the cloud. The growth in sales
over the past five years shows the huge interest in these online
services: revenue here has more than doubled from the 2019 level
of 461 million euros. Around one quarter of video game players in
Germany aged 16 and over already use one or more subscription
services in parallel. For the majority, the reasons
include the opportunity to easily try new games.
About 8 in 10 players who use subscriptions say
that they try out games more often as a result.

from online gq ming For around 79 percent, subscription services

services has more
than doubled.

20 German video games market

have also led to the discovery of games that
they would not have come across otherwise,
and some three quarters of subscription users
have purchased games that they previously
discovered through their subscriptions.

Sales revenue from games hardware decreased by 10 per cent
overall, to about 2.9 billion euros. The largest decline was in game
consoles. Here, sales amounted to €807 million, 26 percent less
than the year before. One reason for this is that many models of
the current console generation which had not been consistently
commercially available for several years became available on an
ongoing basis again for the first time in 2023. Players therefore
snapped them up, leading to a catch-up effect before demand
normalised in 2024. In a further demonstration of this effect,
sales revenue from accessories for game consoles rose by 6 per
cent, to 391 million euros. The market for gaming PCs and laptops
was stable, with revenue of 540 million euros, or just 1 per cent
less than in 2023. Accessories for gaming PCs - including special
input devices like gaming keyboards or mice, graphic cards, etc. -
didn't fare quite so well, with revenue falling by 4 per cent, to just
under 1.2 billion euros.

Downloads account for 7 of 10 PC and console games purchased
in Germany. In 2024, the share of downloads jumped by 8
percentage points, from 60 to 68 per cent, a new record. Just
under one third of games in Germany are purchased on physical
media. Among PC players, especially, downloads have become
the preferred means of buying games: nearly all games for PCs,
around 99 per cent, were acquired digitally in 2024. Most console
games, on the other hand, were purchased on physical media.
While the share of download purchases rose in this category as
well, from 40 per cent in 2023 to 44 per cent last year, physical
media still accounted for over half of purchases of console
games (56 per cent). The strong growth in the share of downloads
can be attributed in part to the 'digital only’ development of the
last several years. Ever more blockbuster titles are being released

Revenue from online gaming services
grows by 12 percent

\ @B Online gaming services
> e. g. Nintendo Switch Online,
L‘_ Nvidia GeForce NOW,
PlayStation Plus,
@ @@ Xbox Game Pass

2023 2024

Source: Calculations based on data provided by YouGov Shopper (2025; n=25,000). © game 2025
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Revenue from games hardware
declined by 10 per cent

1
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Game console
accessories
Gamepads,

VR headsets

Game consoles
Stationary and
handheld

Gaming PC
accessories
Gaming input
£ 1'201 (gl devices,
monitors,
graphics cards,
VR headsets

Gaming PCs
Desktops PCs,
handheld PCs
and laptops

2023 2024
€3,265m €2,939m

Source: Calculations based on data provided by YouGov Shopper (2025; n=25,000) and Nielsen 1Q. © game 2025
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Download purchases of games are
particularly popular among

20- to 29-year-olds

Downloads
| 5p 0P Share of download
2) purchases of games
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Total (=) )

10-19 20-29

years yedrs

Source: Calculations based on YouGov Shopper (2024/2025; n=25.000).

The data refers to sales in Germany. © game 2025
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initially or exclusively in digital-only versions,
and indie and early-access games are often
distributed almost exclusively digitally.

Players' choice of game acquisition via
physical media or download isn't just a
question of the gaming platform they use,
but also of their age. In Germany, download
purchases are particularly widespread
among the 20- to 29-year age group, who
buy more than three quarters of their games
for PCs or consoles digitally. Physical media,
in contrast, are popular for game purchases
above all among older players. In 2024,
players aged 50 to 59 bought nearly half
of their PC and console games on physical
media.

Whether games are
purchased on physical
media or as downloads is
not only a question of the
gaming platform,

but also of the age of

the players.

After years of strong growth, the German games market took

a breatherin 2024. Individual market segments such as online
gaming services continue to develop very dynamically. This,
together with further impetus in the form of new game consoles
and blockbuster games announced for the near future, indicates
that the decline in sales revenue seen in 2024 is likely to be short-

lived.
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Only 17 percent of

games compadnies
in Germany expect
positive economic

The games
industry
in Germany

Last year was a challenging one for
the German games industry. The back
and forth around games funding and,
as a result, Germany's compromised
international competitiveness collided with
the weakened yet ongoing consolidation
wave that has swept the global games
sector.
Accordingly, German games companies
were cautious heading into 2025: only 17 per
cent of them anticipated positive economic
development for the industry as a whole this
year. While this figure was slightly more positive

than that recorded for 2024 (12 per cent), it
remains far below the 48 per cent registered

development for the two years ago. When asked to assess their
o o o own business prospects for 2025, however,
entire Ind UStl'Y In 2025- companies were markedly more optimistic.

More than half, 52 per cent, expected a positive

or even strongly positive development in their
business operations this year - two percentage points higher
than one year ago. Only 15 per cent anticipated a negative
development, as compared to 19 per cent in 2024.

Despite the generally cautious outlook on the development

of the industry, a clearly positive tendency can be seen in
companies' expectations for their own business development.
This is supported by sales trends worldwide. Market researchers
at Newzoo, for example, anticipate approximately 3.4 per cent
growth in the global games market in 2025, to around 189 billion
US dollars'.

1 Global games market report & forecast Q2 2025 update
(https://newzoo.com/resources/blog/global-games-market-update-q2-2025).

26 The games industry in Germany

Number of games companies
in Germany declined for the
firsttime inyears

000

Companies that
only develop

Companies
that develop
and publish

30

383

Companies
that only
publish

208

—e
2020 2021 2022 2023 2024 2025

622 749 786 908 948 910

Source: Calculations based on gamesmap.de data from May 2025. © game 2025
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German games industry employs
fewer people than last year

Employees at game
developers and

10,071 10

publishers
906 I I
[ J ([ J

° o ° °
2020 2021 2022 2023 2024 2025

Source: Calculations based on gamesmap.de data from May 2025. © game 2025
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03.1 Companies and
employment figures

The figures for the number of companies and employees in

the German games industry also show how challenging the
environment has been for games companies recently. After
years of growth, there has now been a decline for the first time.
According to the data, the number of companies in Germany
that develop and/or publish games has dropped by 4 per cent
since last year, to 910. The boom in start-ups in the games sector
that was set in motion by the introduction of
the federal funding for games in 2020 has

now completely subsided. Last year's figures 000

already indicated a clear slowdown. The

decline can be attributed in particular to the

consolidation of the global games market as

well as the unreliable availability of federal .

funding. Three times since 2020, there have The boom in sta rt-ups

been months-long suspensions placed on in the Germqn gqmes
funding applications. Despite the newly . .

registered drop, the number of companies |ndustry trlggered by the
hos risen by 46 per cent overc.ll since the introd uction Of the federql
initial start of the games funding programme . o

in 2020. Of the 910 present companies, 454 fundlng for gamesin

work exclusively in game development and 2020 hqs now completely
52 exclusively as publishers. The remaining .

404 companies are active in both the subsided.

development and publishing of games.

The number of employees at games companies in Germany has
also declined over the past year. Whereas game developers and
publishers employed 12,408 workers in 2024, the figure for 2025
stands at just 12,134 - a drop of 2 per cent. As with the number of
companies, the employee numbers had previously shown strong
growth since the introduction of the games funding programme
at the federal level: a rise of 23 per cent from 2020 to 2024.

The recent decline indicates that the conditions, which afford
little plannability, in combination with the repeated funding
application stops are impacting the job market. A year ago,
there were still more companies with ongoing projects that were
internationally competitive thanks to federal funding. Despite
the international consolidation wave and the uncertainty around
funding for the industry here, this had stabilised Germany's
games sector. The games industry secures a total of over

30,000 jobs in Germany. In addition to jobs in development

and publishing, these include, for example, skilled professionals
in educational institutions, the media and the public and
commercial sectors.
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03.2 Games funding

The unreliability of games funding at the federal level has
unfortunately continued in recent years. The freeze on funding
applications that was put in place in May 2023 extended into
2024. In July 2024, more bad news followed from the Federal
Ministry for Economic Affairs and Climate Action: the previously
independent department responsible for digital games was
merged with the department for cultural and creative industries.
Although existing projects such as the Federal German Games
Funding Programme and the German Computer Game Awards
were continued, this new lack of independence significantly
reduced the visibility of this area and its capacity to act. Seeking
to promote the games industry's profile and scope of action,

the German Bundestag had allocated funds in the 2021 federal
budget for the establishment of a games department in the then
Federal Ministry of Transport and Digital Infrastructure. This
allowed for the ongoing, centralised handling of all games-related
policy issues. It also placed games on an equal footing with other
sectors with dedicated independent departments in the federal
government, such as music, literature, film, visual arts, theatre,
microelectronics, bioeconomics, Al and many more.

On the other hand, the Initiative for Growth - new economic
dynamism for Germany launched by the previous governing
coalition brought hope for significant improvement in the
competitive conditions for games companies in Germany. As
stated in the initiative, the objective of strengthening the country
as a location for game production shows the high relevance the
former government - consisting of the SPD, Blindnis 90/Die Griinen
and FDP - attributed to the games industry for Germany's future
viability in economic and technological terms. Never before had
all three coalition partners spoken out so clearly in favour of the
speedy introduction of tax breaks for the development of games.

However, the key points of the new funding guidelines presented
by Germany's then Vice Chancellor and Economic Minister Robert
Habeck at the political opening of gamescom 2024 gave rise

to considerable controversy. From the perspective of games
companies, they worsened the situation with respect to certain
important criteria. Specific funding amounts remained unclear
and therefore unreliable. At the same time, only prototypes

and projects with a significantly increased minimum volume of
300,000 euros are to be eligible for future funding. Given that

the German games industry is comprised largely of start-ups,
this will exclude numerous companies from federal games
funding. In addition, combining federal and state funding, an
important option for small and medium-sized games companies
and standard practice in, for example, the area of film industry
financing, will no longer be permitted. And the fact that
applications can no longer be submitted on an ongoing basis, but
only in response to a maximum of two calls from the ministry per
year, will also make planning more difficult.
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The largest games companies in Germany

Number of employees

in Germany

1 Nintendo of Europe Hesse 935
2 Ubisoft Berlin, NRW, Rhineland-Palatinate 660
3 InnoGames Hamburg 350
4 Crytek Hesse 340
5 wooga Berlin 325
6 GAMEFORGE 4D Baden-Wiirttemberg 300
7 gamigo Hamburg 253
8 stillfront Germany Hamburg 185
9 PLAION Bavaria 152
Kalypso Media Group Rhineland-Palatinate
10 150
Electronic Arts North Rhine-Westphalia
12 GameDuell Berlin 130
13 Kolibri Games Berlin 115
Bigpoint Hamburg
14 110
KING Art Bremen
Travian Games Bavaria
16 107
upjers Bavaria
astragon Entertainment North Rhine-Westphalia
18 104
weltenbauer. Software Entwicklung Hesse
YAGER Development Berlin
CipSoft Bavaria
20 100
Klang Games Berlin
Sandbox Interactive Berlin

Source: gamesmap.de. Figures include employees subject to social security contributions and marginally employed persons.
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72 percent of new
games in Germany

would not have been

developed without
the federal funding
for games.

The degradation of the funding guidelines was poorly received in
the games industry also because the evaluation of the previous
guidelines by the auditing firm PwC on behalf of the Federal
Ministry for Economic Affairs and Climate Action in late 2023 had
highlighted many strongly positive effects of the games funding
programme. For example, 72 per cent of the games developed in
Germany would not have been realised without the funding, and the
funds enabled 34 per cent of games to be implemented on a much
larger scale than they would have been otherwise. A large majority
of games companies that received funding were able to create
significantly more jobs than those that did not in the same period.
Because funds had been insufficient up to that point - resulting in
two application freezes since the start of the funding programme
in 2020 - a significant increase in funding was recommended. The
evaluation by the Federal Economic Ministry had revealed that,

on a per capita basis, Germany provides only one quarter of the
budget that other game production locations do.

At the end of 2024, the 18-month freeze on funding
applications was finally lifted. This was good news
for games companies in Germany and, given the
collapse of the governing coalition shortly before
that, in November, it also marked a small success.
It didn't give rise to any real spirit of optimism,
however, as the stricter conditions imposed by the
new guidelines excluded many game development
studios, in particular smaller ones, from federal
funding. In addition, the failed coalition hadn't

yet passed a budget for 2025, which resulted in
significant additional restrictions on the funding
programme. For example, after the call for funding, funds were
initially available to multi-year game development projects only if
their total budget didn't exceed 900,000 euros. Funding for larger
projects and prototypes could initially only be approved if these
were to be completed by the end of 2025 - a serious hurdle given
that it usually takes several years to develop a game. In addition,
the call for funding reduced the maximum project funding amount
to 2 million euros. With these heavy restrictions, games funding only
truly helped a few companies in practice.

The continuing uncertainty surrounding games funding may also
have contributed to the comparatively poor results of game's
industry barometer. There are areas in which German games
companies view the country as an advantageous location, such

as in the training of young talent and the social climate with
regard to games. However, a large majority of companies evaluate
Germany's international competitiveness as a game development
location as rather poor or very poor. This total negative rating of 87
per cent comprises 72 per cent, or almost three quarters, that say
Germany's international competitiveness is rather poor, plus 15 per
cent that assess it as very poor. Just 13 per cent rate the framework
conditions for the games industry in Germany as rather good, and
not a single company assesses these as very good.
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The commitment of the German political sphere to the games
industry received only slightly better marks, with 7 out of 10
games companies (71 per cent) rating government support for
the domestic conditions as rather poor or very poor. A strong
majority of companies rated government funding of games

as poor: about two thirds, or 65 per cent, with respect to big-
budget AAA games and 62 per cent in the case of indie games.
By contrast, when it comes to the training of young professionals,
companies are significantly more positive. Just under two thirds,
or 63 per cent, view Germany as a rather good or even a very
good location. The social climate towards games is perceived
similarly, with a total positive rating of 66 per cent. The further
infrastructure for games companies, such as hubs and networks,
is seen the most favourably, with 78 per cent of companies rating
it as rather good or very good.

Despite these challenging conditions, the desire to develop
games in Germany remains strong. This is demonstrated by
the Press Start: Games Founding Grant, a funding programme
launched in mid-October 2024 by then Federal Government
Commissioner for Culture and the Media
Claudia Roth to support the establishment of
new game development studios in Germany.
Over a period of 18 months, company founders
receive a grant of 2,750 euros per month

to help them focus their efforts during the
start-up phase and further the development

of their own games. Grant recipients also
benefit from a comprehensive education

and networking programme along with
accompanying coaching, to provide them with
optimal support for their start in the games
industry. The promotional programme met with
overwhelming interest. The 24-member expert
jury worked through over 1,000 applications,
ultimately selecting 132 grant recipients.

The expert jury at
Press Start had to work
through a total of over
1,000 submissions.

Further positive news came after the federal elections and the
subsequent coalition negotiations between the CDU, CSU and
SPD in early 2025. The coalition agreement takes up central
demands of the games industry that are intended to make
Germany a strong and internationally competitive game
development location in the coming years. The governing
coalition of Christian Democrats and Social Democrats
acknowledges the great cultural, economic and technological
potential of the games industry and its leading role as a
pacesetter and innovation driver. A key step forward is the
planned introduction of new tax breaks for games in Germany,
which are designed to reliably offset the country's current 30
per cent cost disadvantage compared to other game locations
worldwide. The coalition agreement additionally accords esports
clubs non-profit status. While this was also part of previous
coalition agreements, it had yet to be implemented. For the first
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International comparison
of games funding models

Game
Companies

Employees

Funding measures

Tax credits/
Funding rate

Guaranteed

funding
(if eligible for funding)

Capon
annual funding

Germany
2024

i+l

Canada
2024

Quebec  British Ontario
Columbia

Ireland
2021/22

948

12,400

821

34,010

2,000

Direct funding

N/A

€50m’

Tax credit

27.5% 25% 35%

unlimited

Tax credit

32%

unlimited

1The annual budget for federal games funding in Germany was increased to

70 million euros for 2023 only.

2 The French government budgeted 31 million euros for the video game tax credit
in 2023. However, there is no specified annual cap and the estimated amount
returned to companies through the tax credit varies strongly from year to year.

34 The games industry in Germany

7
Z 1IN

United Kingdom
2024

Australia
2024

France
2021/22

USA
2024

-

Texas

2,150

24,420

137

2,470

1,200

32,000

2,756

75,353

Tax credit

34%

unlimited

Tax credit

30%

unlimited

Tax credit

30%

unlimited

Tax credit

7.5-22.5%

unlimited

Source: Nordicity in cooperation with Goldmedia on behalf of game -

The German Games Industry Association. © game 2025
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9 out of 10 gaming compadnies
see an urgent need for action to
improve Germany's international
competitiveness

15% 72% 13%

Competitiveness of
Germany ds a game
development location

17% B4% 28%

Government commitment
to the games industry

26% 39% 32%

Game funding for AAA
games

13% 49% 33%

Game funding for indie
games

5% 32% 57%

Education and training
of young talents

5% 28% 58%

Social climate regarding
games

1w 21% 73%

Other infrastructure for
game companies (e.g.
hubs, networks, etc.)

Very poor Rather good

Source: Online survey conducted by game - The German Games Industry Association - between
November 6 and November 18, 2024, in which 187 member companies of game participated,
including developers and publishers in particular. © game 2025
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Leverage from tax breaks
for games in Germany

g 8.70 €

¢ in additional gross value added

4.80€

in additional investment in
tax-incentivised game projects

3.40€

in additional tax revenue and
social security contributions

Source: Calculations by Goldmedia on behalf of game (2025). © game 2025
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time, the new federal government has assigned games to the
Federal Ministry of Research, Technology and Space. This puts
them under the responsibility of Dorothee Bdr, who has a track
record of commitment to the medium and the games industry.
During her first appearance as the new ‘games minister’' at the
German Computer Game Awards 2025, she announced the
establishment of an independent games department within her
@ ministry.
At the beginning of 2025, game presented its
proposal for the additional tax-based funding

The German of games development, as included in the
overnment's drqft government coalition agreement, to enable

g d t o I d Germany to catch up with the world's top
uagetinciuges an

game development locations. It called for the

H H H introduction of tax credits of 30 or 35 per cent
increase in fundlng for for small and medium-sized companies. This
games to a total of 88 would jump-start investment and sharply boost

mi"ion euros in 2025 qnd tax revenues and value creation, as underscored

by findings of the research and consulting firm

125 million euros annually Goldmedia on behalf of game. The analysis
from 2026 onwa rds. shows that every eyro in tax credit:?‘ for ggmes in
Germany would trigger 4.80 euros in additional
investment, yield 3.40 euros in new tax revenue
and social security contributions and generate
8.70 euros in gross value added. Long-term implementation of
such tax breaks would result in even greater benefits, according
to the experts, as it would spur German enterprises to expand
production capacity, encourage foreign companies to establish
locations in Germany and incentivise the domestic development
of major games for the global market. Combining internationally
competitive tax breaks with funding aimed especially at young
companies helps games companies of all sizes and has proven
a successful model in the top international game development
locations worldwide.

The budget plans announced by the federal government in late
June 2025 bolstered German games companies’ confidence
with regard to the near future. They provide for the long-sought
increase in the budget for games funding. The draft budget
specifies a total of 88 million euros for 2025 and sets an annual
funding level of 125 million euros from 2026 onwards. This is in
line with game’s calculations of the financing that is required until
the implementation of additional tax breaks in line with global
standards, as called for in the coalition agreement.

Which federal states are pursuing good game development
policy from the perspective of German companies can be seen in
the results of game’s industry barometer. They show Bavaria to
be the best location for game production in Germany. The battle
for first place nonetheless remains a head-to-head race. North
Rhine-Westphalia, which finished first in the previous rankings

in 2023, holds second place in the current rankings. Berlin takes
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Regional games funding programs
in Germany

€0.63 -

Schleswig-Holstein
WTSH Wirtschaftsférderung
und Technologietransfer
Schleswig-Holstein
*new Start July 2023, 2 million

until 2027
€ 0045 m
Hamburg
Gamecity Hamburg
- Mecklenburg- € 306 m
- West Berlin and
& ern B
Pomerania randenburg

Medienboard
Berlin-Brandenburg

€ 0.15 m* » *No fixed budget for

Bremen games

*announced, start in 2026
¢0.41n U

Lower Saxony
nordmedia

€3.3m

North Rhine-Westphalia
Film- und Medien-
stiftung NRW

A\
€0.85 m*

Saxony, Saxony-Anhalt
and Thuringia
Mitteldeutsche

Medienférderung

*No fixed budget for

games

Saarland

y» -1.- o

Baden-Wiirttemberg FilmFernsehFonds
€ 0-2 5 m Medien- und Bayern
Rhineland-Palatinate Filmgesellschaft
Medienférderung Baden-Wirttemberg
Rheinland-Pfalz mbH
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The best games industry
locations in Germany

Rated by companies in the games industry

. Baden-Wirttemberg (4)
. Brandenburg (5)
Rhineland-Palatinate (7)

. Saarland (8)

0 0 N o o

Lower Saxony (6)

10. Saxony (12)

11. Schleswig-Holstein (g)
12. Thuringia (12)

13. Bremen (9) ‘
14. Saxony-Anhalt (11)

15. Mecklenburg-Western Pomerania (12)

16. Hesse (10)

Note: Previous ranking in brackets.
Source: member survey (12/2024). © game 2025
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third place, just ahead of Hamburg, after the two shared the
second-place spot two years ago. Movement was also seen at
the bottom of the rankings. Hesse, which ranked tenth out of
twelve in 2023, brings up the rear this time, behind Saxony-Anhalt
in 14th and Mecklenburg-Western Pomerania in 15th place.

There has been positive news recently from several federal
states. Baden-Wirttemberg, Bavaria, Haomburg and Hesse have
all slightly increased their budgets for games funding. Bavaria,
Berlin together with Brandenburg, and North Rhine-Westphalia
continue to be the federal states with the most extensive
programs to support game development. Although Berlin and
Brandenburg are now below the record funding amount of
2023 at 3.6 million euros, the Berlin Senate is supporting the
establishment of the House of Games Berlin with 4.6 million
euros. And North Rhine-Westphalia has announced an additional
500,000 euros in funds to fund games that specifically counter
disinformation and radicalisation. In the first round of this
funding, 277,000 euros were distributed in July 2025.

The Mitteldeutsche Medienférderung (MDM), which is responsible
for Saxony, Saxony-Anhalt and Thuringia, saw a slight decline

in funding commitments in 2024. At the same time, however, a
flagship project was launched in Leipzig: the R42 accelerator
programme, which receives 900,000 euros in assistance from the
state of Saxony. From 2025, this will enable additional start-up
funding of 30,000 euros to be awarded to the 12 studios receiving
support.

In 2024, Schleswig-Holstein awarded around 630,000 euros

to game projects for the first time. These resources, from the
European Regional Development Fund (ERDF), were announced in
2023 but delayed until 2024. Hesse, which placed last in game's
industry barometer, is also making progress in its support of the
games industry. There, both WIBank and Hessen Film & Medien
increased their funding for games in 2024, paying out a total of
410,000 euros.

Despite positive political signals and a planned budget of
300,000 euros, no games funding was distributed in Saarland.
Saarland'’s Ministry for Economic Affairs, which has only recently
become responsible for this policy area, is working with the
industry in the state to finalise the new funding guidelines. There
is good news from Bremen, however, where games funding is
being introduced from 2025. The initial budget of 150,000 euros
will be allocated through the regional funding program institution
nordmedia.

The games industry in Germany
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03.3 The 10 demands of the
German games industry

game - The German Games Industry Association
works for the comprehensive improvement of
conditions for the games industry in Germany,
true to its mission Together we are making
Germany the heart of gaming worldwide. From
this follow the ten principal demands:

Promote Germany as a
game location for the
long term

Video games are a cultural asset, an economic
factor and a guarantee for digital innovation.

If we aim to benefit from the resulting
opportunities for the economy and society in
this country, Germany as a game location must
catch up with the international competition.
The federal government's strategy for the
game sector provides an important basis for
further progress and the realisation of potential
in many areas. The government wants to see
Germany become a leading market for game
development. In order to be able to compete
internationally with the necessary ambition and
to enable significantly more innovation, growth,
and creative games made in Germany, strong
and targeted efforts are needed to improve the
country’s conditions as a game development
location.
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Competitiveness in games funding
The most important pillar for Germany as

a successful game development location is
internationally competitive games funding
that will allow the country to catch up with the
leading game locations worldwide. While the
federal government'’s games funding program
has so far proved generally successful, it has
also been unpredictable, as a lack of concrete
resources has led to funding application freezes
over long periods. The funding programme is

therefore in urgent need of further development.

The new federal government's plan to increase
funding to 125 million euros per year from 2026
onwards is an important step in this further
development. This means that games funding
will be more closely aligned with the actual
needs of the games industry in Germany than
before and will gain the necessary time to
implement the additional tax-based funding
for games planned in the coalition agreement.
The goal must be a hybrid system combining
the existing games fund system with additional
tax breaks for games, as has been common
practice in the world's leading locations for
many years. Such a funding system would give
a significant boost to investment, tax revenue,
and value creation. The Analysis of leverage
effects' shows that every euro in tax credits for
games in Germany would trigger 4.80 euros in

1 Source: Economic significance of the games industry in Ger-
many and leverage effects of tax-based games funding, https://
www.game.de/publikationen/volkswirtschaftliche-bedeutung-
der-games-branche-in-deutschland-und-hebeleffekte-einer-
steuerlichen-games-foerderung/

additional investment, yield 3.40 euros in new
tax revenue and social security contributions
and generate 8.70 euros in gross value added.

It is crucial that all measures are implemented
in an unbureaucratic, predictable, and
transparent manner and are designed to

be long-term and in line with demand. This

also applies to funding provided by the

federal states, which play an important

role in strengthening regional structures.
Specific funding and support for start-up
teams complements the promotion of game
development. An evaluated continuation of

the Press Start program for founders therefore
appears to be a logical step. The decisive factor
is the responsible investment of public funds. It
is therefore important to regularly evaluate the
effects, developments, and positive leverage for
the economy that stem from a strong games
industry through market studies.

Campaign for Germany as a

game location

Germany as a production location and

games made in Germany need good visibility
and networking both domestically and
internationally. This calls for a prominent
location marketing concept that attracts skilled
professionals, investors and companies. An
integral part of this are the German Computer
Game Awards, which together with the games
industry must be further developed to achieve
the highest international standard.

Building infrastructures for

game development

Game hubs with incubator and accelerator
programmes serve ds an important corporate
home for start-ups and provide opportunities
for regional business locations. They promote
communication between games companies
and cooperation with other sectors that

seek to benefit from the potential of game
development. Support from the federal states
and local authorities is essential in bringing
these economic and innovation-linked effects
into play, such as that provided for the House of
Games Berlin.

Reinforce Germany's
commitment to game
specialists

The German games industry is lacking in highly
specialised, experienced professionals. Given
this scarcity, training opportunities must be
improved, and it must be made easier for

these professionals to move here from abroad.
It is important that the Federal Employment
Agency and other public authorities take the
occupational profiles of the games industry into
account in career guidance and job placement.
At the same time, a welcoming institutional
culture is needed that supports incoming
professionals in a positive and service-oriented
manner.

Strengthen games
in science, research,
teaching and training

Games-related research and teaching must
be recognised and academically instituted

as an independent scientific discipline, and
must also be accorded a place, above the
university level, in the canon of established
sciences. This will require more and better-
equipped professorships, degree programmes
and research clusters, support for educational
and research networks, uniform accreditation
standards, doctoral and post-doctoral
opportunities and the founding of a beacon
institution, a ‘Games University’, for game
research and teaching in Germany that fulfils
the highest international standards. We
support the establishment of a professional
association for game studies and strive for close
cooperation.
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Education needs video
games - from school up
until old age

Video games are perfect entertainment, but
they can also be so much more in almost

all areas of life. They open up new ways

of acquiring knowledge, promote social
interaction, motivate, and are easy to use. Our
education system must take advantage of

the opportunities games offer for education

in schools, vocational schools and universities,
for continuing education and for lifelong
learning. The use of video games in learning
contexts needs targeted support, as does the
development of didactically sound educational
games. Media literacy and basic digital skills -
including programming skills - are key skills for
the future and must be integrated into teaching
in a mandatory manner.

Youth protection
legislation: modern,
convergent and
internationally compatible

Germany's modern, internationally leading
youth protection system enables people of

all generations to safely play video games.
Uniform, modern, and convergent youth
protection laws must reflect the media realities
of children and adolescents, enable their rights
to participation, and ensure the system's
international compatibility. Many systems and
technical solutions from the games industry
offer a role model for the protection of children
and young people in the digital world.
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Provide investment
certainty, create value

Games are becoming ever broader in scope
and the range on offer to users is becoming
ever larger and more diverse. We in the games
industry develop innovative business models
for refinancing investments, such as in-

game purchases, which have become firmly
established among video game players and
are geared toward digital practicality. Across
all business models in the games industry,
maintaining the trust of players has the highest
priority and is a decisive factor for success.
Many other industries are taking inspiration
from these innovations and adapting them.
However, new digital business models need
ample latitude to develop, so a fair balance

of interests between consumer rights and
entrepreneurial freedom must be found in

the digital world, as elsewhere. Strengthening
empowered and confident users must take
precedence over new regulation.

Preserve games as d
cultural heritage

The International Computer Game Collection
(ICS) could become a global beacon for
Germany as a game location. Upon its
opening, it would already be the world's largest
collection of computer games, with more

than 60,000 game titles, along with extensive
hardware - right here in Germany. However,
this great cultural treasure is currently spread
over various locations and cannot be used by
the public. Brought together at one site, this
cultural property could be safeguarded, made
accessible for research and become a unique
setting for testing in the area of digital cultural
asset protection. The International Computer
Game Collection could also play a leading

global role in addressing the unique challenge of
preserving video games as a dynamic cultural
asset. Establishing this public location will
require institutional funding from the federal
government in partnership with the state of
Berlin.

Provide digital
infrastructure for all

To enable successful game development,
internationally compatible cloud gaming,

and lag-free gaming experience for millions

of players, Germany as a games location
must have nationwide gigabit connectivity.
This applies to high-performance broadband
internet connections as well as to a strong 5G
network. Germany needs to catch up quickly
across all distribution channels and make a
sustainable digital infrastructure accessible
to all while maintaining net neutrality. It is only
then that games can truly demonstrate their
exceptional capacity for innovation in Germany.

No space for hate, trolls
or piracy: bring security
authorities up to speed
digitally

We in the games industry are committed to
promoting diversity and tolerance on a daily
basis. All industry stakeholders must come
together to robustly confront hate speech as
well as immoral and, in certain cases, illegal
behaviour in our digital society. The digital
competencies of the authorities must be
expanded to create flexible and targeted
solutions.

10.

Seize the opportunities
created by esports: talent,
tournaments and public
interest

Germany should be one of the most important
locations for esports. Given their high societal,
cultural and economic relevance, optimal
framework conditions must be created for
esports. In particular, the valuable work of the
organisations that offer esports should be
promoted rather than further disadvantaged.
These organisations thus must be accorded
not-for-profit status in tax legislation. Whether
or not esports are sport in a narrower sense is
not a decisive factor here. As with other major
events, hosting municipalities and their local
economies benefit when esports tournaments
are held. More local economic development
agencies should therefore actively apply to
host and support esports events. Esports thrive
from talented players who perform at a world-
class level, gain wide recognition and become
ambassadors for the values of esports and their
home country. Germany therefore has a natural
interest in providing the best possible conditions
and targeted support for esports talent in

order to achieve a leading position in esports
and present Germany as an attractive esports
location. This is more true than ever in light of
the Olympic Esports Games.
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gamescom 2024 broke
records in terms of the
number of exhibitors,
internationality, and

global reach.

46 gamescom and devcom

gamescom
and devcom

gamescom 2024 was a huge success,
with more exhibitors than ever before
and record-breaking levels of reach

and international engagement. Millions
of people celebrated their passion for
video games at the world’s largest
games event, both in person in Cologne
and online from around the world. With
unparalleled numbers of exhibitors, trade
visitors, political guests and online visitors
as well as record levels of international
participation, gamescom underscored
its importance as the heart of
the games world and one of
the best-known global event
brands.

Held at the Koelnmesse exhibition centre in
Cologne, gamescom offered a unique festival
experience to approximately 335,000 visitors
from 122 countries; the event featured the full
spectrum of games culture. More than 1,460
exhibitors, 70 percent of whom were international, showcased
the entire spectrum of the gaming world - from the latest AAA
blockbusters to indie insider tips - as well as the most exciting
gaming technologies and innovations. Community meetups with
nationally and internationally renowned creators from the games
industry, esports tournaments and the gamescom city festival

in central Cologne also gave visitors the opportunity to dive into
the unique atmosphere at gamescom. Millions of games fans
from all over the world were also able to take part in gamescom
digitally, thanks to the extensive range of online formats: from
exhibitors' live streams and the talks and shows in the gamescom
studio to the interactive online adventure gamescom epix -
which, for the first time, also offered unique digital trading cards
as rewards for completing quests. The event's grand kick-off,

gamescom Opening Night Live, welcomed an audience of
thousands of in-person visitors and featured numerous world
premieres and announcements; it racked up around 44 million
online views. In addition, live stage events gave world-famous
personalities like film director Tim Miller and game developer

Peter Molyneux a chance to present their latest games-related
projects. gamescom'’s online formats also set a new record: with
more than 547 million hits, the event achieved a new high in

terms of international reach. The central theme of gamescom

2024 - The biggest community in the world - underscored the
enormous appeal of games. And nowhere

is the unparalleled creativity, passion and

openness of the immense global games ﬂ

community more evident than at gamescom.

From esports tournaments in the event
arena and costume contests at the cosplay )
village to old-school games in the retro @
area and new highlights such as the cards

& boards area and the artist area - every

inch of space at gamescom was dedicated The proportlon Of trqde
to people from all over the world celebrating Visitors from the USA and
games culture together. Additionally, over Japan grew pqrtiCUIquy

32,000 trade visitors - more than ever before
- convened in the business area to discuss strongly.
the latest developments and projects in the

games industry. The percentage of trade

visitors from the USA and Japan increased

particularly strongly in 2024.

gamescom also achieved a number of important milestones

in terms of social responsibility. As part of the sustainability
initiative gamescom goes green, the event expanded the range
of green and recyclable materials it offered to exhibitors. And the
gamescom cares platform underscored exhibitors' commitment
to areas such as diversity, education and environmental
protection. This gave greater visibility to projects such as the
volunteer career initiative Amir Satvat's Games Community, the
women's and children's aid organization Kids of Ukraine, and

the devcom Scholarship Program, which was launched for the
first time in 2024 and which devcom and gamescom are using
to enable game developers from underrepresented groups to
participate in the events. gamescom also took an important
step towards improving accessibility and making the event more
comfortable and enjoyable for wheelchair users and people with
limited mobility. Starting in 2024, gamescom requested that
exhibitors sign a voluntary agreement to provide wheelchair-
friendly access to their gamescom booths.

gamescom was an annual highlight for many politicians from all
over Germany and Europe, as well. More than 500 guests from
the political sphere - around twice as many as in 2023 - came
to Cologne in 2024 to enter into a dialogue with the games
industry. They offered strong words of support on particularly
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Further information is available on

www.gamescom.global

Further information is available on
congress.gamescom.global/en

important issues, such as funding and further development of the
games industry in Germany. At the political opening of gamescom,
Robert Habeck, then Federal Minister for Economic Affairs and
Climate Action, and Hendrik Wist, Minister President of North
Rhine-Westphalia, emphasized the high economic, technological,
and cultural significance of games and the need to create
internationally competitive conditions for the German games
industry. By serving as a platform for direct conversations with
state, federal and EU politicians as well as hosting guided tours of
the event for politicians, gamescom also provided the opportunity
for discussions on a wide range of other topics. In addition to the
potential of games for business, culture, and
digital innovation, other topics included future-
proof youth protection, accessibility in games,
and the preservation of games as cultural assets,
for example through the International Computer
Games Collection (ICS).

gamescom congress

The 2024 gamescom congress was larger, more international and
more diverse than ever before. The record-breaking attendance

- over 900 visitors - at this leading congress on the potential of
computer and video games underscored the event's importance
within the industry. On eight stages in the new Confex conference
centre, more than 150 experts from business, culture, education,
politics, science, media and games explored the contribution
games make to social progress. The talks and panels focused

on the topics Games and Artificial Intelligence and Games and
Democracy - once again proving that the gamescom congress

is on the cutting edge of societal debate and demonstrating

the powerful impact games have on all areas of life. A high-

calibre political panel discussion featuring former Parliamentary
State Secretary Michael Kellner, Media Minister of North Rhine-
Westphalia Nathanael Liminski, Berlin's Senator for
Economic Affairs Franziska Giffey and Bavaria's
State Minister for Digital Affairs Dr Fabian Mehring
focused on how the enormous potential of games
can be put to even better use in Germany.
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devcom developer
conference

The 2024 devcom developer conference was a resounding success:
gamescom'’s official event for developers achieved a new record,
with more than 5,000 registered participants from 83 countries.
This was an increase of 45 per cent compared to the previous year,
cementing devcom's status as the largest industry conference for
game developers in Europe and the second-largest in the world. The

expanded programme, including the Indie Expo, retro area and
exclusive networking, partner and evening events, complemented
the regular schedule of the three-day conference. In over 210
sessions on 17 stages, more than 350 speakers presented talks on
the latest issues in game development and the games industry -
the event was hosted in the new Confex conference centre for the
first time. A whole host of renowned industry experts delivered
impressive keynotes and presentations, including game author
and narrative designer Kelsey Beachum,
Cinematic Director of Larian Studios Jason
Latino and game designer and VP Global
Creative at Ubisoft Fawzi Mesmar. One
highlight of the 2024 event was the newly
established Scholarship Program, which
devcom is offering in collaboration with
gamescom and more than 20 international
partners: over 200 game developers from
underrepresented communities were granted
access to the events free of charge.

Further information is available on
www.devcom.global

gamescom latam
and gamescom asia

gamescom latam, Latin America's biggest
event for the games community and games
industry trade visitors, celebrated the
success of its first edition in late June 2024.
At this new gamescom satellite format in Sdo
Paulo, Brazil, more than 100,000 visitors from
70 countries came together to experience
the latest game releases, colourful cosplay
and esports tournaments. From Bandai
Namco and Epic Games to Nintendo, Square
Enix, Ubisoft and Warner Bros, a huge
number of international games companies
participated in the event as partners.
gamescom latam featured a business area
for industry professionals, as well as an
additional platform for independent game developers based in
Latin America - the gamescom latam BIG Festival.

The first edition of
gamescom latam
welcomed over
100,000 visitors.

The fourth gamescom asia, which was held in Singapore in

late October, also boasted record visitor numbers: this games
event for the entire Southeast Asian region takes place under
the gamescom brand, and it attracted approximately 40,000
visitors in 2024 - 20 per cent more than the previous year.
Trade visitors and members of the general public from a total
of 78 countries participated in gamescom asia, celebrating the
diversity of games culture together at the event's business areaq,
entertainment area and industry conference.

gamescom and devcom
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Further information is available on

www.deutscher-
computerspielpreis.de

German
Computer
Game Awards

The best game titles produced in Germany -
and the teams behind them - were honoured
at the 2025 German Computer Game Awards.

The ceremony featured all the exceptional games from Germany
alongside an incredible show boasting quite a few famous names.

A multitude of guests from the spheres of culture, mediq, politics,
society and games attended the awards ceremony in Berlin, which
was hosted by presenter Katrin Bauerfeind and entertainer Uke
Bosse. Frankfurt-based studio Keen Games took home the award for
Best German Game 2025 for its title Enshrouded. The main award
was presented by Federal Minister for Research, Technology and
Space Dorothee Bdr; just a few days before the award ceremony,

it was announced that she would be responsible for video games

in the new German federal government. Enshrouded also won in

the category Best Innovation and Technology. Megagon Industries
from Berlin won Studio of the Year and accepted the award from
Governing Mayor of Berlin Kai Wegner. A total of 800,000 euros' worth
of cash prizes were awarded during the ceremony.

The German Computer Game Awards, established in 2009, are the
most important awards in the German games industry. They are
presented to the makers of Germany's best computer and video
games by the German federal government and game - The German
Games Industry Association. The German Computer Game Awards
are supported by the Foundation for Digital Games Culture. The aim
of the awards is to spotlight the creative minds behind the games
and highlight their outstanding achievements so that they receive the
publicity they deserve.

The German Computer Game Awards are presented
in a total of 15 categories. The winners are selected
by a main jury and specialist juries made up of
diverse groups of games industry experts as well

as experts from the political, media, academic

and cultural spheres whose work has a connection
to computer and video games. They evaluate

the submitted games based on aspects such as
quality, degree of innovation, playing enjoyment, and cultural and
educational value. The chair of the jury is Dr Sabiha Ghellal, Professor
of Experience and Game Design at Hochschule der Medien (HdM) in
Stuttgart.
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NEWCOMER AWARD -
BEST DEBUT

Nordhold

Stunforge / Stunforge &
HypeTrain Digital

BEST STORY

Vampire
Therapist

Little Bat Games

BEST MOBILE GAME

Duck
Detective: The
Secret Salami

Happy Broccoli Games

BEST SERIOUS GAME

Deine Stimme

Sebastian Griinwald &
Reality Twist / Bayerische
Landeszentrale fur politische
Bildungsarbeit

BEST GAME DESIGN

Thronefall

Grizzly Games

All the winners of the 2025
German Computer Game Awards

PLAYER OF THE YEAR

Steinwallen

BEST GERMAN GAME

Enshrouded

Keen Games

BEST INNOVATION
AND TECHNOLOGY

Enshrouded

Keen Games

BEST INTERNATIONAL GAME

Split Fiction

Hazelight Studios /
Electronic Arts

SPECIAL JURY AWARD

Flipper und
Arcade
Museum

Seligenstadt

GAME:IN
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BEST FAMILY GAME

PRIM

Common Colors /
Application Systems
Heidelberg

STUDIO OF THE YEAR
Megagon
Industries

Berlin

BEST GRAPHIC DESIGN

Harold
Halibut

Slow Bros.

NEWCOMER AWARD -
BEST PROTOTYPE

Blob the Klex

Melena Dressel, Alejandro
Rebolledo, Laura Octavianus
/ Hochschule Darmstadt

BEST AUDIO DESIGN

ODDADA

Sven Ahlgrimm,
Mathilde Hoffmann,
Bastian Clausdorff /

Sven Ahlgrimm
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Entertainment
Software Self-
Regulation Body

The Entertainment Software Self-
Regulation Body (USK) has been committed
to the protection of minors in the games
sector for over 30 years. The wide range of
computer and video games available on the
market can pose a number of challenges
for parents and educators: which games
are suitable for children and young people?
Which content is age-appropriate? As the
games industry's organisation for voluntary
self-monitoring, the USK evaluates games in
Germany and assigns age ratings.

The USK age rating provides important guidance: 93 per cent
of parents are familiar with the USK age rating, and 9 out of

10 parents believe that protecting minors is important when it
comes to choosing games. 86 per cent also find the additional
information on content and usage provided by the USK helpful.

Since 1994, the USK has conducted over 55,000
age rating reviews. Today, more than 18 million
age ratings are available to provide guidance
on games, both online and offline. The primary
reasons for an assigned age rating can be found
directly on the back of a game's packaging or
on online platforms. These reasons may include
depictions of violence, strong pressure to act

or increased incentives to make purchases.
Other potential risks to users - such as chats, in-game purchases
or gambling-style elements like loot boxes - are also listed. In
2024, just under 30 per cent of the digital games evaluated by
the USK posed these sorts of potential risks to users. As a result,
approximately one third of those games received a higher

age rating. The remaining games already included sufficient
parental control systems. When assigning age ratings, the USK

Around 18 million age
labels now also provide
guidance online.
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draws on the expertise of around 50 independent youth protection
experts from the fields of media education and child and youth
services. The USK also receives advice from a council comprising
representatives of the ministries for youth of the German federal
states, the German Federal Ministry for Youth, media education,
churches and religious communities, the German Federal Agency
for Child and Youth Protection in the Mediq, youth organisations and
the games industry. The council defines the USK's principles and
the assessment criteria for the age-rating process. Additionally, the
USK demonstrates its commitment to media education by hosting
digital parents’ evenings and publishing guides for parents.

Another milestone for the USK: since 2013,
it has been automatically assigning age
ratings for apps and games on online gaming
platforms via the global system of the
International Age Rating Coalition (IARC). In
early 2025, the youth protection authorities
of the German federal states evaluated this Further information is available on
system and granted it official recognition -
. } ) www.usk.de/en
a clear sign that USK age ratings provide
effective protection of minors in the media
environment.

Proportions of USK age ratings in 2024

0.2%

6.2% No age rating

Not approved for
young people 17.2%

Approved with
no age restrictions

19.3%

Approved for ages
16 and older

15.8%

Approved for ages
6 and older

41.3%

Approved for ages
12 and older
Source: USK 2024
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INTERVIEW

Since early 2025, Sandra Winterberg has
been the new Managing Director of the
International Computer Game Collection
(ICS). In this interview, she explains what
makes the ICS unique and which milestones
the organisation is hoping to achieve next.

The International Computer Game Collection is the only one

of its kind in the world, primarily due to its scope, its academic

independence and its technology. It already includes well over

40,000 PC, console and handheld games - a collection of cultural
treasures of unparalleled magnitude. Game titles
are archived in a structured meta-database
according to international standards, allowing
for in-depth research. The five shareholders - the
Computer Games Museum, the Férderverein fur
Jugend und Sozialarbeit (Association to promote
youth and social work), game - The German
Games Industry Association, the Foundation for
Digital Games Culture and the USK - founded the
ICS as an independent, non-profit organisation.
It is fully committed to science, research and
education. The faceted search function in our
metadata infrastructure makes us a reference
model for open research data. Consequently,
the ICS offers the world's most comprehensive
and methodologically advanced research
infrastructure for digital games culture. | am
convinced that our collection, which we expect
to grow to over 60,000 titles, will set new global
standards for the archiving of games.

Right now, we are in the middle of an extremely exciting
development phase at ICS. We are currently aligning the physical
collection supplied by our shareholders with the corresponding
metadata in order to ensure that our data is scientifically valid.
Additionally, we are developing an image recognition system that
will not only create digital twins of game packaging; it will also
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ziska Krug

Photograph: Fran

enrich the datasets with specific information on the unique items
in the collection. The most exciting project is our Al prototype,
however: this ‘Al agent’ adheres to rigorous academic standards
as it searches publicly accessible sources of information from
around the world. The data it finds undergoes a quality assurance
process before enriching our data pool; this enrichment process
will continue on an ongoing basis. In future, the Al agent will use
natural language processing to serve as an intelligent partner

to users of our collection, supporting them in their research and
answering questions.

The next step, which will be very challenging, is to select a
physical location for the ICS. We want to bring all the items in the
collection together in a single location, where we can use cutting-
edge technology to make the entire history of games tangible. We
use systematic emulation processes to make unplayable games
playable again - even if the hardware or operating systems have
long since disappeared. The ICS will make it possible to do all of
this for research purposes while still respecting all copyrights
and intellectual property rights. With its unique collection and
cutting-edge, hands-on venue, the ICS will

be an international flagship for the games

industry here in Germany. And it's about

more than just researching computer and

video games as a cultural asset, with all their x
historical, artistic and academic relevance;

we also want to make the innovative energy

of the games community accessible to all

areas of society. A source of knowledge as

valuable as the ICS needs reliable, long-

term public funding. Games are a cultural

asset, an important medium and a reflection

of their time, and as such, they must be

preserved as a source of inspiration for the

future.

| am of the opinion that Germany can't afford not to invest

in establishing an International Computer Game Collection.
Games have been a cultural reality for billions of people around
the world for many years, and they deserve to be part of the
public consciousness. With the ICS, we have

the chance to play a leading global role

and to set new international standards. | - //
also believe the ICS will be a catalyst for — N~
innovation: the archiving and enabling / l

technologies we've developed here have set
benchmarks, and they can be applied to
other digital cultural assets. In that sense,
Germany will set the pace for the future of
digital cultural heritage.
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The foundation is
the result of a joint

Foundation for
Digital Games
Culture

Games connect people, expand our horizons
and create spaces for us to meet, learn and
express ourselves. The Foundation for Digital
Games Culture invites stakeholders from
the political and academic spheres and
from civil society to take advantage of the
opportunities games offer as a medium and
to apply them in the areas where society
needs them most. With its pilot projects
and platforms for dialogue, the foundation
demonstrates how digital games can
provide inspiration for education,
remembrance, democracy and
cultural development. Its goal

initiative by the German is to make the societal impact
Bundestag and the of games visible and tangible -
German games industry. with projects that demonstrate

conviction and spark change.

Founded in 2012 on the initiative of the German Bundestag and
the German games industry, the foundation operates at the
intersection of games and society, serving as a driving force and
an intermediary. game - The German Games Industry Association
is a shareholder in the foundation, and the foundation's work is
supported by an interdisciplinary advisory board with 14 members
who belong to bodies such as federal government ministries, youth
protection organisations, and cultural and university institutions.

The foundation's educational projects create new channels

that make learning and teaching accessible. The courses and
workshops offered as part of the Stéirker mit Games 2 (Stronger
with games 2) initiative used video games to provide cultural
education to more than 2,100 children and young people in 2024.
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The initiative is funded by the Federal Ministry of Education and
Research and forms alliances with non-profit organisations
throughout Germany to support children from disadvantaged
socio-economic backgrounds. Projekttage Games (Games project
days), an initiative sponsored by Medienboard Berlin-Brandenburg,
helps bolster the digital and media literacy of more than 780 pupils
at 20 schools in Berlin and Brandenburg. Another project funded
by Medienboard Berlin-Brandenburg is the third round of the Start-
Up: Games Entrepreneurs workshop programme, which supports
16 company founders from Berlin and Brandenburg as they take
their first steps in the game industry. The GamesTalente (Games
talents) programme, a Germany-wide initiative in partnership

with Bildung & Begabung, launched its talent competition in early
2025 via a new gamified online portal. Its objective is to use game
development to help young people develop skills that they will

need for their future careers.

Democracy and social cohesion are another focus of the
foundation’s work. The pilot project Games und Wertebildung
(Games and values education) celebrated its high point in summer
2024 with its symposium Werte ins Spiel bringen (Bringing values
into play). Sponsored by the Federal Office for Migration and
Refugees, the project focuses on the question of how digital games
can support inclusive values education. The two-year project Let's
Remember! Erinnerungskultur mit Games vor Ort (Cultivating
commemoration with games on-site) marked its conclusion with a
tour and a conference panel at gamescom. In partnership with the
Deutscher Kulturrat, the project proved that games in museums
and memorial sites make a valuable contribution to remembrance
of the injustices of the Nazi era. The project was funded by the
Foundation Remembrance, Responsibility and Future (EVZ
Foundation) and the Federal Ministry of Finance.

The Foundation for Digital Games Culture also explores and
promotes cultural awareness of games in society. The foundation's
award office oversees the jury process for the German Computer
Game Award, organized by the German federal government and
game - The German Games Industry Association, as well as for
the gamescom award, the official award of the world's largest
gaming event. Since autumn 2024, the foundation has also

been responsible for the education and networking programme
Press Start: Games Founding Grant, which

is funded by the Federal Government
Commissioner for Culture and the Media. For
the symposium A/ Utopia and Dystopia: How
Artificial Intelligence and Games Are Shaping
Futures, which took place in late 2024

and was funded by Medienboard Berlin-
Brandenburg, the foundation additionally
invited experts to engage in a dialogue about
the role of Al in game development and

Further information is available on
www.stiftung-digitale-

the picture of Al that games paint with the spielekultur.de/en

stories they tell.
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INTERVIEW

In October 2024, game - The German
Games Industry Association and the
Foundation for Digital Games Culture
launched the Press Start: Games Founding
Grant, which is funded by the Federal
Government Commissioner for Culture and
the Media. Nandita Wegehaupt, Managing
Director of the Foundation for Digital
Games Culture, explains the
programme’s objectives and
how it has been received.

The founding grant supports creative minds
from the games industry as they establish their
own game development studios; the aim is to
bolster the diversity of the games landscape in
Germany. Over a period of 18 months, 132 start-
up founders receive a stipend that helps them
focus on the start-up phase of their company
and devote themselves to the development of
their own games. At the Foundation for Digital
Games Culture, we also provide support for

the stipend recipients via our education and
networking programme, and the individual
coaching we offer is designed to help the start-
up founders realise their vision in a lasting way.

The response has been incredible; it has exceeded our
expectations. Well over 1,000 people applied in total, either
individually or in teams of up to three. Our 24-person jury chaired
by Linda Kruse (founder of the games studio “the Good Evil")
certainly had its work cut out for it! But despite all the hard
work, everyone involved was so impressed with the creativity
that drives these game developers. We've also received a lot

of positive feedback from people outside of the project - from
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within the games industry, from colleges and universities, and
from politicians and the funding sector. The establishment of a
national launch pad for fresh new game concepts in Germany
has proven to be a very popular idea.

The participants are very aware of the fact that Press Startis a
fantastic opportunity for them, so in nearly all the workshops,
they are extremely motivated - even when the workshops
focus on subjects like legal issues. The goal of our programme
is to prepare the participants for all the important aspects of
founding a company in the games industry, from financing and
project management to business management,

marketing and community management. In

addition to the workshops, the one-to-one

consulting sessions with our coaches are in high

demand. Participants have told us that being

able to talk to their coaches about what it's like

to found their own companies - and having the

coaches understand those experiences first-

hand - has been very rewarding for all of them.

And the coaches find their mentees to be highly

motivated and capable. On top of that, the

stipend recipients also support each other and

share best practices.

The stipend recipients will receive support until the end of the
18-month programme. There will be a big half-time event at
gamescom in Cologne in August 2025. We plan to celebrate the
official conclusion of the programme with all the participants

in Berlin in 2026. In the meantime, we regularly offer stipend
recipients the opportunity to participate in other local events - by
providing discounts, for instance - such as GG Bavaria in Munich
or AMAZE. in Berlin, because for the future, we want to create as
tightly knit a network as possible within the games industry.

~ //
I'm most excited about the fact that with // N
Press Start, we are able to support so l
many promising people from such different
backgrounds. I'm really looking forward to
seeing how the creative ideas that grow out
of this programme will influence the games
landscape in Germany.

Foundation for Digital Games Culture 61


http://www.games-stipendium.de/en

The esports player

foundation supports

ambitious esports

players on their way to

the top.

62 esports player foundation

esports player
foundation

Esports has become a cultural phenomenon
around the world, and Germany is no
exception. The number of people who

play esports as a hobby has been rising

in Germany for many years; today, there

are esports clubs and university groups
throughout the country. Additionally, the
ranks of professional esports players

are swelling - these players play games
competitively, full-time, at the highest levels.

What does it take to shape a raw talent into

the type of strong character that can succeed
at the top of the game? Esports requires quick
reflexes, strategic thinking and precision, but
otherissues can also play an important role in
players’ development, such as values education,
structure and career prospects. Consequently,
players require targeted support in order to
develop true excellence that goes beyond the
pure skill of playing video games. And that's
exactly where the esports player foundation (epf)
comes in.

Since 2020, the epf has been the world's first talent promotion
agency of its kind to support ambitious esports players on their
path to the top. The epf provides a solid foundation for players
within the dynamic esports environment. It also serves as a partner
to players, assisting them with their performance, education,
mental resilience, and career prospects. The epf's comprehensive
talent promotion programme includes in-game coaching as well
as sports psychology, exercise and nutrition counselling, hardware
support and careers advice. The organisation works one-to-one
with more than 150 talented esports players in League of Legends,
Valorant, Counter-Strike 2, EA FC and Brawl Stars.

The epf's work focuses on fostering talent with an eye to the long
term. To that end, the organisation maintains strong cooperative
ties with partners in the games industry and other sectors. epf's
partnership with XPERION, Germany's largest gaming location,
has been in place since 2023 - as part of this partnership, epfis
able to provide young talents with their first practical experience

playing in a team. The NXT teams that came together as a result at
XPERION are now a permanent fixture of the epf's support structure
- such as the DKB XPERION NXT League of Legends team, which
formed in 2024 and competes in the 2nd division of the Techniker
Prime League. This team is living proof that the epf's young talents
can keep pace with established esports players. Programmes like
these create structured paths to the top of the sport.

Additionally, in partnership with Deutsche Kreditbank (DKB), the epf
presented its first Young Player Award in 2024 - it went to 13-year-
old EA FC talent Robert Brysik. The objective of the award is to
motivate talented young players to believe in themselves and to be
passionate in their pursuit of a career in esports.

The epf also makes an important contribution to diversity in
esports and the entire games community. For example, the Equal
Esports initiative, which the epf established in 2021 in cooperation
with Deutsche Telekom and SK Gaming, continued to grow in 2024:
with new talent, new mentors, the Equal Esports Cup - a League

of Legends tournament for women and non-binary people - and

a thrilling finale at gamescom, which was the highlight of the
programme. The goal is to foster diversity in the games community
and work towards a more inclusive culture in esports.

Mental health is another focus. In close cooperation with Techniker
Krankenkasse (TK), the epf provides players with counselling
sessions with sports psychologists; these sessions are an integral
aspect of the support players receive. The epf's outreach work and
awareness campaigns in cooperation with TK and other partners
such as Deutsche Telekom underscore the importance of resilience,
prevention and a mindful approach to mental-health challenges -
to ensure that players have a healthy career in esports and beyond.

Additionally, long-term career prospects are a vital aspect

of the programme. In collaboration with Deutsche Bahn, the

epf developed a dual-career model for esports in 2024. Young
players can complete a traineeship or an integrated vocational
programme while pursuing an esports career at the same time. As
part of this model, they also receive targeted coaching, attend boot
camps and have the chance to achieve their full potential - in their
careers and in the games they play.

The epfis supported by strong partners,
including Deutsche Telekom, Techniker
Krankenkasse, DKB and Deutsche Bahn, as
well as the state governments of North Rhine-
Westphalia and Berlin. They all share the
same vision: making Germany a professional,
responsible and sustainable location for
esports. Together, they are providing talented
young people with a platform and a solid

Further information is available on
www.esportsplayerfoundation.org/en

stepping stone into a bright future.
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INTERVIEW

In esports, there have been

two announcements in recent
months that have caught
people's attention: the state

of Berlin will be fielding its

own esports team, and Saudi
Arabia will be hosting the first
Olympic Esports Games in
2027. Julius Althoff, Managing
Director of the esports player
foundation explains what these
announcements mean and how
the esports world is responding
to them.

If someone demonstrates talent in a conventional sport at a
young age, there are professional support structures in place

to help them advance. These support structures do more than
just help young people improve at their sport; they also provide
educational and social assistance. These sorts of structures are
still lacking in esports, but the Esports Team Berlin is a first step
towards closing this gap. We are creating a structured, values-
oriented development programme at the state level that offers
personal and professional support for talented young players.
The programme is specifically targeted at very young players; it
provides them with access to a support environment that is the
only one of its kind in the world. It includes world-class coaches,
sports psychologists, nutritionists and mentors. The goal is to help
children and young people from Berlin grow into international
esports stars - role models who can represent Berlin's values
and diversity on the global stage. Berlin is setting an important
example with this project - not only does the state respect young
people's enthusiasm for esports; it will also work hand-in-hand
with them to shape their futures. Where other states are still
hesitating, Berlin is stepping up and taking responsibility.

Photograph: Jérg Heupe

The esports community in Germany is divided about the
announcement of the Olympic Esports Games. But regardless
of the valid criticism, | primarily see this event as an enormous
opportunity for esports. For the first time, esports is being given
a platform as part of the Olympic movement - there's huge
potential in that. One particularly exciting aspect is the role the
national teams will play. They haven't been particularly relevant
in esports up to this point, but now, they could become a real
rallying point; people can identify with them. Of course, there is
valid criticism that needs to be taken seriously - that holds true
for the event's selection of games as well as for the decision to
hold the event in Saudi Arabia. The latter, in particular, is going to
require clear, critical discourse - but also the willingness to play
an active role in shaping that discourse.

The Olympic Games are the biggest sporting event in the world,
and the Olympic Esports Games have the potential to be similarly
important: the event will be a global celebration of esports

that connects players from around the world and provides
them with the platform and the recognition they deserve. And
esports demands high performance, with the same standards
of discipline, precision, mental resilience, physical fitness, good
nutrition and recovery time as conventional sports. | hope that,
over the long term, the Olympic Esports Games will come to
have the same reach and relevance as the Olympic Games have
in traditional sports. But there's still a long way to go before

that point - and a lot will depend on whether the International
Olympic Committee (I0C) is open to the interests and culture of
esports and the games industry.

The Olympic Charter mandates gender equality - complete
gender parity was achieved for the first time at the 2024 Summer
Olympic Games. This goal should also apply to the Olympic
Esports Games. And in esports, in particular, there is enormous
potential for gender equality: physical requirements are hardly a
factor. Currently, there are still differences in performance at the
top, although most of these are the result of structural issues. We
are working on breaking down these barriers with programmes
such as our Equal Esports initiative. Also, many people in the
esports community identify as gender non-binary. In order to be
fully inclusive, the Olympic Esports Games will need to recognise
this diversity, raise its visibility and actively foster it.

esports player foundation

65



@)
()

With games, we enrich
the lives of all people.

Together we are making

Germany the heart
gaming worldwide.

About game -
The German
Games Industry
Association

game is the association of the German
games industry. Its over 500 members
represent the entire video game ecosystem,
from development studios and publishers
to esports event organisers, educational
establishments and other institutions.

As a joint organiser of gamescom, game is
responsible for the world's largest event for
computer and video games, which takes
place every yearin Cologne in late August.
As the gamescom trademark holder, game

is also actively involved in the satellite

events gamescom asia, gamescom latam
and gamescom LAN. game's association
office is located in the Berlin district of Mitte, in close proximity
to the government district and the German Bundestag. game

is a shareholder in the Entertainment Software Self-Regulation
Body (USK), the Foundation for Digital Games Culture, the esports
player foundation and the collecting society VHG, as well as a co-
host of the German Computer Game Awards. In addition, game
events GmbH, which organises the successful devcom developer
conference, is a subsidiary of game. As an expert partner for
media and for political and social institutions, game answers all
questions on topics such as market development, games culture
and media literacy.

The members of game participate in

various working groups that formulate

the association's positions on topics such
as funding, market research, law, skilled

Of labour and professional training, and
communication. game's members also
regularly exchange views on current topics
in the industry in other formats conducted
by the association, like round tables or
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webinars. Members who are actively involved in the esports
field additionally belong to game esports. A wide range of
stakeholders in the esports ecosystem are represented here,
including game developers, publishers, event organisers and

agencies.

Lars Janssen, CEO of Deck13 Interactive, has been Chairman
of the Executive Board at game since 2022; he was re-elected
to the position at the general meeting of game in June 2024.
His deputy is Julia Pfiffer, Co-Managing Director of astragon

Entertainment. Other members of the
Executive Board are Johanna Janiszewski,
founder and CEO of Tiny Crocodile Studios;
Clemens Mayer-Wegelin, European General
Counsel and Senior Director of Nintendo of
Europe; and Ralf Wirsing, Managing Director
of Ubisoft Europe. As the strong, unified
voice of the entire German games industry,
game has additionally helped to support the
founding of many regional offices throughout
Germany.

game in numbers

points of contact
at the regional offices

Further information is available on
www.game.de/en

>500

More than 500 members,
including developers, publishers,
esports organizers, educational
institutions and service providers

) © VHE

Shareholder of the USK, the Foundation
for Digital Games Culture, the esports
player foundation, game events and the

collecting society VHG

employees at the central office
in the political heart of Berlin
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Diversity and
~Hier spielt Vielfalt"

The games industry is justifiably
HIER SPIELT proud of how incredibly diverse
VIELFAI.T its games and its communities
#TEAMDIVERSITY are. More than 3 billion people
around the world play computer
and video games - regardless
of age, gender, nationality, religion or sexual
orientation. And the thousands of game
developers around the world are just as
diverse.

In 2019, the German games industry launched the initiative

Hier spielt Vielfalt (Diversity plays here) with the goal of further
bolstering its commitment to an open, diverse game culture. A
joint declaration on the subject has thus far been signed by more
than 1,600 individuals, companies and organisations.

Alongside this initiative, game published the Best Practice Guide
Diversity in an effort to raise further awareness of diversity issues.
It provides readers with specific tips, best-practice examples
and advice on building diverse teams and gaming communities,
and it is being expanded on an ongoing basis. For instance, the
2024 Guide includes an additional best-practice example on
fostering the talent of female creators in the games industry.
Readers will also find free templates for a code of conduct and
a safer space policy to use in their own companies, a guideline
for respectful interaction with one another and legal tips for
achieving greater diversity in companies. In addition, game takes
part in various discussions, talks and events on diversity, provides
numerous contacts in this area and contributes experience from
the games industry. game also hosts a number
of programmes and formats where its members

. . . . can discuss issues of diversity and exchange
Further information is available on ) )
ideas on the topic. In 2024, for example, game

www.game.de/en/diversity/ and teamed up with the Geena Davis Institute on
www.hier-spielt-vielfalt.de/en Gender in Media to host a joint webinar on
representation in games.
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gamesmap.de

game - The German Games Industry
Association operates gamesmap.de, its
online directory of the games industry.

gamesmap.de uses an interactive map

to visualise over 1,800 entries, including
approximately 950 game developers and
publishers; about 700 companies from sectors
such as media or technical and financial
services; and some 150 educational institutions
that offer courses relevant to the games

. Further information is available on
industry.

www.gamesmap.de/en
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Further information is available on

www.game.de/en/

game-environmental-guide/

Environmental and climate
protection in the games
industry

The consequences of the climate crisis are
already very noticeable today. Business,
politics and society need to act now to
address the effects of the worsening crisis.

The games industry takes its social responsibility in this area very
seriously. In Germany alone, the majority of games companies
are already taking action to operate even more sustainably,

such as by implementing climate and environmental protection
schemes, putting measures in place to save energy and reduce
heating usage, opting to use green energy, and more. And

around the world, growing numbers of games companies have
committed to far-reaching environmental strategies.

game, too, is doing its part to protect the environment. The
association and its subsidiaries - the Entertainment Software
Self-Regulation Body (USK), the Foundation for Digital Games
Culture, the esports player foundation, the collecting society VHG
and game events - are reducing carbon emissions or eliminating
them entirely wherever possible. Their corporate carbon footprint
(CCF) is also calculated by an external partner, and any emissions
that cannot (yet) be prevented are fully offset by various climate
protection projects. In addition, since June 2021, game has been
a member of the Playing for the Planet Alliance, an environmental
partnership between the UN and the games industry, and
provides active support for the project. game also supplies
games companies with information on how they can reduce their
impact on the climate; for instance, game publishes a free guide
on environmental and climate protection. In early 2022, game
joined forces with Koelnmesse to launch
the gamescom goes green sustainability
initiative. This new sustainability concept
made gamescom the first climate-friendly
games event of its size, and numerous

initiatives, programmes and partnerships
have arisen as a result. One of them is
gamescom forest, a sustainability project
with the goal of reforesting a climate-stable mixed woodland
near Bayreuth, financed in part through donations from the
community and from exhibiting companies at gamescom.

Every year, further steps are taken to avoid and reduce carbon
emissions, and all remaining emissions from the principal

event are fully offset in cooperation with the climate experts at
ClimatePartner.
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gamecampus.de

With gamecampus, game offers a
comprehensive view of the working world of
game development and lays out potential
pathways to a career in the games
industry.

The Studieren (Studies) section provides an

overview of educational opportunities in

Germany related to games. The overview also

includes a map showing the locations that

offer degree programmes and traineeships, as

well as which subject areas the educational

institutions specialise in. Under Arbeiten (Work), Further information is available on
you will find profiles of jobs in the games www.gamecampus.de

industry, facts and figures about the games

market, the comprehensive StartUP! Guide with (German on ly)
valuable tips on founding a studio, information
on the diversity initiative Hier spielt Vielfalt and
gamesmap, the interactive map of all companies and institutions
in the German games industry. The Forschen (Research) section
highlights the potential of games beyond their entertainment
value, outlines the exciting research projects currently being
carried out in this field and introduces the experts who work on
tapping the potential of computer and video games for future
applications.

About game - The German Games Industry Association 71


http://www.game.de/en/game-environmental-guide/
http://www.game.de/en/game-environmental-guide/
http://www.gamecampus.de

Our 500+ members

TUP Management 2Cap 2nd Wave 4Players 4-Real Intermedia A MAZE Abenteuerpakete Acid Mines
Software Activision Blizzard Deutschland Actrio Studio ad-artists Aerosoft Aesir Interactive Ahoiii
Entertainment Airborn Studios Alchemical Works Altagram AML Ventures Andarion Games Anderie
Management AnotherWorld VR Application Systems Heidelberg ARTANAPartG articy Software Assemble
Entertainment astragon Entertainment Atelier 51 Audiencly Audinity Yannick SiB und Robin Birner
AudioCreatures Awesome Prototype AWS Amazon Web Services EMEA SARL Ayming Deutschland Baker
McKenzie Rechtsanwaltsgesellschaft mbH von Rechtsanwdlten und Steuerberatern  Balanced Code
Bandai Namco Entertainment Germany Barrel Roll Games Bdumer, Berger, Nikutta BeamNG Beardshaker
Games Beiten Burkhardt Rechtsanwaltsgesellschaft  Benjamin Lochmann New Media GmbH / Pixel
Maniacs BenQ Deutschland Beyond Worlds bib International College BIG-N-Games Bigpoint BIMM
University Berlin - Zweigniederlassung der BIMM University Ltd, UK Binary Impact b-interaktive Bippinbits
Birnchen Interactive Birnchen Studios bitComposer Interactive Bitfall Studios Black Forest Games Black
Screen Records BlackFly Media Blankhans Blossom Path Games Blossom Seeker BlueBottle bm -
gesellschaft fir bildung in medienberufen mbh -School of Games- Boehmert und Boehmert
Anwaltspartnerschaft Booster Space Events und Consulting Boxelware Brainlag Games Brainseed
Factory brand and heist Brehm und v. Moers Rechtsanwadlte btf Buchwald Interactive Bunlysh Studios
BXDXO ByteRockers Games Bytro Labs Caipirinha Games Capcom Entertainment Germany celrage
Centigrade Chimera Entertainment Chronos North Chronos Unterhaltungssoftware CipSoft Cloud
Imperium Games Limited CMS Hasche Sigle CoastGames ColdFire Games Cologne Institute for
Information Systems Com2uS Europe Companion Germany Computec Media CoreCraft CreativeMod
Crenetic Studios Crexpro Crit Crew Crunchy Leaf Games Crytek Cubidoo Entertainment Curatomic
Curvature Games Cyberwave DACS Labs Daedalic Entertainment DebuffInteractive Deck 13 Interactive
Designakademie Rostock Dico Deutschland DigiTales Interactive DIPLOMA Hochschule Don VS Dodo
DOTW Dream Squircle EarReality EdenSpiel EGOSOFT Electronic Arts Ellpeck Games Elysium Game
Studio Emergo Entertainment Encurio Envision Entertainment Epic Games Germany ESBD - eSport-
Bund Deutschland eV. ESL Gaming EVENT.Spaces Evil Grog Games Exit Games eXplore Studio Extended
Reality Berlin-Brandenburg eV. Facebook Germany FAKT Software Fantastic Foe FDG Entertainment
Fein Games Fiery Things Filmakademie Baden-Wirttemberg Fishlabs fivefingergames Flow Fire Games
Follow - Agentur fir Social Media FSM  Food for Thought Media Force of Disruption Freaks 4U Gaming
FULL STEAM Funatics Software Fusion Campus FusionPlay GaHa Games Game Farm Game Seer
Venture Partners Gamebook Studio HQ GameDuell Gamefairy Gameforge Gamelnfluencer Gameloft
GamerGrid Games & XR Mitteldeutschland eV. GAMES ACADEMY GAMES FOUNDATION Games Ground
Games Industry Network GAIN games.nrweV. Gameup! RLP Gamify Now! gamigo Gaming Minds Studios
Gaming-AideV. Gamma Minus Ganz & Stock GCRadix GeckoTwo Gentle Troll Entertainment GentleNerds
GIANTS Software Entertainment Glaucus Games Glome GLUCK Berlin Werbeagentur Google Germany
GoraGames GoVersity GPB GRAEF Rechtsanwdlte Partnerschaftsgesellschaft Greifenmaer Grimbart
Tales grownarts Grumpy Old Men GvW Grafvon Westphalen GZM Cosplay Management Halycon Media
Hamburg Kreativ Gesellschaft Hammer Labs Happy Tuesday HAW - Hochschule flir Angewandte
Wissenschaften Hamburg Headup High Passion Studios Hochschule Augsburg Hochschule Bonn-Rhein-
Sieg Hochschule Darmstadt Fachbereich Media Hochschule der Medien Stuttgart Hochschule Harz
Hochschule Karlsruhe - University of Applied Sciences / Team DIVE+ Hochschule Macromedia Campus
Berlin Hochschule Macromedia Campus Leipzig Macromedia Hochschule Macromedia Campus Stuttgart
Hochschule Mittweida University of Applied Sciences Hochschule Neu-Uim  Hochschule Offenburg
HOLOGATE  Horizont Computergrafik HTW Berlin - Hochschule fir Technik und Wirtschaft Berlin-
Hochschule IHDE und Partner Rechtsanwdlte ILOVIT imagineC IME - Interactive Media & Entertainment
in a nutshell - kurzgesagt INBEX Systems INDIE Hub Initium InnoGames inSight gg INSTINCT3 INVR.
SPACE Ipsos Irox Games it Matters Games IU Internationale Hochschule Ivy Juice JIW-Games JMG
Brands & Talents Joindots Jumpy Bit Jung von Matt NERD Just2D Interactive K5 Factory Kabuto
Deutschland kaleidoscube Kalypso Media Group Keen Games Keyl7 Games keySquare Network KIDS
Interactive King Art Kitto GmbH Kivo Games Klang Games klugecoded Koelnmesse Kolibri Games
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Konami Digital Entertainment Konsole Game Labs Korion Interactive kr3m media Kreative Kraut
Kunstschule Wandsbek LAB132 Leipziger Messe Letsplay4Charity Leyline Creations Limbic Entertainment
Lingoona Lionmoon LITE Games LOOK BEHIND YOU Barbat & Neumann Lootzifr Lost The Game Studios
Lyrebird Game and Audio machina cogitans Mad About Pandas marbis Marchsreiter Communications
Marketpoint Markt und Technik Verlag Marttalin  Maschinen-Mensch Massive Miniteam maxupport
mdh - Mediadesign Hochschule fiir Design und Informatik medianet berlinbrandenburg eV. Mediatrust
Mediencampus Dieburg Hochschule Medienférderung Rheinland-Pfalz MegaDev Megagon Industries
Meister Cody MELLOW Games Metaboli SA  MetaMorphic Digital Studio metricminds Microsoft
Deutschland MINKZ Gaming Mirebound Interactive mixedworld MobiusCode Monokel Monster
Computer Technology Mooneye Moonflow Media Moonlit Games Motek Production Mothership Talents
MSM.digital Communications Mucks! Games MY Entertainment Deutschland Navel neoludic games
Neox Studios NERDIC nerdstar nesemann & grambeck Steuerberatungsgesellschaft Netflix Services
Germany netmin games NightinGames Nimrod Rechtsanwdlte Nintendo of Europe SE  Nordemann
Czychowski und Partner nordmedia - Film- und Mediengesellschaft Niedersachsen und Bremen Nukklear
NVIDIA Obscure Interactive OCIRIS Odania Off The Beaten Track OMG FUSE OneManOnMars Art and
Games Only Sound opticool gaming studio Osborne Clarke Rechtsanwadlte Steuerberater Partnerschaft
Osmotic Studios Painless Developments Paintbucket Games PandaBee Studios Pangolin Park Pasta
Projects Perfuse Entertainment Pfeffermind Consulting Pithead Studio Pixelsplit PIXLVISN | media arts
academy PLAION planetlan Playata Playersjourney PlayHeart Games Playing History Playtonic
playzo Pockethost PONG.Li Studios prealpha Pro Gamers Group Project Sunset Promotion Software
Pumpernickel Studio Quantumfrog Quinke Networks Radical Fish Games rain productions Rappbit
Games Rat King Entertainment Realgames Realmforge Studios remote control productions Resilient
TechEd Rho-Labyrinths Riot Games Services Rocket Beans Entertainmment ROCKFISH Games Rocky
Oceans Communications rokaplay ROTXBLAU S4G School for Games SAE-Institute Samsung Electronics
Sandbox Interactive seal Media Second Stage Secret Item Games Selkies Interactive Sentiment Games
Shiny Dynamics SideQuest Studios SilentFuture simulogics SisyFox Sky-E Red Skyward Assembly
Sleeprunner Studios Sleepy Seed SlinDev Slow Bros. Sluggerfly Smyrking Floof Studios SNAP DISCOVERY
Snowprint Studios Germany Soapbox Interactive Soba Studios SOFTGAMES Mobile Entertainment
Services Sony Interactive Entertainment Deutschland Soulven Spaceflower Sparrow Games Spellgarden
Games SpielFabrique 360° Spiellabor der Hochschule Furtwangen Spoondrift Games Spoonful Games
Square Enix SRH Hochschule Heidelberg Stellar Cartography Interactive Sticky Stone Studio Stilbruch
Games Stillfront Germany Stonebrick Studios Storyyeller Stratosphere Games stream-punk Studio
Bdsch  Studio Fizbin  Studio Godewind Studio Seufz Enterprises Studio Sterneck Super Crowd
Entertainment Super Fantasy Games Sviper TaKeTV Take-Two Interactive Tarock Interactive Taylor
Wessing Partnerschaftsgesellschaft TCI Rechtsanwdlte Partnerschaft Schmidt TeamSpeak Systems
Technische Hochschule Kéln - Cologne Game Lab Technische Universitdt Darmstadt, Fachgebiet Multimedia
Kommunikation, Serious Games Gruppe Telescope Game Studios Tencent Games Terovania The Gaming
Van the Good Evil THE ROOF Interactive Thera Bytes Threaks Three More Years ThreeDee Tikaro TikTok
Germany Tiny Crocodile Studios Tiny Roar Tivola Games tobspr T Solutions TolLL Relations Tom Putzki
Consulting toneworx Toplitz Productions Torched Hill Torpor Games Totally Not Aliens Toukana Interactive
tox? interactive Trapped Predator Travian Games Treibrad Games Trusted Events Turtle Knight Games
Twin Drums Twitch Interactive Germany Ubisoft Ubisoft Blue Byte UniGlow Entertainment United Games
Entertainment University of Europe for Applied Sciences Upjers Valve Vertex Forge Vest Games VIL
Vinstand Studios Vizta Digital Vogel und Partner Rechtsanwdlte VoodooDuck Walk The Frog Walking Tree
Games Warner Bros. Entertainment Water waza! we are era Web Media Publishing Webedia Gaming
well played bars weltenbauer. Software Entwicklung Werkmeister Media WhalesDontFly H&F Wild River
Games Wolpertinger Games Wooga Wunderfax Xsolla Berlin XYRALITY Yaga Studio Yager Development
Yet Another Indie Game Studio Zeitland media and games ZeniMax Germany Z-Software
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Development
of the German
games market
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*1 Measurement game consoles and handhelds started in 1997
*2 Measurement in-game- und in-app-content started in 2007
*3 Measurement converted for mobile games in 2017
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