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ReportSummary

Purpose, rationale and approacf{Chapter 2)

1.

Thiconsolidatos t udy was i nitiated in response to concerns
potential in the near future due to a)ack of local, highly skilled staff teork in a high growth industrgind b) a
lack of appropriately trained graduates equipped with the necessary knowledge and skills to enter the industry.

The purpose of the study is to a) identify and analyse current and future skills needs and gapsiireAdissral d i g i
games industry in order to dtermine which occupations and skills sets require employment and training focus for
the labour market.

The studygonsists dfvo stages Stage 1: A onsolidation studyg draw together existing literature, stesl,

policies, programs, statistical data, and other sources relevant to the skilling of digital games workers (this report)
andSt age 2: A future skill s st tha hvwwlgeya stenario pfannsg exaciseé a 6
(next repot). The strategy will include shtatm and longerm solutions to address workforce development

priorities and issudgr three to four different scenarios of the state of the games industry in 2015.

Characteristics and gigtal games madusirg(@haptef3) Austral i ads

4.

There were 45 games development busemasAustralia as at June 200These businesses mostly operated
Victoria, New South Wales and Queensland, and employed 1,431 workers. In 2006/2007, these businesses
gererated ncome of $136.9 milliofAustralian Bureau of Statistics 2008)

Duringthe3®y e ar hi st o rdigitalgdmestindsstryr sarhei Aasradian developers have achieved
international critical and/or commercial success, and gained experience in devatapingrketing products for
the largest game publishers in the woAddtralian Government Cultural Po2@07).

Competitive advantages for Australiads digital gam
major Western games maats, native English speakers, online gaming expertise, links being forged with Korea
and China, good levels of State government assistamaialyin Victoria and Queenslajydjames clusters-co

located with other media, an increasing pool of local taterd,the existence of a few supeevelopers creating
Opockets oK Teadednvdstmentc260d (

Chall enges contributing to Australiads digital gam
of the industry, staffing ditfulties, low levels of access to-gosernment funding, low levels of IP generation,
timeframe differences, geographical remoteness from the United Kingdom and Europe, reliance on overseas
companies, and a contracting independent sector (UK Trade nlenie2007). Thsmissues are contributing to

the view that Australiads games industry is strugg

Despite higher revenue and consumer spending in the Australian video games industry as a whole, the Global
Financial Crisis (GFC)Had to a downturn in the digital games industry in recent years. Major developers in
Australia that have experienced job losses and/or business closures include Krome Studios, Transmission Game
Pandemic. Views expressed by some industry commeatatoel as a significant numbereshployees who
responded t o t brnepsuggdastihdtthe mdustty wilkremiain flat for some Yigtesome industry
luminaries have a view that there is now a new, stronger industry with a focus omsmahtenew platforms,

whose investment potential is staggeringly bigger than that of its predecessor.

Internationalgamesenvironment(Chapter 4)

9.

10.

11.

The gamemdustry i€xperiencinga) a greater concentration and conglomeration of publishingdatdbution
capabilities; b) increased licensing of intellectual property from real world and other media resources; c) a
decrease in the production of independent games; and d) an increasing trend towards seqtmstfonolti
licenses, and derivatigame ideagKerr & Cawley 2009)

There are differences in the American, the European, and the Asian markets in terms of preferred platforms and
content, infrastructure, regulations, and payment sy@easton, Kerr & Cawl&009).

Global Software Develapent (GSD) is on the rise due to a) reduced develomusistdue tsalary savings
b) reduced development duration;abdser proximity to markets and customers; and d) new opportunities e.g.
potential access to a larger drbetter-skilled developer podiConchuir, Agerfalk, Olsson & Fitzger20f)9).

ccl|5



12.

13.

14.

15.

16.

17.

18.
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The diffusion of broadbanbhternet accessjcreasing investment inlR&ading to advances in game features,
infrastructure, hardware and software; and changing player demographics are leading to new business models
(OECD 2005). Although the traditional models for console games andiksmadC games remain dominant,
subsriptions andnicrotransactieare rapidly increasing in popularity.

The United States accounts for the largest share of games studios in the world (Gamede261Ep.comy 3%

of all studios are located in Australia. The regions of North America ek BMiddle East and Africa are losing
market share of the global video games market whereas the Asia Pacific region is gaining market share. In the
Asia Pacific region, Japan is losing market share whereas China is significantly increasing marketisti&edya

to surpass Japan0ds nhairakbest nsahrakreet (RsyevwalefiedudeGoopde@l0)an i n ¢

For most positions, salaries for games workers in Australia are well below salaries for games workers in Canada,
France, Uted Kingbm, and United Stat€blK Trade & Investment 2007)

Australi® s g a me secordeddhe setondylowest competitiveness ratihgf seven countries)d the United
States recorded the highest competitiveness rating, followed by Canada and the Wigitkean(UK Trade &
Investment 2007). Strengths of countries with high compesire¢éings include a) generation of wodthss AAA

IP; b)beinghometotheor | dé6s maj or publishing awokioecedwerkiclasn d |
creative and technical talent; d) government funding and support; e) large retail maretssfértilisation from

other worldclass media industries;a@)going technology innovation; and h) a smooth path between universities
and commercthat allows commercialisation of new technology.

The global video games market is expected to ghmm US$52.5 billion in 2009 to US$86.8 billion in 2014,

driven by a)new games for the current generation of consoles; b) expansion of the online matketduc}ion of

next generation of consoles; d) increasing popularitgagfsive multiplayer online gamed OG9 with

subscription fees and microtransactiepgrowth of casual games, helping to expand the demographic base and
stimulate spending; growth of smartphones with improved graphic capabilities, stimulating demand for wireless
games; g) new application stores making the purchasing of games mdreendr, and higrowth of 3G

networks with their faster speeds, enabling wireless gamegtoaj the quality of console games
(PricewaterhouseCoopers 2010)

Issues related to connectivity, legal framegankcrepayment gstems, availability of skilldémale employees,
management and organisation, financing issues, lack of public suppénjtadcknowledge transfer with other
creative suksectors are barriers todustrygrowth(OECD 2005; NESTA 2008)

When surveyed in 2009, games busineasesnd theworlhad ounbri dl ed opti mi smoé 8
predicted strong increase in reveaudrom digital distribution and MMOs, new business models, new audiences,
and new lines of business. However, games developers were less ofiamisiiglishersietailers, and

outsouring and service provideabout 2010 and less confident about thefiility to facethe evolution of the
industry(Games Connection Research 2009)

Skilling of games workergChapter 5)

19.

20.

21.

22.

The review of key report s deetfied theafolldwing omgoiAguskills issallidisSa 6 s
shortages and gag insufficient/ineffective linkages between industry and providers; rapid pace of change means
workers need access to ongoing education and training; mismatch of graduate skills and industry needs; a lack of
local experience and skills resulting in exppenand timeconsuming overseas recruitment; critical importance of
certain nortechnical skills; teachers with insufficient industry experience; and shortages of streittetjed on
trainingopportunities

The Australian Government provides some suggpibré games industry through organisationsSidteen Australia

and the new Creative Industries Innovation Centre. The Victorian and Queensland Governments are the main Ste
Governments that directly support games companies operating in these Staitak, tDe level of Government
investment in the industry is not sufficient to stimulate growth or help address tiskiibssees.

Many education and training providers in Australia offer games and gestated courses. However, games
companies often prefer graduates from particular courses and providers, sucAdsatiheed Diploma of
Professional Game Developro#ated by the Aademy of Interactive Entertainment.

I nnovation & Bus i n2089seviékof qudlifieatiohs) skitlsrarad lunite.0d competenBies £0)

digital games development identified demand for skills sets in the areas of foundation or esderitial kil

media and web content creation; programming for games and 3D Interactive Media; and advanced programming
for virtual games and 3D environments. I@BAL) recently identified Games Developer, 3D Animator and Visual
Effects as occupations andgobles currently in demand.
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23.

24.

25.

26.

27.

28.

29.
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The analysis of skills standards, competencies and framewdifferémt countries founstudents arexpected to
develop technicaipecialist knowledge, and to an increasing extent, business, management, and generic/
transerable skills and attributes, such as time management, communication, flexibilitynaotiva#ibnThe
curriculum framework based orceosddisciplinary approach to gameslated educatiordeveloped by the
InternationalGames Developers Associati@DR)iscomprehensive, consisting of nine core topics that IGDA
believes address the unique practical and theoretical concerns of games.

Polls undertaken as part of this stdioynd 84% of participants indicated that games courses in Australia were
6hiigméfyfecti ved; and when asked about the factors
recruitment decisions, 91% indicated having the right job skills and knowledge, 78% indicated having creative
talent; and 45% indicated having the right gtiahtions.

UKds Digital Nati ve Academy ¢athés@didatios andtraieidgv@sypplyt h e i
of games courses leading to an oversupply of graduates who are not industry readgutiey lacks a strong
cultureof training and @velopmentconcerns about thality of content, delivery and outcomes; games

companies involved in the serious games industry recruiting from a broader and a wider range of degrees rather
than games courses; and ad hoc, underdeveloped or not mainiakedetween employers and providers.

Some of the ways suggested to improve the skilliggrokesworkers include courses vathdent showcases,

salons and collaborative classes (Swain 2009); a+mgfanisation that is a single face for gamsdated

programs and researchers (Swain 2009); providers considering the main features of courses recognised as being
excellent/bestpractice, whether accredited or naccredited Digital Native Academy 2008)dentifying the

range of skill needs for serious gameselopment for possible translation into education provi3igital Native
Academy 2008); a Games Education Fund (Fear 2008)e incentives for the design of curricula relevant to
industry, such astak i t ecmendirked to funding for gamesourse$NESTA 2008); a orsop online

repository and community site for teachers for video games and visual effects educational reg&sifée& (N

Skillset 2011); and raisingwareness of the video games and visual effects industries in thef egese,

technology, engineering and mathemagd¥(yland arts graduates (NES&ASKillset 2001).

Education and training providers may be graduatommany people and offering taomany games and games
related courses for Australiads smal/l games indust

Greater government and industry investment in R&D programmes leading to comparifgs spidsstarups; and
companies working closely with selected institutions to produce graduates that meet their needs are key reasons
why Camada and the United States @ gooduniversit-industry linkage@JK Trade & Investment 2007)

In 2007, demand for specialist workers with online games development experience was dominant in Australia,
Singapore and South Korea, whereas demand for wovkitnisexperienc® a ¢ r obsosa rtchée was domi |
Canada, France, United Kingdom, and the United StdteJrade & Investment 2007)

Potential aeas for futherinvestigation (Chapter 6)

30.

31.

32.

33.

34.

35.

36.

Expl ori ng h anssirdussytcan arepaveefsr thg growing demand fanline andvirelesgames,
serious games and advergames

Turning brain drain into brain gain and brain circulation to develop particular areas of expertise in Australia (such
as online games) through joint Government and industry incentives designed to attedgiraoderseas talent,
and encourage Australian talent working overseas to return home

Assessing industry demand for graduates from games and -galaiesi courses as well as course preferences by
industry to ensure the education and training systemdagng the right numbef graduates in the right fields.

Developing a national etiejob training program for studentisatis industrendorsed, governmeatipported,
and flexible enough taneet the needs of an individigdmescompanystudio.

Ensuringames coursesjuip students to work in other industries;@oglide students in other disciplines (e.g.
education, law and business) veititess to relevant opportunities in the games indastty asrnthe-job training
programs with serious ganuselopers

Examining the feasibility of a ors¢op shop that g)rovides information to prospective and current students,
companies, and other stakeholders about games courses and research; b) brokers and pruregobsti@ining
opportunities; g@yrovides advice on government support for the games industry; d) develops relationships between
companies, providers and government agencieshiaggs information about industry needs and trends with

relevant bodies in Australia; and/oriflanages a games R&Dggramme.

Ensurinframeworks for begpracticegamesstudio culture and management include indicators relating to the skills
sets necessary to produce innovative and original Ipranile advice on hovekills setshould be organised
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2. Inrodudion

structurefbeing] frequently resourced outside the
This chapter of the report commences wititianale accredited skills and training frameworks, which cannot
for undertakingthisstudy It then outlines thgirpose respond rapidly enough to changes in technology and
of the study approach taken to achieve this purpose industry practise ( D2005,TpA&7). According to
and definitions of kegonceptsised in this reparThe Blaski (2007), mdustryhasalso contributed to thadk
next chapter Chapter3) consolidates sources related of industryready graduates by nomentoring juniors
to the evolution, characteristics and performance of enough, whickhe claird increaseshe attrition rate.

Australiads digital games industry
The Australian Governménd  2J8ld@cl&ng the

Potentiateportidentified theneed forrobust
vocational training structures and indubased
training models to address thkilling issuds the
creative industrigDCITA005). Any such structures
and models for the games industmyst consider this
labour force isatypical Cutler & Company (2002)

2.1 Studyrationale

Thisstudystarted in 2008 whe\ u s t rdigitali a 6 s
gamesindustry had not experienceide full impactof

the Global Financial Crigi&GFC) At the time of writing . : . .
the original proposal for thistudy the Australian explained this further when it statédite games labour

Governmeniad praised the games industry in its 2020 force is motivated by the buzz of the current project,
i . " ; he attractiveness of being part of a specific team
Summit documereative Austratié@ Austr al i a . " N .
. iroriment, and the ability to recoup intrinsic creative
globally at computer game design, a source of huge fewap®4a (Asidmenefits alld mo
potential future economic growth and a training ground P-

for the next generation o ?dUCﬁtiPneagd{ainiOg%iquﬁJg%atr'liieréd%ﬂg%?&ds 6 (DC

2008). Howeverthe AustralianrGovernmenhas training is'not an opti €ga

released several reporverthe last decadéstarting In late 2008 the Australian Research Council Centre of

with Producing Digital Content2002) thatindicated Excellence for Creative Industries and Innovation (CCI)

the shortage of highly skilled workers westricting and Queensind University of Technologgproved

the growth of AusSerChaptera 0 s fyfiaghd fistid) d Thtelr YSames Devel op
5 for more information about theegports Association of Australf@DAA) the peak Australian

body for theinteractive games industprovided the

The original proposdor this studyrguedthe games studywith generousn-kind support.

industryworkforceis unlikely taeach itsull potentialin
the near future due to two reasons

#+ A lack oflocal highlyskilledstaff to work in the 22 Studypurpose

high growth industry The purpose ofth&/or ki ng i n Australi

Over 90% of Australiargpamescompanies that Industrystudyis ta

participated in the Insight Econod2086 Survey of + identify andanalysecurrentand futureskillsneeds
Electronic Gamespectedto grow over the next three andgapsinAust al i ad6s digital gan
years.Thesams ur vey i dentified 6édatttacting skil e

staffd as the number one i*sdetarminevhichadccugationsm akills setgquifea c e i
achieving their growth objectivég.the time, be employment and training focus foe labour

shortage of skilled stafiad forcedgamescompanies market.

to source talent from Europe and USA; made worse by L . .

local talent going abroadBlashk2007). In some Achieving this purposevolved:

c?sels, ﬁor?panies_ haE'.tlgotg;n down good workUseea 4 etaplishing aletailed understanding of the current
of a lack of capacity (Hi )- composition of the games industry, including current
+ Alack of appropriatelytrainedgraduates labour market conditionskillsdeficienciesand

equipped with the necessary knowledge and skills education and training provision

to enter the industry + analysingthe gaps inthe current skills makeup in

Employers in the creative industries, including the games  ight of projected futureeeds
industry, have often criticised education and training

providers for producing gradiies whdack theright

combination of businesschnology and creative sjll

for not cdering to the needs of industry; and for not

attracting t heculérlyfergales. 8 students, parti
These issues contriloLite dndustrybased training
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2.3 Approach

Thestudyconsists dfvo stages:
Stage 1.Consolidation study(this report)

This stage involved consolidataxisting literature,
studies, policies, programsgatistical dataand other
relevantsourcei thefollowing areas:

Working in Australiads C

TheWor ki ng in Australiads
websiteencouragd stakeholders to share their views
about the current and future state of the industry, and
what this means for the shijliof workers. Ehsite
promoteshe Worker Surveyprovideslinks to games
companief Australia and overss, job sites and
career alvice;and includesState, national and
internationalesearch resourcés the games industry
and digital content industriess at16 May 2011:

Di ¢

#+ Definitionof key conceptselating to the games

industry and skillhapter 20 this chapter)

#+ Evolution,haracteristicand performancef
Australia6s di(@Qhaptes)

# |International environmentinwhich st r a |
games industrgperates (Chapter

#+ Skilling of digital games workef€hapter §

+ |dentifying potential areas for further investigation

(Chapter 6).

Stage 2 Future skills strategynext repor)

Stagel resultwill inform the development of a future
digital

skills strategyfoAu st r al i ad s
will includeshortterm and longerm solutions to

+ the sitehad received 4,91%hits
#+ the polls on theite hadreceived2,082 votes

gamesclRdYSHEYel opadAustdliaAssoci a
i ao6s Interagfiye{Ggmes anintertainment Association,

International Games Developdtssociatign

Creative Economy (Australian Policy Online),

Australian Research Council Centre of Excellence

for Creative Industries and InnovationL i n k e d |

Games Dev Group, anthe Australian

Governmerit s Cu | thadpemadgbthet a |

studyon their websites

n ¢

+ the site hadeceivedpositive comments such as:

| 9gaviee Sh el eNnd UtRet sitéddincnteflipadm o u n d

impressed by the amazing content material here.

address workforce development priorities and issues. It

will draw on key findings fromigreport,a scenario
planning exerciseand thes t u Wegrkesurveyto
develop thredo fourscenarios about theag¢ of the

industry in 2015. The strategy vdkscribehow these

scenariosnightaffect the skillingf workers

SeeAppendix 1: Methoddogy for further details
aboutthestudy) s a p p dataaalldction amd
analysis

To start, allow me to point out that your internet site
is fantastic. | love the theme that you have. It was
very easy on the eyes. Appreciate your articles too.
Definitely subscribed to your feethake sure |
wonodt boatomansupdatasgExctlieb!

Toast to a productive business.

Working in Australia's Digital Games Industry

Siills for the games industry

L About Creative Business Benchmarker
Welcome

™ March 9, 2010

The purpose of this site is to promote a national project on the digital games industry
workforce in Australia. The site is designed in a way to encourage stakeholders to

Worker survey

& Australian Digital Games Industry Skills Project

Scenario planning Job sites and advice Research resources

v Edit

() Comments off

share their views about the current and future state of the industry, and what this
means for the skilling of workers. The site promotes the Creative Benchmarker Survey
and Workers Survey. It also includes links to job sites, job advice, and research
resources. For more information about the project, click here.

elcome
g cation, ga mployees, games industry skills, games industry workforce,
games training, gam kers, working in the games industry
SWOT analysis (see polis below)
™ March 9,2010 & Australian Digital Games Industry Skills Project ¢ Edit

) Comments off

As part of the Scenario Planning exercise for the Games Industry Skills Project, we
have started a SWOT exercise to identify critical success factors for the Australian
games industry. The se involves identifying the strengths, veaknesses,
opportunities and thr of the games industry. We have a lot of good information
about industry weaknesses, threats and opportunities but very little information on the
strengths of the Australian games industry. If you would like to help us to identify
critical s s and strengths, please complete one or more of the below polls and/or
provide us vith comments about strengths of Australian games developers.

Scenario planning

Topics
@ Scenario planning

® Surv

* Welcome

Australian Games Workers Survey
® Take the survey

» Want to know more?

Links
@ AIMIA
® APO Creative Economy

TUPL SIS NSRRI
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2.4 Key concepts #+ A skills gaprefers to a situation where employers
are hiring workers whom they consider under

Thisstudydraws onexistingdefinitionf the key skilled or that their existing workforce is under
concepts o$killsdigital games, games design and skilled relative to some desired lev&kills gaps do
developers, and digital distribution not simply relate téormal qualifications.

R ) . Employees in a particultrade may possess the
In the case of 0oskillsd, t hRcessdrniocationdlQualficatos relévaneto the® | | 0
definitions fronShahand Burkg2003), the Australian occupation, but may lack generic skills such as
Chamber ofCommercand IndustryBusinesSouncil of computer literacy, customer relations orinter
Australiaand Allen Consulting Group personal communication skills. For example, a

group of motor mechanics employed igeaage

may all possess appropriate trade certificates but
some may lack communication skills, thus preventing
them froncontributing optimally to meeting the
businessds objectives.

#+ Askill is an ability to perform a productive task at
certain level of competence. As a skill is el
with a particulatask a person who does not possess
such a skill is unlikely to be able torgasut this task
or will be less productive than somebody who does

possess this skill. Skills are often associated with a Another aspect of a skills gap is one that Roy,
qualification and its acquisition through formal Henson and Lavoie (1996)lithe tormativéskills
education and trainingdowever, aindividual can gap. It is the gap betweewhat isand what should
acquire skills in other ways, urihg various forms of be In some instances skills gap may be latent. This
informal learning and ethe;job experience.§hah can occur when employers do not perceive there is
& Burke2003, p. 5) a problembecause they are not fully aware of

» Employability skills are skills required not only to SKibe ”;e\?epd ‘;‘;r optimal paaction(Shah & Burke

gain employment, but also to progress within an
enterprisénordert o achi eve o0neoss REctuneit dificlitiesefrdo the situation when

contributesuccessfully to enterprise strategic employers cannot fill vacancies in spite of an
directionsBusiness Council of Australia and adequate supply of workers. The reasons for this
Australian Changy of Commerce and Industry may be varied Theycould include such things as
2002, p.3). TheEmployability Skills Framework relatively low renuneration on offepoor working
consists of the following skills and attributes: conditions or image of the industry, unsatisfactory

Eight (8)key skill§ Communication skills: team work; ~ Working hours, commuting difficulties, ineffective
problemsolving skillsnitiative and enterprise: recruitment effort by the firmor skills needs that are

planning and organising; seffanagementgarning; very specific to the firnShah & Burk003, p. v)
and technology Other rekvant concepts to examine skills indigéal

; ; . industpadapted from definitions used Blen
Thirteen1(3) personal attributésloyalty; games in
commitmentionesty andntegrity; enthusiasm; Consulting Grouf2009), are as follows

reliability; personal presentation; commonsense; # Requisite skills profiled The occupations and skills
positve selfesteemsense of humowalanced sets thajames workeraeed to carry out their
attitude to work and home life; ability to deal with roles and duties.

pressure; motivatioand adaptability.
+ Trainingneeds of the current labour fora@The

¢ Skills shortagesccuwhen the demand for volume and type of skills that must be added to the
workers for a particular occupationgreater than current skills inventory
the supply of workers who are qualified, available skills if thegames industriabour force is to
and willing to work wfer existingmarket continued be proficient in the face of new working
conditionsf the supply is greater than demand practices, new business needs and neweanark
then there is a surplus. Over time, the market might challenges. This is diredihked to the training
adjust in a number of ways, including prioel/ar environment and what training is actually available
quantity adjushent, and the imbalance clears. in the market place and what needs to be
Approaches taken to identify shortagesl make developed in order to et changing demand.
inferences on imbalances for particular
occupational groupasre economic indicatores.g. + Emerging skills need$ Areas of employmerih
vacancy, hiring and separation rates; relative the industryvhere new specialisations and skills
wage movements; dremploynent and sets are expected to be created thditd not exist
unemployment changes well amployerbased before, due often to innovation, technological
surveysinterviews and focus grougShah & Burke progressand/or changes in the regulago
2003, p. v, p. 18) environment.
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The
capture:

tigital gamésd used in this report aims to

# console based gameasich as XBox, Plégtion and
Nintendo (commontalled video games) which can
be played online or stardlone

# games played on a PC or Mac computer, sourced
from a DVD or CD or downloaded via the Internet,
but not played over the Internet (commonly called
PC games or computer games)

# games originating on, or downloaded to, portable

formats such as mobile phones and other handheld

devices
#+ online games which apéayed over the Internet:

Massive multiplayer online gatMidOGs)played
over thelnternet in interaction widrge numbers
of other playersPlayers typically take the role of
a fictional character in a virtual world and control
that chationact er 0s

Otherlinternet based games, usudlyc a gamesl|

found on social networking sites like Facebook and

MySpacethat appeal to the magmarket such as
trivia, puzzleandboard games.

&dvancedicasual games, which incliedements
of both casual gamesand nassively multiplayer
online roleplaying game(MMORPG.

Thesalefinitiors of digital gamesare consistent with

thoseused by the Australian Bureau of Statistics in their

inaugural2008 report on thandustryand with the
terminology of industryssociations.

Thegames described so fare intended primarily for
entertainment purposdsigital games also include
seriousgames which aralesigned primarily for
something other than entertainm{&gtia 2005);
although they can overlap with the genoés

edui nment and
generally appended to refer to produstised by
industries like defeaceducation, scientific exploration,
health care, emergency management, city planning,
engineering, religion, and politidgscording to
Derryberry(2007), serious games focus@pecific

and intentional learning outcomes to achieve serious,
measurable, sustained changes in performance and
behavi 4)uSeribus gme design and
development normally involve game designers who

want to include instructional elements within game play;

learning designers who are interested in adding
computer games and simulations to their learning
designs; and business decisimkers who are
exploring ways to reach an increasingliyed, hyper
comected workforc€Derryberry2007, p. 1).

e X e radjectme is g .
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Examples of serious games incladeerica’'s Army
(developed by thdJSmilitary), andSecure the Deck
(developed ly the Australian Defence Force), whieh
freely distributed o0combat
encourage players to enrol for national service in the
real Saious Games(nstit@@10). Darfus Is

Dyingis an example of an online game that is both
political and educational, designed to increase
awareness of the humanitarian crisis in the r§adal
involves players keeping their refugee camp functioning
in the face of possible attack by Janjaweed militias
(Darfus Is Dying009). Budget Hergs an example of a
strategy and policy planning game wkeplayers raise

or lower theUSFederal Budgeby cutting and funding
particular programs, based on their values e.g. they
value the importance of funding for educatiBlay This
Thing2008).911 Paramedits an example o& casualty
response game and workforce skills training game where
players, apparamedics, treat critical patients on the
scene and in an ambulantegacy Game2010). The
European Commi ssionmilionnt ri b
for the online gameknerCitiesvhich is a social issue
gamethat challenges playets build a sustainableity
(Intelligent Energy Euro@e09).

In recognition of the increasing demand for serious
games, Ben Sawyer and Peter Smith fronttie
Serious Games Initiative develope&earious Games
Taxonomy o oget all serious
same page, erasgarious myths about serious games,
provide a snapshot for the current state of the serious
games industry, find where R&D is lacking, and create
a foundation for future
& Smith2008, slide 6). Thefberious Games
Taxonomyin Appendix 2 includeshedifferentgenres

of gameg(i.e. healthadvergamestraining, educatign
science andesearch, production, amebrk) and sectos
interested in particular genrése.GovernmeniNGOs
defene, healthcare, marketing amdmmunédions,
educationgcorporate, and industry).

Advérgamesdietalsd addin$ dd serious games as they

too are not intended for pure entertainment. They are
games commissioned by companies to advertise their
brand, productsprganisatiorand/or viewpoint.
AnthonyGiallourakiswho isowner of Advergames.com

and Adverplay.comgreated the term in January 2000.
Examples of advergames include Bepsi Music

Challenge 3 M GitsNot@Drasvif CNN Challenge

guiz, and VW0O6s 0t thexdrtondnr i veo
the next pagefromthe Knowledge Transfer NetwQrk

ganm

ef f

Another form of serious gamesxgrgaming which is

an activity that combines exercise with electronic games
pl aying. Exampl es o WiFgames
BrainBike X@ndMakoto Sports Arena
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Developing games requires a diverse range of artistic
and technical expertise including game design, music
composition, graphical art/design, Al gobgramming
(coding) abilitySome publishers have in house
development teams, some use third party developers
most publishers use a mix of the two.

Digital distributionis the principle of providing digital
informaton and content over the Internet in the form of
products or services, including garBedylon2010).

Digital distribution of games allows developers to bypass
publishers, providing them with the freedom to develop
and own their content. Developers can promote their
games more effectively at lower cost; use new business
models, such asicrotransaais; and more easily

monitor game sales and player statistics. Digital
distribution provides consumers with a more convenient
way to access games and start playing games (as there
When he checks his email at home he has is no need to set up hardware or install discs); and cloud

an invitation from VW to ‘test drive’ his car ownership/activaon of the digital content avoids the
on Gran Turismo against competitive cars —

e Toves Gl TR, it Kasit subcied issue of damaged or lost dis€$dyhar2010). Finally,
to the PlayStation community — the teaser digital distribution is more es@nsitive, leading to a
free games are enough, for now. reduction in hardware obsolescendedre2009) and

savings on packaging and shippiRjoyhar2010).

Tre Knowledge Transfer Network (2018 3) in its
report, Creative Industries KTN: Final Beacon Report

(Knowledge Transfer Network 2010)

In scoping the digital games industhysstudyhas

excludeddistribution, sales andarketing, retd, and ; ; ; ; ;

ames services companies ﬂmi:tyisfogcusin& on skills also identified opportuniti
game P : 9 transformation of digital ¢
required forgame design and game developmenas developers:
defined by the International Game Developers '
Association (2008, pp-6): + Anopportunity to migrate from console platfes

o i _ . to cloudbased applications and casual gaming
# Game Desigris concernethainlywith interaction communities

and interface design. It is tipeocess of crafting a

system of play in whi ch epAnaopyperturstdto salssthntiadlyraker dxistinge
meaning in the context of the gaemvironment business models and markets

(Salen &immerma004). Game design ) ] o i
encompasses the set of principles, concepts, and ¢ An opportunity for intedisciplinary collaboration

practices that lead to the development of high to establish mutually beneficial models of working.

quality product. Implicit in the process of game For example, ¥ producers can explore how games

design is the consideration of design tradfs to designers havereated content that now generates

allow tre implementation of a game in some human more revenue than Hollywood films. Similarly,

playable interactive environment. games developers can continue to explore how to

enhance storytelling and character development

# Game Development is concermadinlywith the within their genre.

production of games, especially technologsd o )

in creaing a game. It is a process involvihg A worker who participated in thé&/orker Surveyfor

interdisciplinary cooperation ofdenical disciplines  thisstudydescribed the impact afigital distribution

like software engineeringnd creative disciplines on the games industry:

like art and music to implement a game design in a
playable realworld format Rabin 205). Game
development often involves implementing and

Digital distribution will be the biggest change in the
industry. Developers will have direct access to the
market place, whighsomething they have never had

wﬁ{]%rgfg%%;esﬁ']ng dﬁ’gﬁgg%ﬂgﬁ&ﬁlzﬁige d and before. The ones who will become successful are the
which will fail I?also requires knowledge of project ones who can make compelling, fun and original IP.
' a 9 proj Studi os® success wil/l be |

management to ensure that a game is completed their games rather than o
with the available resources and within acceptable they can prodie games on time. This is going to be
time constraints. the biggest shift and it should see more good games

Games Industry Consultancy (20d€fined a coming out of Australia, even if it means some of the
6 d e v e hsa pompaidly whose primary business bigger, older companies may go through difficult
activity is writing (developing) computer games. times.
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HoweverKeri Honean her articleMovement Toward
Mainstream Digital Distributieanr gues t hat

There are already plenty of reasons to love digital
only games: There's no disc to break or scratch;
developers can see accurate, live data on how
successful their game is and make the money they

rightfully deserve; an old or unwanted game can be

deletednstead of dragged to the store or left to

collect dust on the shelf. Currently though, the cons

far outweigh the pros. Many gamers, myself
included, like the feeling of "ownership" a physical

Wor king in Australiads

+ Some of theonceptslefined in this chapter
thenedoanded 6skill sd,
digital-onlygames f ar outwei gh t he ®emersdi ng,bgkitlall s grmened Ha
gamedg@dme designd,
6digital distribu

copy of the game gives you. | like the boxart, seeing

the casermmy shelf, and | like loaning my games
out to friends. A few of my friends are currently
borrowing several of my games that they are not
sure if they want to buy (for example, our own
Matthew Green is borrowing my copyiedvy Rajn
or can't afford to by at the moment. If | only had
digital distribution, | couldn't loan Md#&avy Rain

and therefore couldn't have set up a bet on whether

he will like it or not. Digital distribution needs an
ability to loan games to Xbox LIVE B&iN friends
for, let's say10 to 14 days. During that time, the
original buyer of the game would relinquish their
rights to the game and would not be able to play it,
much like how Barnes & Noble's Nook lelnoisks

to other Nook users.

2.5 Chapter summary

This chapter focused trerationale for undertaking
the studyas well aghe study purpose, approach and
definitionsof key conceptKey findings are as follows:

# Thisstudywas initiated in responge concerns that

Austral i a0 swogdnoieachifeh dust ry

potential in the near future due &) a lack of

local, highly skilled staff to work in a high growth
industryandb) a lack of appropriately trained
graduates equipped with the necessary knowledge
and skills to enter the industry.

# The purpose of thdudyis to a) identify and
analyse current and future skills needs and gaps in
Aust r al ligan@sindustrygniotdex to
b) determine which occupations and skills sets
require employment and training focus for the
labour market.

# The studgonsists dfvo stagesStage 1: A
consolidation study to draw together existing

literature, studies, policies, programs, statistical data,

and other sources relevantthe skilling of digital
games workex(this report)and Stage 2:A future

skills strategy forAus al i adés digital games

that involves a scenario planning exercise (next
report). The strategy will include skerim and long
term solutions to address workforce development
prioritiesand issues for three to four different
scenarios of the statd the games industry in 2015.

i ndustry

0skil

6game
tiond.
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3. Au st rdgifaligan@ssindustry

the 1980s, the consoles of the 1990s and the mobile
This chapter of the report consolidatéerature, game enthusiasm of thet2gntury. This
dudies studiesdata, and other sourcesf information technological viewpoint is ptemented by another
about the evolution, characteristics and performance narrative mapping of software history from
of Australiads digital g a Bpasewato AdVentsrg107¥).and dnoketrisf o | | o wi
chapter (Chapte#) consolidates sources relevamt (1985) andMyst(1993) presenting genre
t he international e NV i r on okgdifitations and amalysesdigamdas st r al i ad

digital games indstry operates. ) ) ) ) o
Sociologist Kel2006) points to alternative histories

which attempt to establish wtligital games emerged

in the United Stateshen they did, and how each sacio
cultural paradigm shaped the subsequent innovation
trajectory. For example, Hadd¢h988; 1993) and

Kline, DyeiWitheford & Peuter (2003) descritiehe

origin of digital games in the highly masculinised worlds
of military-space research and university computing
departments. This, they argishaped the subsequent
development of game genres.

3.1 Evolution

Media historians argue that new technologies both
shape and are shaped by social proceggesr2006,
p. 12). Contemporary histories of digital games
however, are often dominated by chronological
accounts, emphasising nardates and erask-or
example, theonline historyRlaying the gamby media

analyst Voge(2001), charts a smooth and logical It is worth observing theltural intertwining ahe

history where technological advances interact with West and Japarin the development and design of
negt_ral market f(_)rces: No mention is madmef_SOCI_O digital gamesUnlike more traditional forms of popular
political context in which games evolved, replicating culture in th&Vest such as film and television, the
particular cultural values in the process, or of game digital games industrigas historical and cultural roots
development in nediapanese Asia. Similarly, the as well as sting businesaterests in areas outside of
popular illustrated guiderligh Scorewalks the reader  the West, and in particular ifapan. That influence and
through thelecades, starting ith the 70s, and going power extends to Japanes®mpanies (such as

on to th619808,19908, and eventua”y, the 2000s. It Nintendo’ Sega1 CapCOm, and SqUEmX), Japanese
goes into detail what was happening during each visual styles (such as sugeformedcharacters and
decade and who the leading companies were during  animelike images), as well as an extendiseof

eacht i me . Jour na llriggetHay: e v e ngafed that BaleSinfluenced successive generations of
Video games and the entert@ntmwevolutionriginally game designers around the world

published in 2000 aims to describe the history and

evolution of the gameésdustry including gaming A keytrend over at least the last 1years has been
culture, production styles and influences in an the increasingly global nature of the digital games
entertaining way. industry(Kerr2006). Publishing cqranies in London,

) ) ] Los Angeles antiokyo for example, interact with
P_arlkl_(a and S.uomlnen (2006) summarisedtandard g|0ba||y dispersed hardware, de{@ment and
historicabtorylineas follows supplier companie:Whi | e one individu
the vision for a game, the production of a game is a

Computer researchers in thfe kkeded to test (and teambased process shad by many individuals, the
wanted to play with) their machines in order to find . P d Dy y Ine T2
working culture and crucially the relationship with a

new uses and interfaces, and so they created games : i
to test them. The 1950s and 1960s were the publ i s h2e06@. 7§)Ker r

pioneering era of computing diwng large Economic geographer Jennifer JdRA66) has
investments in research and design. Existing batch conceptualesi production networks of the video games
processing computers were challenged by ideas of jndustryby examiting its evolution inta multimillion
interactive computing creating an active feedback  gojlar industryBy so doing, Johns explicates the

loop between the user and the machine. One geographically uneven impactsgibbalisation
expression of this atmosphere of enthusiasnewas th processeslohnsrguesthat while hardware production
space battle ganfpacewaf1961; 1962), often isorganisecby console manufacturers using truly

touted as the firshoderrcomputer game ever (Levy  global sourcing strategies, the protion of software is
1984; Herz 1997; Aarseth 2001; Burnham 2001;  far more complexJohns saysfiware production

Kent 2001; DeMaria & Wilsdt002). Since the networksare bounded within three major economic
early years, the written histories as well as regions: Western Europe, North America and Asia
chronologies andrtelines on the Internet offer PacificJust as alue is spread unequally across the

narratives of progress in hardware from the arcade software production cycle it is hig spatially uneven
to video games, up until the computer game boom ofseveral ley nations and cities dominatarious stages
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of the production network. These markets are served by # Tantalus Top Gear Rally

key centres of productidacated across the United
States Europe and Japan, following the technological
division of the gibe into threeegions.

Al'l 20 of the 0Top 206
originatein the United Statedapan or Frangeeach
representing the central hub of their respective digital
games economic regigkccording to Johns (200éhis
highly uneven digbution of firms also occwrithin the
development stage of production, although to a lesser
degree.Shes a yhe cadses of this concentration of
activity are related to a number of factors, including
the evolution of the industry, the unequal digioibwf
global capital and more complex notions of cultural
embeddednesgJohn006, p. 165). It is this
embeddedness that affiliates territories within each of
the major regions of Western Europe, North America
and Asia Pacific. The close cultural pnityi of the

United Kingdom, United States and Australia poses
opportunities for spanning the supegional divides

that areotherwise maintained by games developers
and consumers alike.

di

The spatial inequalities in the distributioberiefits
related toinnovative products produced across national
and firm boundariesere examined byinden,

Kraemer and Dedricf2007) in their case study of

App | e 6The Appgtednd..iPod wdssigned by an
American firmassembled ihing composed gbarts

from Japan Korea, and th&Jnited Statesand uses
iTunes software developed in thaited StatesThey
concluded:

No single country is the source of all innovation and
therefordJScompanies need to work with
international partners to bring new products to
marketThese companies will capture profits

commensurate with the extra value they bring to the
table. This is simply the nature of business in the 214

century
(Linderet al. 2007, p. 10

Australia haveen making digitajames for an
international market singames moved from the
arcades to home computers and consoles in the early
1980s. A 30year history can béraced to Beam
Software whiclsecured the lnsing rights tdhe
Hobbitin 1981.International critical and/or commercial
success@siginating in Astraliainclude:

#+ Atari- PS2 Grand Prix Challenge
Auran- Dark Reign
Blue TongueJurassic Parkhe game

Krome StudiosTy the Tasmanian Tiger

* * »

Ratbag- Dirt Track Racing

+ Torus GamesGameboy titles includingon King
Doomll, Minority Repornd Jackie Chan

@ustralian Goyenmens CUURIPPERO)L e ¢ s
Competitive advantages for Australia include its cultural
affinity to the large markets of the United States and
United Kingdom; geographic proximity to the economic
powerhauses of Asia; and lowergductiorcosts
compared tadhe United Stateand EuropéAustralian
Government Cultural Por007).

The Australian Centre for tMoving Imagg2008a)

has documented what they ca
game development in Austral
0 p i o nimdividdals and families, of the companies

they established and the teamspaiople that came

together to create videogames for a competitive
internationalma r k ehéGédme Deved per s 0
Association of Australia (201f@escribed the local

industryas follows

Australia has a dynamic and sophisticated game
development industry. With experience developing
and marketing products for the largest game
publishers in the world, Australia offers the best in
creative talent, advanced technology and
management experience. Australia also has a strong
base of complementary creative industries, including
film and television, design, advertising and new
media. Oueducation and training courses are world
class ensuring that the talent supply continues to grow
and meet future market needs.

3.2

In April 2008, the Australian Bureau of Statistics (2008)
leased its first issue Digital Game Development
ervices, Australias at June 2007:

Industry size and employment

+ 45 gamesdevelopment businesoperatedin
Australia with threequarters of these businesses
operating in Victoria, New South Wales and
QueenslandHigure 2

+ 695 of the 1,431 workers employed in the games
development industry were located in Queensland
(Figure 3, which represents 48.6% of all workers in

Australia

Artistsanimators and programmersembined
accountedor 63.5% of gamesworkers and non
residents accounted f6r1% of gamesworkers

(Figure 3

1,232 males workedn the industryRigure 3,
which represen&6.1% of all workers
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+ 151 femalesworkedin the industrywhich
represent40.6% of all workers. By employment
type, females accounted f6t3% of owners,
partners and salariedirectors;and 31.8%of
workersemployedon apermanent partimebasis
(Figured).

As part of its review of
development industry, Innovation & Business Skills
Australia(2009) located 62 digital game development
and directlyrelated media companigsf which:

20
15
10

:1|I1

Other

Figure 1. Number of gamedevelopment businesses by
location, June 2007

600

= Australian resident ~ Nonresidents

500
36

400 30
300
200

4 r

100

Managerial/
admin/clerical

Designers  Artistsand Programmers  Other

animators

Figure 3. Number ofgamesworkers by occupation and
residency, June 2007

(Austalian Bureau oStatistics 2008

Wor king in Australiads

+ 46 weresmallbusinesses employing less than 5
workers

# 11 were smalld mediunsizedbusinesses
employing 6 tb0 workers

four (4)were medimsized businesses employing
AUSQEO?OQquKSrﬁ s digital games

# one () was alarge business employinger 200
workers.

800

695

700
600
500
400
300
200 161

100

NSW vIC QLD Other

Figure 2.  Number of games workers by location, June 2007

» Males » Females

3
137 7 151
I 7 I I
Working Permanent full Permanent
proprietors & time part-time
partners and

salaried
directors

100%

80%

60%

40%

20%

0%

Casual Total

Figure 4. Number of games workeby employment type and
gender, June 2007
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Information on curresélary levels by occupatios + As at November 2006alariesin large games
limited. As a result, trétudyhas drawn omedian companies ranged from $36,000 a year for junior
salaries of workers who r e satistita$i4D,000 a yearlostiwiodidctarsl y 6 s
Worker Surveysalary information from Insight (Figure 5. Salaries of workers small companies
Econorni @6 Australian Electronic Game Industry were generally lower than salaries of workers in
report and salaries included in Seek job large companies (Insight Economics 2006).
advertisements (note, many advertisements do not . . ) .
include a salary figure, tead referring to * A s_earch of job_advertlsements with a salary figure
competitivegxcellentsalary, benefits anbr bonuses). mainly located jobs for programme¥$HP
Developer Online Games ($45,0&80,000
+ Median salaries athe 56 workers who responded depending on epgerience)SoftwareDeveloper
to thisstudyp s Wo r k eangedSfnom v e y Casual Gaming ($55,000 + benefits), Flash
$50,000-$59,999 for product tester® $100,000 Developer ($60,006680,000 depending on
and overfor managers/executive direct8CEQOs experience), Midevel Developer ($65,000
The survey also found considerable variation in $80,000 base, bonuses + salary reviews), and
salaries for some occupations. For eXamp Java/J2EE developddnline Games ($78$75 per
salaries for sdfvare programmers ranged from hour). Otheoccupations with a salary figure were
$30,000-$39,999 to $90,000:$99,999, and Technical Operations Mobile Games ($45;000
salaries for managers/executive directors/CEOs $59,999), Games Artist ($80,000), and Integration
ranged fromno income ($ap $100,000 and Engineer ($80,000).
over.
160
140
140 :
Large companies Smallcompanies
120
107 107
_. 100 90 Australian average
e full-time employment 88
c 80
& 80
o 67
g 62 60
60 ......
40 34
20
0
& ST B e . R R e o ¢ &£ L N & @ K&k &
o@@"’ o&&é O\O«\‘ &S _\(Qa‘ooéq‘ & eégokzéqo e;*‘é} \é\\o(\ & oboo‘ G &e}"q & 40& _\O@P 4@\«:\" .\O(é°
\°‘$ «°‘$ & \"Q\o 3 60{\\0 v“b v o 9 ¢ & & $° g% oV o s T NS
S T SR A S ¥
D2 S P
X S
@ ‘O QQ‘O
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Figure 5. Averagesalaries of games workers by occupation aathpanysize,November 2006
(Insight EconomR{306, p. 8)

cCl|17



Wor king in Australiads

consoles and handheld devices (5.8%). As a result,

online games and wireless games will continue to gain

3.3 Industry performance

Digital game development businesses in Australia
generated income of $136.9 million in 2006/2007 80
(Figure 6, with Queensland and Victogambined

accounting for 73.7% ahcomelncome from consoles 70
of $83.2 million Figure J accountedor 71.1% of 60
games developmeimicomeby format Overseas

businesses and individuals were the main source of 50
incomdor digital game development businesses in 0
Australia Figure §, accounting for 79.1% of income in
2006/2007 (Australian Bureau of Statis@€98). The 30
Innovation &usiness Skills Australia (2088&timated 20

annualindustryrevenue of $16Imillion

Revenue f r videogames industry dorsists
of revenue from retail sales; development and
manufacture of games, consoles and accessories; and
subscriptions to online gaming (IBIS World 201 A
whole the industrgenerated revenuef almost

$3.6 billion in 2010 Revenué&as grown at a rate of

16% annually for the five years to 2012011.

Increasing demand by households for games has
contributed significantly to higher industry revenue. The
Interactive Australia 20G8udy that involved a survey

100

of 1,614 adults in July 2008 found: 80
+ 88% of Australian households have a device for
playing computer games compared to 76% in 60
2005

+ 60% of game households are home to two or more
gamers

20
* 70% of parents in game households play poter

and video games

+ females account for 46% of game players
compared to 38% in 2005

#+ the average age of game players is higher at 30
years compared to 24 years in 2005

market share ovehe next five years (se€igure 10.

24.4

Other

55.4
455
= I
NSW vIC QLD

Figure 6. Total income of digital game development

businesses by locatiéghmillionsJune 2007

(Australian Bureanf Statistic2008)

83.2

17.1
11.2
5.4

Consoles Handhelds PC and Mac Mobile phones

and other

Figure 7. Total income of digital game development

businesses by form&millionsJune 2007

(Australian Bureau of Statist08)

+ 51% of seniors aged 65 and older play computer

games. 120

(Interactive Entertainmefssociation of AustralZD08) 100

PricewaterhouseCoopénsitsGlobal Entertainment &

Media Outlool2010-2014 report ircludes consumer 80
spending in Australia on console games (including
handheld games), online games, wireless games and 60
personal computer (P@ames. As shownhkigure 9
spending by Australiars games rose from
US$617million in 2005 to US$1,07dillion (or just over
US$1 billion) in @09. PricewaterhouseCoop&2910)
predicts consumer spending on games in Australia will
increase to US$1,584 million in 2014, due mainly to
greater demand for online games and wireless games.

40

Estimated compound annual growth in consumer

108.3
18.3
8.6
Australian Overseas Government Other
businesses/ business/ funding
individuals individuals

spending for onllngames (13.6%) and wireless games  Figyre 8. Total income of digital game development

(13%) for the period 2010 to 2014 is significantly
higher than estimated compound annual growth for

businesses by sourganillionsJune 2007

(Australian Bureau otegistics2008)
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1,200 L — — i—
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B \yireless games

Online games

2005 2006 2007 2008 2009 2010 2011 2012 2013 2014
Projections

Figure 9. Consumer gamesespling on video gameAustralia$ millions2005 to 2014
(PricewaterhouseCoop@@10)

Wireless games® . Wireless gam

17.4% 21.7%

2005 2009

Online games
15.4%

Online games
13.0%

s Online games
19.7%

Figure 10. Video game market by componemustralia% of market share2005, 2009 and 2014
(PricewaterhouseCoopers 2010)

Howeverthe extent to whichames developeris The article byTim Colwill from games.on.net states
Australiawill benefit fromfurther increases oonsumer GFC affected some companies much more than others.
spendingonthevideo games industig uncertain. General Manager of Creative AssembBeorge

Similar to other countrigsth an established games Fidler,attributedthe downturn in the industry also to

industry the Qobal Financial Crisis (GFC) contributed busi nesses becoming ounprof
to lower revenue, job losses, and business closuresin t he GFC was t hd fdfnion a IGDrA&Aidls

Australia in 2008 and 2009. Therze different views Reed predictedhatAu st ral i ads digital
about theimpact of the GFC on the games industry and wouldrecover by the end of 20L(However,Tsumea
timeframes for recovery as indicated by #rticles in reported in October 2010 thaKrome Studidsad

Table 1 Some commentators have statbat the closedits Adelaide studiplet go of itsremaining staff
Australian industry i s 0 mafterimakqgedrliercuts oget thie@nreviptisi2 mopthss t r e
oweathering the stormé, 0andmhréedsame staff ascontreetarptefimnd 6, and
Oresilientdé. Others have mmanihgworkidits peak)krome Stadioshed v i s i
ocr,ks>so6was a overy str es eimployedgrairdrd@ peopldutim the vievsof some

0l ack of jobndppwetwai ¢ i lindustrygluminares, suehrasiSteve Fawkner,isimens

by the GFC and we' re stil &nef,stolgermdustry Wit a fectisfoe smallgearhso d a y

and new platforms, whossvestment potential is
staggeringly bigger thathat ofits predecesor.
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Table 1. Articlesonthe stateoAu st r al i ad s2009%206iés i ndustry

7 May 2009, The Future of the Games Induseler (2009a) were faring, and what they were looking forvdato for the

Australiads game industry i syerﬁ‘OV|amge afdroéf?ﬂ““§e§?.’”§?{%}"‘iﬂi‘f{a3‘{%"’vsst ren

Despite mass layoffs in many of the big name game A BigAnt-is in a position for a very successful new year
developers and publishers overseas coming as a result of the 3 g eTo guehas remained lar er unaﬁect db the

global economic downturn, Ausaoﬁvrﬂupmath%globglécgh%g F Y) nt
industry is continuingte@@ and, and as weél

thereés plenty to | ook f or wdlr iremingin %Olfbtrﬁﬁtﬂtbe rgstthe fadustry, currendgc a |t a
Keep in mind that this is onl Rringmoeegeygloperssampl e of whatés on
waydt her eds glderoesOves EumFLa s A Infinite Interactivewith a studio size of around 40, these
ChallengeRugby League Challengeansformer Revenge of six layoffs represent a significant portion of their

the Fallemnd more coming over the next few months. Many workforce. Despite this, Infinite does have a strong release

studi os al so have games whlch|,né1®w@"ﬁbgﬁ)rnyxle),é been revealed, o

arendt in a state to show of.,f

ReJd LFn%e 2005 was a quiet year for Red Tribeno
16 October 2009 Gamesindustry.biz interviews Tom Crago on  games were released. At least the studio seems to be
how Aussies devs arerfgriTsumea (2009) alive, if not kicking.

According to CEO of Tantalus, Tom Cragte 5 v e beenA Tantausthough itds been awthough
relatively resilienc er t ai nl'y wedve felt mhamtilespufosfrolds§ stilbmanages to rack up sales
downturn, and | 8dm sure most AG®slasgte prioverpnegndligipuaits eaghdorthrgee f i n d i

it more difficult to procure pafor-service work than in the separate title. At least four new games planned to ship in
past. But wedr edwitethetexception ofg t h 2010sifckdingtwo large, unannounced movie properties.
Pandemic closing, there have been no casualties in the A Torus hasspent 2009 busily beavering away on their
Australian market. o game engine and tools developmerbrus would be able

23 October 2009 Australian video game developer collapses, ) il B ol e NS o [HEEy,

industry in crisiStafford (2009) A Transmission Gamese of the unfortunate casualties of
the global financial downturn ... closed its doors and went
into receivership in October of 2009, putting their 100
odd employees @t of work.

The Australian video gae industry is in crisis, with one

development company falling into liquidation and another
reportedly laying off approximately 30 staff. But the _ i i ) )
company has clearly been struggiing. Earlier this month it laid A Wicked Witch Softwareif [their] sports license successes

off about 30 staff, due to the cancellation @potential title are any indication, we can be sure that Wicked Witch will
with George Lucasds entertai n¢ﬁ@tlﬁuﬁt0@f@v\h$¥§0@9iyyn2@1@ cas Arts.

Xb.OX 360 and PC p|atf0|’m3, Created t|tles|ud|ngASheS they d|d not return any Of Olﬂalls or emailfven (Yo}

Cricket 2009%nd WWII gameHeroes Over Euragealso Auran are still pumping out content for their detiwn

gained recogition for its popular AFL titles and became one Trainzfranchise

of the larger Melbourne studios with over 135 employees at . . R R o
its peak late last year. A Fuzzy Eye Studiokadtoo | et go t hedmapor.i

order to reduce operating costs and stay active.
4 November2009Tr ans mi ssi on ends: rie Ifla'lfb‘?ic@(-trdda\?eﬁ/ sueRssih yeértinrtu%ikal' aods

digital games industihe Age (2009) downloads arena..[pushed] through the economic storm
Thuyen Ng leteravileo gdmeshe Most of 2009. No projects have bee
Powerful Person in the Wohds received 100,000 views on sound business as usual.

YouTube. But now Thuyen finds himself working in A Krome Studioswere forced to lay off around 30 staff

telecommunications, forced out of the games industry that he  from their Brisbane and Melbourne offices. Morale

loves because of a lack of local opportunitiesia vi ng s p §dhmhis high among the Krome staff we spoke to, though
almost three months looking for work in Melbourne, | found that morale is now tempered with a greater sense of

nothing despite seven years experience and eleven published  regjism about the industry.

tittes under my belt. Of course, | was surprised and frustrated . .

3 the former especially so, because | kept on gettingaines A SEGA Creative Assemlippear to have shaken off the

reason for rejection: Not enough experience. no senior roles, ~ Pad economics of 2009 ... [weathered] the storm so far.

no designer roles. The global financial crisis forced me to A THQ Studidwustralizit 8s certainly going
leave the industry | started my working life in, and one which I next year for THQ.

still adore. Though | must admit, having taken a job in the

orealr| dé6, 1 6m glad | donét ﬁaE\?;)éde"f'eéﬂ"gTr{:'rﬁtFﬁ%F{F%e SIWIOEI in t"h el © wl y
retrenched game developers who are now fighting for the € ;uargan St:e y € com;t))z;my in frnat|hona y "I]
smal | number of jobs avail abl geP e,r%g} %setenanjieem g year lor (n€ peopie
at Pan emlc udios
e 7 February 2010,The Australian Game Development in,2010
2009, State of the Game: Part 2 Quétgs(Keller 2009b; Gamesspotal(ZO,lo) 2

2009c)
Tim Colwill from games.on.mtscribed 2009 as a very gEO ofllnteracnvg Gart?]e? a?](.jl Etr;]ter;alntme}nt AustRalia ket
stressful yeaHeinterviewed major players in the Australian urry, also recognises that wnrie the Australian games marke

video game industry as part d'g feaSWnpbéyw Il\ngalnsétpe g||0bcal reé:esssw geveéogeés oho

in"Australia have tough in the past year. "On the upside
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we have seen the Australian market remain fairly resilient this the closing of 2010, which, in our view, seems slightly
year," Cury said. "In an environment where the international prematured but would be a great sceniarfor employees
markets have shown a decrease in sales against last year, and companies: "It is my personal belief that by the close of
Australia has held its own. Secondly, we have finally seen the2010 the Australian game development industry will have a
Australian Governmetgke a leadership role in having a very clear agenda and have begun the march to once again
public consultation on a8 classification for video games.  become one of the most acclaimed game development

"Conversel®009 was a tough year for developers, and we termitoriesin the warld:

sadly saw the loss of some studios and a winding back of 15 October2010, Krome Studios to close doors on Monday,
others. These closures saw talented Australians out of a job  contractors will continue woflsumea(2010)
and trying to find employment in a very gtulocal

environment; one that does n drherwnpussrbeganewithomore drasticgob @ifstogay ay i n g

field. Unlike other territoriesich as Canada, the Australian (confirmed to be hitting both the remaining Melbourne and
Government continues to resist the call for screen production Brisbane studio), butséems to be a lot more serious for the

incentives and producer offsets." studio than thafThe current report is that Krome Studios have

let go of all remaining staff, including those in their base

But some developers believe tjiobal financial crisis is not studio jn_Brishane, and will be closing thei

r doors on Monday
the only catalyst for the d O50he Wi w Ibegre%re{j ntrattdfs t ii’{is%otsormﬁé"'YI N S

development industry. George Fidler, general manager of
Se gaos -lAsed sudiaCreative Assembly, says the
majority of developers and publishers in thelaedustry
have become unprofitable in the last few years.

remaining workThe latest developments at Krome Studios
endsa tumultuous twelmaonth period for the company which
had started to dwindle down as the global financial crisis hit
after having just reached milestone of 400 employees
"Last year was the toughes i

C

g

t year | 06ve xpe[le_nced since
joining the industry in 198d399|nn'r|gW'H1lth§XW9‘§QQP oyee igNoyempe20Q9, n 5 ¢ ¢

can blame it all on the glotdinancial crisis. The factigny the company shed an additioriz) employeesn April this
developers and publishers have made losses of a magnitude Y&@'- Four months later in August, an undisclosedtimaed
never before seen in our industry. The consequences have 100+ employeeswere further let go from Kromenarking the
been huge layoffs and studio closures. For many years we ~ €Nd for the Adelaide branch of Krome Studios. While
considered the video games industry to be recession proof. admirable attempts to sauérome Studios Adelaide proved

Clearly, that is no longer thease. The global financial crisis ~ Unsuccessftte closure of the both the Adelaide and
was, in my opinion, the final nail in the coffin." Melbourne arms of Krome Studios will mark the final end for

the Ratbag Gamesind Melbourne Houdegacy. Krome

Looking ahead, Fidler bel i evsggioshchuired th8 itohic 88't Jamds dedelopef M&boudme r

developers. He says new and exciting secondary markets are Housejn late 2006from previous owner, Atari, while a studio
emerging, which involve lower development ewstsan was opened in Adelaide by Krome aocommodatéhe
therefore afford to attract a high degree of innovation. remaining Ratbag Gamesaff who were left unemployed

o ; after_MidwaP/ closed down thRowerslide developen late
11 May 201Q Editorial: The State®oti st r al i ads dpopg. t a games

industryKolan (2010) . .
. . ) o 9 February 2011 Australian Interactive Game Sales Reach
Is it possible that, while we've been sitting on our couches  $1 7 Billion in 2010GEA (2011)

delving into the latest and greatest gasnfeom the world's

biggestdevelopersAu st r al i ads diigonthea| Ads8hméd! i R§§si hyeractive games

brink of collapse? A slow, secret death that is not only recorded sales of approximate ' .7 billion for the 2010 '
affecting the lives of games industry employees, but calendar year, a 16 per cerdecline from the corresponding
completely undermining the letegm health of the Australian 2009 period.

game design community? That's the-laed question atthe  The data compiled by independent market research group
front of my mind this week after the latest spate of corporate GfK Retail and Technology Australia includes all sales from
downsizing this time from Krome Studios. What the heck is hardware, gaming peripherals and traditionally boxed
going on? software sold through retail outlets, yetkxies revenue

In times of economic instability, when companies are looking 9enerated from online retail sales, downloadable content,
more and more closely at the bottom line (and weighing up ~ Online games subscriptions and games delivered to mobile
operating costs against the risks they're facing), taking a punt devices.

on a major project offers great rewards, but at the same time, Ron Curry, CEO of the Interactive Gamé&néertainment

poses massivesksd the kind that destabiksentire Association says despite the ahdp
businesses, ag've seen. Over the last four years, there have computer games industry remains buoyant compared to
been a number of higprofile collapses and downsizes in overseas gaming marketghich have not witnessed sales
Australia. Of these, arguably the biggest was the folding of  jncreases, as Australia did, over the past two years due to
Pandemic's Queensland branch. tough economic conditions.

[GDAA's, Tony Reed] explains, "We were hit quite hardby o Compared to the most ortodaler

the GFC and we're sitill feeling the effects today. The strength interactive entertainment market has done considerably well
of ourdollar hasn't helped either. The global game to weather the global economic crisis which affected a broad

development industry continues to reel from studio closures range of entertainment industries and what we are seeing now

and massive job lossesid the levels of investment into the is a levelling or righting
game development st are still a fraction of what they . ; . " )
used to be." Ol nnovat itothriveaodmillions of Australian

o families are engaging with games through multiple formats
Off the back of a stabilising market, Reed sees a whether itds on a mobile de
strengthening of the Australian games development marketbyt r adi t i on al PC and consol e

ccl|21

A

q

n

I

C
r


http://www.tsumea.com/australasia/australia/news/230709/krome-studios-reaches-400-employees
http://www.tsumea.com/australasia/australia/news/121109/the-latest-round-of-redundancies
http://www.tsumea.com/australasia/australia/news/220410/krome-studios-sheds-another-50-employees%3Cbr%20/%3E
http://www.tsumea.com/australasia/australia/news/190810/krome-studios-adelaide-closed-melbourne-studio-suffers-drastic-sta
http://www.tsumea.com/australasia/australia/news/160910/the-sad-reality-facing-adelaide-games-development
http://www.tsumea.com/australasia/australia/news/160910/the-sad-reality-facing-adelaide-games-development
http://www.tsumea.com/australasia/australia/news/031106/krome-studios-acquires-melbourne-house
http://www.tsumea.com/australasia/australia/news/240106/krome-looking-to-open-new-studio-for-ex-ratbags-confirmed
http://www.tsumea.com/australasia/australia/news/240106/krome-looking-to-open-new-studio-for-ex-ratbags-confirmed
http://tsumea.com/australasia/australia/news/151205/midway-shuts-down-rat-bag-studios
http://tsumea.com/australasia/australia/news/151205/midway-shuts-down-rat-bag-studios
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O0As the industry cativei nues tFmlersaysthisclanga plays to tihnetstesnoftise local
entertainment is delivered through increasingly diverse industry.

channels, it becomes more difficult to aggregate sales data
through a single source. Anecdotally, sales of interactive
entertainment products are continuing their healthy growth;
however, the wygs these products are being consumed and
engaged with is expanding and changing dramatlcally, asis

0These kind of games focus on
than huge production values; they also allow developers to

access markets directly, rather than having to rely on large

mul tinati onal publ i shenga. Cons:¢
migration of game developers from the old industry, to the

the industry itself.6 new, including myself. We are now considered wcldes in
oDigital downl oads, online ¢uhh sscrsipmtciegn sa,n dmiwcerdov ea rhda dmaroir lee
games and alike are expanding consumer spendintoareas any ot her . Ités amazing. 6

that we are unal@ to measure in the traditional manner.

2011 will continue to see consumers investing in a wide rangeIS‘LkCecerngP;ré ?Slset;aslﬁa\erf Oar:gg]zle@;gﬁ)ém it:guf:ttrureHe
of interactive entertainment offerings which will further 9 P Y-

' es studios must move aw yfrom the Afayrkire
strengtren the omgol fg s0Ces gon%el aﬂdtﬁoolftg?wgrds ﬁa% Lg%rlgﬁa}'p‘r*fglertlés Curr

For the third yearinarow, Gfkadt a r eveal s O6Famjly, Ga .
were the best selling genre composing 21 per cent of the 8l ﬁ e ;5”§§t this nas be: R

TimreT ot Eanen e game uni ¢ Ry SRR AT B

Camwes® At 20 3Eer g, for casual and social games are much lower, which gives us

16 March 2011,The Past and Future: Industry Experts Weigh Ithe opportunity to fund projects ourselves. | think syaiad
Gamesspot.ay2011) mechanics are peading every genre, on every platform of

interactive entertainment. Electronic marketing and distribution,
lower purchase prices and revenue streams, fr@anre
purchases and advertising are ;

While all four luminaries recognise the impact the global
financial crisis had on theugtralian development industry
sending it into a spiral of debt, cancelled projects, staff

layoffs, and numerous studio closudresost believe that it Despite things like the GFC and a globalustry shift

also brought vih it some good. Fawkner believes that towards producing bigger, more blockbusige titles,
something large and unfortunate happens in the industry Passfield believes the iPhone was the real catalyst for change
around every five years. in the Australian game development industry. He says it has

"Unsurprisingly, this trend every figar period coincides grown to include more avenues of distribution and

with the middle of a consol e?vﬁl%Pmed"WQhraﬁca%@%am%s tt@ﬂq@@yr@ogey s. O0A
generation of cosoles has become established, publishers e e G

acquire some key developers, and external/independent 0To be honest, the old industr)
studios feel the pinch as their work is taken away and given toanyway. The focus was shifting toward games like Call of

these new internal studios, or outsourced to cheaper locales. IDuty with movisized budgets and long production times, a

think that we reinvent ourseheaery time this fivgear cycle  model which gaonly support a few big developers. The
hits, and that is when we, as an industry, go through a painful iPhone gave developers like Firemint and Halfbrick the chance
rebirth process. 0 to do something thao Aussie developer has dohereate

George Fidler left EA to seth réntggnﬁeaon'thg orI aﬁeéf"he\? gtevg Ballmer, , | y 5
Brisbane studio, where he workedRwome: Total WaNew singles outyour game ( ru| ynote success, or

platforms, new distribian methods, and most importantly new When Ellen DeGeneres does a comedy sketch around your
IP, is the way forward for the industry. With the Australian game (Fruit Ninja, again) you know you have made an impact

dollar going from strength to strength, it is not hard to believe ©" P OP cul ture. 6

that t he ifor-tire daysrcan®aon be teft k There is no longer a question of whether or not the Aussie
completely behind. industry is thriving; according to Pasdfiglis is not the same
o1 do wbeedlviee vhearliarmeron worersh i r e, 6! Ndustry that had its beginnin

Fawkner says. hinkweshaild bageiigndred os ggriindystry with a focus on small teams and new
it 8 it has kept our industry alive for many years. | just think  Platiorms, whose investment potential is staggeringly bigger

we could have taken a few more chances to establish some than its predecessor.

more original IP in thisentry. | think a few Australian studios 61 woul d ar g u eustry, aramorevseccesshuls an |

will emerge over the next few years that are very strong, than ever. Will we have 30@lus person studios again?

creatively and financially. | think there will also be many Probably not. But | never saw that as a sign of success. What |

smaller studios that spring from them, and hopefully the count as success is high quality games in the top 10 around the

professional creative culture will filtlown. world and great return on investment. It'syetaswvork out

m W : ; ; hou one i h ight. ghtl i gaptis
With the revolution in di for?ﬁgses ill'stuc |Fr!1etirr11egoc?[v\r1nm |?1‘T<Ingtgolc ange'%%?cép

close to the retail locations in the USA or Europe to effectivel
distribute there, so that barrier is growing weaker all the time,
and that has been one of the key things holdsgack. As

far as direction goes, | think it is as simple as three things:
games should foster community, not isolation; they should be "Things are moving so fast that most of what | say today will
provided as a service, not a product; and every game should be irrelevant tomorrow, but the one thing | can guarantee is

be polished until it hurts." that we will continue to experience rapid change. Every

developer needs t&eep their eye on emerging trends and

react fast. One thing I've learnt over thstl years is to

stay nimbled you never knowklwvat i s j ust arounc

y6 embrace digital distribution, embrace metrics, explore-free
to-play models and social play. Don't stick yowachim the
sand waiting for the old industry to recover.

Fidler believes the last fewegrs have seen huge changes in
the local development scene, with large titles and big budgets
replaced by smaller studios and the emergence of strong
casual and social games. While some see this as a negative,
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Another usefldut oldersource on the performance of

Table 2. SWOTanalysisof Austrakh 6 s

\L 1

Wor ki n Australd@i

ng i

games i

c t h o

Australiads ¢mposBlayingfa ustr
Keeps: Challenges to sustaining a wiartd UK games
sectorreleased byUK Trade & Investment in October
2007. This report includggrformance ratings for
seven countieincluding Australias well as a SWOT
analysis for each countfgee countryanparison
Chapter 4. Figure11s hows Austr al i
for five ratings The report justifies the lawedium
ratings for Australia as follows:

ao

+ Maturityrating (4/10): Despite its age, the sector is
small and slow growing, creates few AA# Bhd

is largely licenséased

Innovation rating (3/10): Low ability toeate new
IP, relatively small numbers of AA IP created, and
little IP origination or ownership

Funding access rating (5/1®easonable access to
Sate-level assistance, but agavernment funding
is poor, and government assistaisaery low

Growthpotential rating (5/10): Reasonable
graduate levels, low salary levels but poor funding
access and high developer mortality

Overall competitivenes$.25/10): A niche player
likely to remain so

18R]

Maturity rafing 'n?g;'sgon F””?;ﬁ]gccess pizg‘r’:'tle comgggtirjgnes: proximity to major Viéstern games markesses the
rating rating sector continu® grow healthily
Figure11. Per f or mance ratings of |MuRiseinaumbesdfgargmafiegsaduates maintains
industry out of acore of 10 healthy flow of talent into industry
(UK Trade & Investme2@07) A Proximity to Korea and China sees Australian compa
. . o develop productfor these growing markets
TheSWOT analysischAu st r al i a0 sfrogamels. | ngﬁst g 9

the same repoidentified key challenges faced by the
industry (se@able 2. These challenges include the
small size of the industry, staffing difficultiew, levels

of access to negovernment fundingpw levels of IP
generationfimeframe differencegeographical
remoteness from thénited Kingdomrad Europe,
reliance on overseas companisd a contracting
independent sectoHowever, the industry benefits from
its low production costs, cultural proximity to major
Western games markets, native English speakers, online
gaming expertise, links beifgrged with Korea and
China, good levels of state government assistance,

)

games clusters-tocated with other media, an

Strengths
A Relatively experienced if small kernel of development
talent

A A couple of supedevelopers outscale most other
PBFESo r manc e

Low costs vs. global competition plus native English
speakers

Online gaming specialty, with links befagyed with
Korea and China

Good levels of tate government assistance have
protected the industry from industry deeyele, nurturing
several independents

Games clusters are-tacated with other media,
facilitating crossover hits

Staff levels growing hdthily

A
A
Weaknesses
A Smallscale market that has grown slowly

A Work for hire with low/no revenue sharing predomina
A Low levels of access to government funding
A

Geographically remote frord.S.and Europe but no
major links with neighbaog Japan

Timdrame differences can be difficult
Low level®f world-class IP generated to date

> > >

Low level of domestic retail market leaves studios rel
on overseas companies

A number of publishers in Australia operate only sale
and marketing outfits, not studios

Lak of experienced staff forcedevelopers to recruit
overseas a difficult, lengthy and expensive process

A

Opportunities

A Growing experience, low cost base and cultural

’ r

A Afew supe{develo;}/ers create pockets of excellence,
thus slowly spading innovation, new IP creation and
best practice

Threats

A Stasis the Australian industry simply tracks the grow
of the industry as it enters the-aycle of the next
generation of consoles, but no faster

A Independent studios struggle to fiirancing and most
growth is found in publishewned studios, leading to a
further contraction of the independent sector and a
reduction in Australiads

A Loss of senior nakustralian staff returning home

aos

increasing pool of local talent, and the existence of a
fewsuperdevel opers creating

o(HKoTErge nvestmedlQ07) o y c el | enced.
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Scr een AubsmissiomtheAwstiaban # Competitive advantagesforAusa | i ads di gi -
Government 6s 2010 Revi ew o fgamesiadudtryinclede @ésdosv@roductidd coste e n
Production Sectert at ed t hat t he 0 g a nteltsral prexanitydo majordVestern games

struggling to becandfacess ust ainmakdtd mative English spgdkeérs, online gaming
two key challenges expertise, links being forged witlok€a and

i i . . N Chinagood levels of State government assistance
¢ Sustai ni npgsitidnasa preferred affo s (mainy in Victoria and Queenslahdjames clusters

shore provider of production services to

; . : colocated with other media, an increasing pool of
international games publishers

local talent, and the existence of a few super

i 5 G ti nGK opock:e
® Encouraging gmawted gfamesulf¥glpRers crea
ensure that a greater numbef local developers rade Elnves%ment 2007

retain intellectual property + Challengesontributing o A u sdigil@amiesa 6 s
; industry reputation as aniche playedinclude the
(Screa Australia 2010ap. 68) small size of the industry, staffing difficulties, low
Two of the gquestions in the Worker Survey asked levels of access to ngovernment funding, low
games employees to respond to questions about the levels of IP generation, timeframe differences,
performanced f Aust r al i a@sshograime s igepdrapkicalreynoteness from theteshiKingdom
Table 3 almost 70% of respondents indicatedyth and Europe, reliance on overseas companies, and a

6highly di s a githdhestaternent 6 d i s a gcongracigng ingpendent sectqiUK Trade &
Austral i adisdudly iggrotviaglirapigha me s  Investmer007). Theeissues are contributing to

and over 80%of participantsindicated theyd hi g hl y the view that Australiads
di s agroeeé & avighrthe stadiemendfinding struggling to become sustainable.

work in the in ry is eé L .
° the industry is easy # Despite higher revenue and consumer spending in

Table 3. Responses mployerdo questionaboutthe the Australian video games industry as a whole, the
performanceof the games industry Global Financial Crisis (GFC) hasto a downturn
in thedigital gamesndustry in recent yearslajor
Australi| - . : developersn Austrah that have experienced job
. .. Finding work in the . !
N=56 games industry i indugtry is easy losses and/or business closures include Krome
growing rapidly Studios, Transmission Games and Pandéimics
Highlyagree 0% (n=0) 1.8% (n=1) expressed bysome industry commentatasswell
as a significant number employeesvho
Agree 8.9% (n=5) 3.6% (n=2) responded Worket3newsugggt udy 6 s
that the industry will remain flat for some tiivet
Neutral 21.4% (n=12) 12.5% (n=7) some industry luminaries have a view that there is
Disagree 33.9% (n=19 50% (n=28) now a new, stronger industry Wlth'a focus on small
teams and new platforms, whose investment
Highly disagree | 35.7% (n=20 32.1% (n=18 potential is staggeringly bigger thahat ofits

predecessn
3.4 Chapter summary

This chapter focused on the evolution, characteristics
and performanceoAustral i ads digital games industry
Key findings are as follows:

#+ There were 45 games development business in
Australiaas at Jun€007. These businesses mostly
operatedin VictoriaNew South Wales and
Queenslangand employed 1,431 worker$n
2006/2007, these businessgenerated income of
$136.9 million(Australian Bureau of Statistics
2008).

# During the 36year history ofA u s t rdigifali a 6 s
games industngme Australiadevelopershave
achieved international critical alod commercial
succesand gainedexperiencan developing and
marketing products for the largest game publishers
in the worldAustralian Government Cultural Portal
2007).
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4. Internationajamesenvironment

This chapter of the report coveltse international

This observation is reinforced dnyexamination othe
top selling console games in theadid USmarkets

environmentinwhi¢ghu st r al i a 0 sdustry g i duangthegasiten yearsTkere isan increasing trend

operates, including emerging business models,
revenue streams and lines of business.
compares theper f or manc e of
industry againsthe performance of countries that
havean established games industfenextchapter
(Chapter 5) draws togetherexisting sourceand data
from thisstudyto identify features, trends and issues
related tothesk | | i ng of workers
industry.

4.1 Global production cycle

According to the UK Department of Trade and Industry
(2002), he digital games industifgr console and
standalone PC games consists of at least seven sub
sectors:

+ Development

Publishing

Middleware and tools

Outsourcing and service companies

Formatholderstonsole manufacturers

* &+ » &+ &

Distributers
+ Retailers

It issimilar in structure to other creative and software
industries such as film, music, computer software and
books: intellectual property is created, published and
distributed(Department of Trade and Indus2§02).

The relative size of each of these subsectaries

acros game development territoriésgure 12on the
next page showse processes involved in games
development as they &k to other processes.

Ker (2006) identifiedfour distinct content segments in
the gamesndustry: console, standard personal
computer, massively multiplayer onjames, and
casual games. Each segment is structured differently
and companiewithin each segment have different
production cultures and routes to markbese four
segments network with a range of publishing,
distribution, retailmiddleware, and hardware
companies.

Globally, the key trends in the games industry are
towards greater concentratiamd conglomerationfo
publishig and distribution capabilitiegjcreased
licensing of intellectual property from reainkd and
other media resourcesnd a decrease in the
production of independent gamgerr 2009, p. 9).

towards sequels, meitiatform licenses, and derivative

It alsogame ideas. The structure of the games industry, while
A upseticaizd on edhisicaingvaiin,dassarguably

experiencing decreasing content innovafyaston

Kerr & Cawley2009). Whilst this trend persists, it could
be argued that innovative design and development
skills will have a lesser valtien in a global games
economyhich encoarhgeskidking vgith mew gaming
concepts.

There are important differences between the American,
the European, anithe Asian marketa terms of

platform and contenfhesalifferences concepartly
infrastructure, regulation, and payment systemadh
couiry. More significantly,ach market has a different
affinity with particular game platformgame genres,

and character and game desigmss Preston et al.

(2009, p.1005) e x p | a iesigndechnaody, and
market skills and knowledgee mediatedthroudn
relationships with global publishers and local innovation
environment® crucially influence the innovation
proces&

4.2 Global software development

Global Software Development (GBB increasingly
becoming the normal practice in the software industry
and games development is no excep{iGonchuir,
Agerfalk, Olsson & Fitzgerald 2009)he most
frequently cited reasons for shifting components of the
production cycleffshoreare:

#+ reduced development costs due to the salary
savings

# reduced developmentudation due to greater time
zone effectiveness as companies practice the so
called ‘followthe-sun' software development model

#+ closer proximity to markets and customers

# new opportunities for cresike modularisation of
development work, potential accesstlarger
and betterskilled developer pool, and the
possibility of greater innovatiptearning and
transfer of best practices.

(Conchuiet al. 2009)
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Platform Publishers
Manufacturer License Holder Venture Capital (e.g. Electronic
{e.g. Nintendo, (e.g. FIFA. MGM) (e.g. EA, THQ ...) Ar%s Ubisoft)
Sony, Microsoft) /\ /\ '

Negotiate
license deal

Aegouate

finance deal

Negotiate
license
deal

Oevelotp ?nd . Pitch to
negotiate inance game publishers
design doc

Invest revenue
in new game

Design and Prototype

Pre-production

Production and Testing

‘ Retailers Develop game
(e.g. GAME, Toys (content
R Us, Wal-Mart) and engine)
/\ Distribution
Publishing
Manufacture game Tes;:r:r; L )
Market
game Negotiate
Publish Localise l?fense
game game deal
\/ V' \/
i >
Distributors Publishers lopRlizary Enne
(e.g. EA, developer
(e.g. Koch, (e.g. Electronic
Centresoft) Arts, Ubisoft) Microsoft, (e.g. Havok,
2 DoCoMo) Renderware)

Figure 12. The Digital Game Production Life Cycle
(Kerr 2006, Figure 3.3, p. §6

Evidence suggests the type of skills sought offshore by These skills amociepolitical and cultural knowledge

the major producers are primaritywer valueadd,
less complex and missimntical task¢Conchuiet al.

2009).

to an international market. On the one hand, the talent
pool available to Australian developmermpanies

and sensditity, emotional intelligenees well as
excelleninterpersonal communicatiofbe Internet

enables independent games producers to sell direct to
i . ) ._consumers, bypassing the publishing oliggpohns
There are costs and benefits for Australia in selling sk|II52006)_ Johns (200gexplainedthat the Internetmakes

the greatest (initial) impact upon the production network
in the distributiogtage The emergence tdchnologies

shrinks. On the other hand, talented local designers and gnap|ing the informational content of games to be

developers can access the fio@hresources necessary
to nurture their work and possibly return later, better
experienced, to local workloweverthere are

challenges inherent in GSyAoftware professional

t hat dleevte na 16 o hsfiméard 10 0
development is &ught with difficulties (Carm&d99).
Workers in a global team have to manage
geographical, temporal and soednltural distances.

knows

Unique skills are necesgto transcend these distances.

compressed into formats suitable for distribution over
thelnternetopeneda potentially hge market for

online distribution. In his examination ofinfygactof

online distribution on the film industry, Cuf2a03)
Bikdn@dthat such technologies enable small producers
to produce from further afield than is usual currently,
thereby radically altering the geographies of
production.
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4.3 Global business models

There aremanyactual and potential bursess models
for digital gameswhich are more or less appropriate
for different productsThediffusion of broadband
Internet accessicreasing investment in R&ading to
advances in game features, infrastructure, hardware
and software; and changingaer demographics are

driving the development of new business models (OECD

2005). The OECD (2008) x p e moktgomputer

game companies will have to rely on a mix of business
models including advertisimgemium services, and
customesupport services fncrease revan e . 29j.

David Perry, game developer and consultant, devised
a list of 29businesmodelsExamples of these models
includeretail (selling boxed products egtail outlets)
digital distributionin-game advertisingaroundgame
advertising try before you luy/Trailware,subscriptign
microtransactianvelvet ope ormemberslab, Kills
based progressivagkpotsand pay per play/ pay as
you go/pay for time(Lightspeed®008). Appendix 3
includes a description of each business model.

Thetraditional models for console games and stand
alone PC games remain dominant, and are similar to
those used ibook publishing andndependent film
production. Developers produce a titletiba basis of
one or more of the followingaditional modets

+ Feefor-serviceontractsUnder this model a global
publisher might commission a game developer to
develop a title against a licensgmoperty, such as
a film spinoff ollicensed sporting event

#+ Selffunded titlesare internally funded and then
licensd to a publisher in return for royalty
payments. Developers withrack record may
securdlistribution guarantees that can be used to
securitise the completion of a tidled ease the
pressure on working capital.

(Cutler & Compang002, pp. 18-19)

Wor ki ng in

Newzo00(2010) also identified a range of business

models and revenue streams for the game platforms of

consoles, PC games, game portals, MMOs and mobile
devicegseeTable 4, includingheincreasingly popular
subscription model amdicrotransacti@model:

Hat-fee subscription modehis modehvolves the
player payingto play one or several titles online
usually for a monthly fee. Blizzard Entertainment's

MMORPG, with over 11.5 million players and
accounting fo62% of the MMORPG subscription
market Cavilli2008; MMOGChart.corad008).
There are three subscription options: a rmtmath
month package at $14.99 per month, a thieenth
plan at $13.99 per month, and a sironth plan at
$12.99 per monthWorld of Warcraft 2010).

# Microtransaction free-play (F2P) modeThis
modelinvolves players accessithg game for free
but paying small fees each time they want
character and gmeplay enhancements, like a map
or a weapon. South
popular freeto-play MMORPGMapleStory
estimated to havever 100 million registered users
worldwide Players buy enhancements from the
0Cash Shop6 uwikipedin201®.a l

Over 70% of developersvho participated in th@010
Game Industry Survey indicaté® microtransaction
free-to-playmodelas the most likely business model to
gain ground, followed byhedigital download42.2%

of developers) andry-andbuy(41%)model§Games
Connection Resear2®10, p. 15).

Cutler & Company2002) indicatedthe challengeor
title originatordskeepingplayers deeply immersed in
a game taorec@ransanmuity ofdoyalties
derivedf r om mont hly
f e gpmduct placement charges, and merchandising
opportunitie6 ( p . 1 Sugd.thatd dcesygtitlea r g
originatorsmust comntiv theortgoing product
development requirement ‘afustomer care" and
"creative noderatiand .

Table 4. Businegwnodels and revenue streamsdame platform

Consoles PCgames Game portals

= Physical shop

= Online shop

= Second-hand trade
= Digital distribution

= Physical shop

= Online shop

= Second-hand trade
= Digital distribution

= Subscriptions

= Premium downloads
= Virtual currency
= Direct micro-transactions

MMOs Mobile devices

= Revenues are all
game download
revenues and not
split up.

= Monthly subscriptions

= Annual subscriptions

= Virtual currency

m Direct micro-transactions

Australiads

Worldof War cr af t i s -stiblsceibedvo r |

m P

lfl&

(Newz002010, p. 2)

= Skill gaming / Play for prizes

m Client download / box
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http://www.wired.com/gamelife/2008/12/world-of-warc-1/
http://www.mmogchart.com/Chart7.html
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4.4 Country comparisons

Game Developer magazine publishes an annual IndiaKoreaog'J}jr
ranking of ©Bé vyubldéhec‘)ioﬁ%lf\gE\ Fulope
isbasedon a score calculated from each publisher's Ffanc‘“—\ 8%
performance in the following five measures: annual 2%

turnover, number of releases, average review score, an Australia
anonymous reputation survey, and detailed anonymous
feedback from those who have worked directly with the
publisherBet ween t hem, Hhelse 0Top

3%
owred or contrded 190 game development studias ;
at June 2010.

Figure 13shows the share sfudio location by country.

The United States accounts for the largest share of

games studios in the wor@nly 3% of all studios are
located in Australia, and they inclustedios lik@HQ
Studio Australia, Blue Tongueainment, and 2K
Australia.The location of game developntestudies
(independent as wedis publisher) is geographically
portrayed inFigure 14 Studiosare usually located in

areas with adequate telecommcations infrastructure
and political stability.

Figure 13. Location of the game development studios of the
otop 206,Iye&@0 i sher s

(Gamedevmap.cor2010)

Figure 14. Location of game development studios (independent and publisheg)ustet's of studios, June 2010
(Gamedevmap.cor2010)
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Media Outlook 2012014 reportincludsdata on the
global video games market by component, region, and
countryin the Asia Patic region:

+ Between 2005 and 2009narket shares of console
games (62.6% to 55.3%) and PC gan{&5.3% to
7.5%) declinedwhereasmarket shares of online
games (13.3% to 22.9%) and wireless games
(8.8% to 14.4%)ncreasedver this periodBy
2014, online games and wireless games combined
are predicted tohave a bigger maket share than
consolesHgue 15).

+ Between 2005 and 2009narket sharesf North
America (30.6% to 28.8%) and Eurgpdiddle
East and Africa (35% to 32%)declined whreas
themarket share of the Asian Pacific region has
increased over this perid82.1% to 37%) This
trend ispredictedto continugFigure 16.

PQGames
15.3%
Wireless
games //P\ \
8.8%

Wireless
games
14.4%

LatinA

AsiaPacific
32.1%

AsiaPacmc
37.0%

2009

*

DL
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In the Asia Pacificregioh,apands mar ket
declinedsignificantljbetween 2005 and 2009
(51.1%t037.9%wWh er eas Chinads ma
increased significlg over this period8% to

23.2%). By 2014 PricewaterhouseCoopers

predicts thatChina will have the biggest share of

the video games markét the Asia Pacific region
(46.1%) whi |lvélcanttnpadedire s h a
255% . Austr al iiadédiningbar ket
falling from 6.5% in 2005 to 5.6% in 2009, and is
predictedto decline further t8.9% by 2014

(Figure 17%.

LatlnA
AS|aPaCIf|c

47.6% 2014

Europ t,

Figure 16. Global video games market share by regi@®05, 2009 and 2014

Remaining
13. 7% 12.1%

South Korea South Korea

20.6% 2005

Remaining

21.2% 2009

Remamm
8%
South Koreg/“-“\\

15.6%

2014

Figure 17. Global video games markehare by countries in the Asia Pacific red2®05, 2009 and 2014

(PricewaterhourseCoope?§10)
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Although Australia is well regarded as having an # Canada .75/10): World-beating studios and

industry with a low cost base, laweages and large subsidies make thisrary popular location

conditions have contributezla brain drain of for new puhlishersd studi ¢
Australian talent, particularly to the United States. A i

poll undertaken as part of thisudyconfirmed this ¢ France (5.5/10): Great publishers, weaker

issue, with voters indicating that unattractive wages and ~ developers, stataid in abundance but too inward
conditions was the top weaknes#af st r al | a6s ¢fyaeddn a global market
'n?.“tSmI’ASdSh?."Vt” |ﬁ|%ulre %18 salaries fo”“.”'(x ral United Kingdom (7.5/10): Resting on laurels and
artists, e”ab ?r IStS ?n_ e? ;t)r:ogramm_tte_rs n lés ra'él" facing stiff competition, but not under threat of
were well below salaries for these positions in L.anaaa, extinction, some opportunities still exist, but IP
Frarce, United Kingdom, and United State2007. S :

. ) ;0 . creation is in decline
Australian salaries for junior programmers were slightly
higher than salaries for junior programmers in the + Singapore (3.25/10): kiely to remain little more
United Kingdom. than a hosting centre, bypassed en route to major

Asian markets

# South Korea (5.75/10): The market leader in Asia
$100,000 for online games, bdéw global games companies
Australia » Canada = France = UK = USA haVG/WOUld be Iocated the[e

#+ United States (8.5/10): The pla tobe head
quartered but development is slowly moving
outside USA

$120,000

$80,000

$60,000

SeeAppendix 4 for justifications fathe otherratings
for each of the above countries. naturity rating
innovation ratingfunding access ratingnd growth
potential rating.

$40,000 -

$20,000 -

10

$0 -
Junior artist salary Lead artist salary Junior programmer Lead programmer
salary salary 8
Figure 18. Salaries of games work€dS$)y seniority and
by country 2007 6
(UK Trade & Invesent2007)
4
UK Trade & | nvegPtaymgfot 6 s 2
Keeps: Challenges to sustaining a wiartd UK games
sectorconsists of profiles of games industries in 2 —
Australia, Canada, France, Singapore, South Korea,
United Kingdom, and the United Stafes determine o
each countr yo S' .I’ el a t. ! V.e e Australia Canada France Singapore South  United  United P !
Trade & Investment analysed findings from interviews Korea Kingdom States
and secondary research in the areashaf ) - )
development and publishing markéBscreation Figure 19. Overallcompetitiveness ratings by coung@07
funding environment, including public aod (UK Trade & Investme207)

government funding for the games indysatyour

marketand analysis of each cWwhk nTirraydses & alnfevse sisomaudedas 200
development and publishing market, prospects and SWOT analysisof the games industifpr each country
competitive positionin@. 5) The analysis led to SeeAppendix 5 for full results for each count8ome

overall competitiveness ratings for each country (see  of the srengthof the games industry in theree
Figure19.Austral i ads games i n deustrieswith thedighest everall competitisgatings
secondowestompetitiveness rating out of seven (Canada, United Kingdom, and United Statedjde:
countriesand the United States recorded thighest . . .
competitsi?/eness rating. As state(ﬂheprevioug #+ generatiorof IP, in particular worldlass AAA IP

chapterthe report indicatedthahu st r al i ads g gcmgssall genres

industrywithan overall competitiveness rating of ¢ beinghometowvor | dds major publ i s
4.25/10, islikely to remain a niche player andleadingdeveloper{ i n Canadads cas
Justifications for theverall competitivenesstirags for proximity toUSpublishers)

other countries are as follows:
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#+ a workforce ofworld-class creative and technical # The introduction of the negeneration of consoles
talent beginning in 2014, stimulating renewed growth in
: . nsol m
+ governmenfunding and suppoit Canada and console games
the United States # Increasing popularity of MMOGs, with their
+ alarge retail market inthe United States subscription fees and microtransactions
+ lower salary and overhead costs in Canada ¢ Growth of casual games which are helping to
attractsUSpublishers expand the demographic base and stimulate
spending
#+ cossfertilisation from otheworld-classmedia i .
industriegfilm & television producth, music, ¢ Growth of smartphones with improved graphic
publishing, interngproviding access to an capabilities, driving demand for wireless games
excellent source of ngamesiP ¢ New application stores making the purchasing of
+ ongoing technology innovation amthe case of games more usériendly
the Uniyte_d Statjea, smooth paltlh between lisation ¢ Growth of 3G networks, with their faster speeds,
uplvers![ |e?] anI commerce allows commercialisation —,iding an environment enalgiwireless games
of new technology to approach the quality of console games
45 Projec'ed |ndustry performance PricewaterhouseCOOpffﬁ)lO) also identified
increasing developer interestsocial gaming
PricewaterhouseCoopénsitsGlobal Entertainment & particularly given the successrairmvillea Facebook
Media Outlook 201€2014 report predictsa recovery farm simulation game with more than 100,000anil
in the global games market in 2010 and beyoBdie users playing the game every mor@aasutra
to stronger consumer demand, increased connectivity 2009). Riley(2010) found that:
alr:)db;rlme ;ilqeeasr%g:krg\%gamebey anticipatethe + 20% of theUSpopulation aged 6 years and older
9 9 S ) (or 56.8 million people) had played a game on a
+ grow from US$52.5 billiomi2009 to US$86.8 social network in the past three months
billion in 2014 : .
# over onethird of these people wereew to gaming
: o
¢ 2825\/;; E%rgﬁ;l;gd (?rri\c/)évrtlhb;/a;ero?/]:/tt?iﬁn/eo n although games are fred@0% of social network
mobile and casual g’aming ' gamers hadspent money playing these gamesla
11% indicated they wouldhake a future purchase
# become the second fastggbwing segment of . .
entertainment and media behind internet ¢ social network gamers were spending less on
advertising wired andnobile gaming overall since they started playing social
network games.
# become the fastegfrowing consumer/end user . .
segment ahead of TV subscriptions and license fees.| '€ €mergence afoud computingwhich allows users
to access online games without having to download
Projections by DFC Intelligence in its 20/Bldwide them (thereby cutting down on piracy andwifeg
Market Forecasts for the Video Game and Interactive ~ developers to update games easily) wiBocontribute
Entertainment Industry repoet less optimistic. They to theoverall growth in online gamé2ricewaterhouse
predict the overall market will decline over the next Coopers2010).
few years before growing in the 2013 to 20%%eriod . .
beca)lluse the expegcted st%ong growth in chﬁd online According to Games Connection Research (2009), the
platforms will be insufficient to offset the slowdown in predlfr:edstr?r}g growthhln tr%%mbil g?mesfmarket
console platfans from Microsoft, Nintendo and Sony ~ 9Ver (€ nextiive yearnas led to a feeling of
ounbridled optimismdé by gam

(Research and Marke2§10).

participated in it2010 Game Industry Surveyhe
optimisms duelargely to thepredicted strong increase
in revenues from digital distribution and massively
multiplayer online gamgsew audiences(ults over
the age 30 will account for a greater market share)
new business models (particuléinyfree-to-play with
microtransactiobusiness modednd new lines of
busines®(g. social network games, serious training
games, advergming). The survey found iPhone, PS3
and 360 are likely to be the key platforms in 2010.
Over half of games developers who participated in the

PricewaterhouseCoopd2010) identified the following
key drivers of growth in the global games market:

+ New games being marked for the current
generation of consoles (W{ibox360, PS3) and
the latest handheld devices (Nintendodlal
screen, PSP and PSP Go

+ Epansion of the online market due to the increase
in penetration obroadband households combined
with the growing digital distribution content
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2010 Games Industry survey weanterested in social and/or pay-per-megabit connections limit direct
games as a new lingf businessand to a lesser extent, download distribution models.

sefous training games and advergamifggtire 29. + Legal frameworlCopyright and piracy issuelsat

100% impacton innovation and innovatiorastgies and
cash flow of firms must beldressedDifferences
in crossational legislation means firms have to
deal with differentegislative frameworks for
copyright and media before they can enter or

80%

60% operate in different markets.

42.6% + Micropayment systeni$e absence of reliable

40% [——

widespread low cdsnicp-payment systemsas

29.4% common problem for paying for access or

download of small quantitieof digital content.

20% — — . .
Other challengesra young players without credit
cards and where conventiahpayment systems
are notwell adapted to micrgpayments.

09 — FEEEEEEER

Social network game Serious training game  Advergaming . Availabiity of skilledstaff Industry may experience

Figure 20. Developer interest in new lines of busir23s0 shortages of designers and programmers
specialising iareas likegame design and

(Games Connection Resed1009) developmentshortfdls in domestic supphack of

Yet,games developeraho participated in the global educational courses and industry training;

survey were less optimigtian publishersetailers, restrictions on immigration ajty skillel

and ousourcing and service providefsout 2010 and personneland difficulties in international sourcing

less confident about their ability to face the evolution of of developmentasks requiring large amounts of

the industry (Games Connection Research 2D0$) interactioramong teams of developers. These
over60% of developersndicated2010 dwould be a factorscan lead to delays in softwarand

better yeadcompared to an averagef 68.4% for applications developmertifficulties for small

developers, publishenrztailersand servicesombined innovative businesses outside major industry centres,

and 43.4% of developers indicated they weteeady or relocation of activities tother countries.

to face the evolution of the industgmpared to Demand for highly specialised skills is expected to

50.1% for developers, publishersngees, and intersify as the complexity of gamgsows and if

retailers combined e v e | egpenses td their the life cycle of game generations shortens and

readiness for the future are worth noting: requres more sophisticated signcapabilities.

# We have to move to a digital distribution method as *# Female employedhe share of female employees
the traditional system is broked ursustainable in in the industry is relatively lpand most of those
our view. who do work in the industry aivolved in

administrative, marketing or managerial

¢ We reed to generate morevenueand access to occupations. The low I&wé female participation
funding is extremely important lacking in the inthe industry may be a barrier to providing a
current climate. broader focus on female concepts and content.

¢ Wedll continue to run preojghdgenient hnd brdafisatibtirdgerndnteskills, | a s s
scheme of financing/publishing while trying to organisatiorand information flows have beseen
broaden income from browbesed and freeo- as impediments to growth. The industfyagmented
play titles. in many contries with separation betwedifferent

parts of the software development and hardware

The future igery positive, with lots of interest, but and infrastructier parts of the value chain.

the economic climate today represents a serious
challenge as budgets are squeezed and cash flow & Financing issu@keintangible nature of the
issues are challenging for batblishers and product(games software and graphigsans that
developers alike. the usual financial institutions maywish to

_ . finance devieopmentThe structure of the industry
The OECDOIn its 2005 reportDigital Broadband Comie :
The online computer and video game inddstrtified meangames publishers and games portadeym

. . wish to have partly or fullgeveloped products
gﬁﬂzlrz\t/%mg ddazig)ppnzlg-rzg;f games industry that are before signing contracts with developers, which

places the finacial burden on sriidirms with only
+ Connectiyt Although broadband idiffusing one or a few products and a short track record.
rapidly, there are stiltountries with low

, These cHeenges are even more acute firms
penetration and @average Also lowspeed Internet

attempting to enter international markets.
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NESTA (2008¥entified similar barriers to the OECD, # For most positions|aries for games workers in

referred to as structuraveaknesses, whiale also Australia are well below salaries for games
applicabletoAusr al i ads games i ndu sworkers.in CaradasFeandgnited Kingdom, and
weaknesses amngnsustainable businessdels and UnitedStateg UK Trade & Investment 2007)

barriers to financedimited knowledge transfer with . 5 )

other creative suBectors; andack ofgenerous public ¢ Australiads games industr)
support for gameselelopment, divertg resources lowest competitiveness rating out of seven countries,

and talent away to countries that provide industry with and the United States recorded the highest

support e.gFrance, SingaporepmeUSstates. competitiveness rating, followed by Canada and

the United Kingdom (UK Tea& Investment 2007).
Strengths otountries with high competitiess
4.6 Chapter summary ratingsincludea) generationof world-class AAA P

. . . _ . b)beinghometotheror | dds maj or pub
This chapter focussed on the international environment in companies and Ieadinlg developerya workforce

which AustraliadsKeytniegs | n ddigoHdcls cPeRtife’afd teBhhicallent;
are as follows: d) government funding and suppa} large retail

¢ The games industry is experienaihg greater marketsf) crosdertilisation from other wordlass
concentratioand conglomeration of publisgiand media industriegj) ongoing technology innovation;

distribution capabilitiedy) increased licensing of andh)a nglOOtTl path between_ulnive_rsitli&s and
intellectual property from real werland other commercénatallows commercialisationrew

media resources)a dectease in the production of technology

independent gamesaind d) anincreasing trend + Theglobal videogames markeis expected to
towards sequels, myftiatform licenses, and growfrom US$52.5 billion in 2009 to US$86.8
derivativegame ideagKerr& Cawley2009). billionin 2014, drivenby a) new games for the

current generation of consolbygxpansion of the
online marketg) introduction ohext generationof
consoleg]) increasingopularity ofmassive
multiplayer online gameBIMOG39 with

#+ There are differences in the American, the
European, and the Asian markets in terms of
preferred platforms andcontent, infrastructure,
regulatiors, and payment systenfBreston et al.

2009). subscription fees and microtransactiepgrowth
of casual gameselping to expand the

+ Global Software Development (GSB)pn the rise demographic base and stimulate spending;
due toa) reduced developmembsts due to salary f) growth of smartphones with impedwgraphic
savingsb) reduced development duratiat),closer capabilities, stimulatindgemand for wireless
proximity to markets and customers; dhdew gamesjg) new application stores making the
opportunities.g. potential access to a larger and purchasing of games more ufgendly; and
better-skiled developer poo(Conchuir et al. h)growth of 3G networkwith their faster speeds,
2009). enabling wireless games to approach the quality of

o console gaes(PricewaterhouseCoop&@10).
# The diffusion of broadband Interreatcess;

increasing investment in R&D leading to advances # Issues related twonnectivity, legal framewak

in game features, infrastructure, hardware and micrepayment gstems, availability of skilled
software; and changing player demographics are female employees, anagement and organisation,
leading tonew business models (OEXDD5). financing issugkack of public support, and limited
Although théraditional models for console games knowledge transfer witbther creative subectors
and standalore PC games remain dominant, are barriers toindustrygrowth(OECI2005;
subscriptions anmdicrotransetiors are rapidly NESTA 2008

increasing in popularity. . .
g1h pop y + When surveyed in 2009,anes businessasund

# The United States accounts for the largest share of theworldhad ounbridled opti mi:
games studios in the wofl@amedevmap.com due to the predicted strong increase in revenues
2010). Only 3% of all studios artwcatedin from digital distribution anMMOs, new business
Australia. The regions of North America and models, new audiences, and new lines of business.
Europe, Middle East and &fn are losing market However, gmesdevelopers werdessoptimistic
shareof the global video games markethereas than publishersetailers, andbutsouring and
the Asia Pacific regior gaining markieshareIn service providerabout 2010 and less confident
the Asia Pacific regiodapan is losing market about their ability to &ce the evolution dhe
sharewhereas China is significaritigreasing industry(Games Connection Rese&609).
market share andlikelytos ur pass Japands
mar ket share by 2014s. Australiads mar ket share

declining(PricewaterhouseCoopers 2010)
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5. Skilling ofdigital games workers

*

Digital Content Industry Roadmapping $2005)

This chapter of the repopresents key findings from
existing Australianreports that provide insights into
the skilling of wor ker s
industry. It then describesgovernment supporior
Austr al i adustry; garmes edsication and
training provisionn Australia skills standards and
competenciesnd issues related tthe education and
training of games workersas well as proposed
solutions to address these issudee chapter also
comparesskill requirements and industnyiversity
linkagesin Augfalia with thosen selected countries.
The concludingchapter (Chapter 6) draws together
findings fromthe consolidation studgiscusses areas
that stakeholders could investgaturther, and

explains the process to complete the second report
for this sudy, Future Skills Stratedgr Aust r al

# Analysis of skills and training issues affecting the
i foitalcgntent ndpsttP08Sy s di gi t al
#+ Unlocking the Potential: Digital content industry
action agend§2005)

#+ Digital Content Industiyiscussion Pag2006)

gal

# Review of the Digital Games Development: Game
Art, Animation and Programmii2§09)

The focus of most reports has been on the demand side
of the skills equation with less emphasis on the supply
solutbns, with some attentionttow the supply and
demand sides can productively interact. Each report
qte ?%ngs from preceding reports audually

e

3¢ rep t an advance or progression in responding to
Digizl GErmes ey s i ssues in Australiabd
o ] The Victorian@v er nment produced Au
5.1 ExistingAustralianreportsrelevant to digital games policy document in 20@Bame Plawas
the skilling of games workers followed by Game Plan: the Next LeweNovember
2001 and Game Plan: Game @nFebruary 2003
Thekey Australiarreportsproducedover the last (Multimedia Victoria 2003)r'he policies articulated in
decade echo the same sentiments aBouts t r a | i a iese documenitsd to anumber of actions focussed on
gamesindusty workforce some of which UK Trade and  developing skillsf Victorian games workers
Investment (2007) expressed in its statement in the . . .
. R ) Networkingoetweenindustry and education sectors
below box. The reports discussed in this chapter are: to develop curriculum
¢ Vi ct Game BI&EZ00) whichwas followed + Promoting careers in computer game development
by Game Plan: the Next LewmeNovember 2001, to Victorian secondary students
and Game PlarGame Orin February 2003 y
. - + Working closely with both the Australian Centre for
¢ Producing Digital Cont@002) the Moving Image and the State Library of Victoria
# From reel to unreal: Inquiry into the future ;
opportunities for Australia's film, animation, special Frofessional development for ICT teachers.
effects and electronic games indu$h@€s!)
An internationalhscoped research report prepardyy which UK Trade and Investment (20272.2) for the UK
Government described Australiafds games industry as|l ver
gaining skills overseas.
Australiads digital games devel opment wbDuetofhlmdkofdighafit er

quality experienced indigenous development staff, many larger developers have to recruit from overseas, making it an
expensiveg(g.interviews and reloaati costs) and difficult proce&s we have seen, many staff learn their trsetseas.
The size of the sector means that the kernel of experienced developers disseminates its knowledge slowly through the ind
the few gamefcused business angels reinvest iuptavery rarely, and the track record of major titles théd thteidios
output grows only slowly. Stimulating the sector via grants and other forms of government funding, encouraging linkages
bet ween universities and studios, and endeavougthing to
problem, which are arguably bearing some fruit, but the challenge for a tiny sector in a country of 20 million people is
inherently |l ong term in nature. A disproportionately h
staff and senior management are-Aastralian nationals, particularly UK and USA nationals. The potential impact of the loss
of these staff is elevated as a result. Staff replacement times are high due to relative geographic isolation
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In 2002, he AustraliarDepartment of Communication
Information Technology and the Adsmissioned
Cutler& Company to prepare the reporoducing
Digital Contenin thechapter on human cagitfor
electronic gametheydescribedthe skills needs of the
industry as follows

Successful game developer companies need to be ab
attract, retain, and manage complex people teams. Th
following list summarises the actual skills profilmajoa
game developeBO0 artists 28 programmers designers
2 producersand12 system developers.

Game developers need people who can write lean codg

can develop titles in real tirmend on time and on budget.

There is a premium for proj@etnagement skills.

There is an observable difference between the career
and skills of the entrepreneurs founding and growing
enterprises in the games market, and the profile of spe
workers within the industry. Enterprise entrepreneurs i
industry are characterised by some eclectic mix of pub
passion, entrepreneurial flair and a commercial incenti
try and recoup a return on the investment of their swed
equity. The industry leadership group represented by t
members of the Gamevelopers Association are
quintessential information economy entrepreneurs.

The employee labour force is very different. As in film
television, the games labour force is motivated by the
of the current project, the attractiveness of being part ¢
specific team environment, and the ability to recoup in
creative rewards.

The growing availability of specialist vocational training
creating entry options into this industry, such as the te
programmes in 3D animation, real time praahyethd
interactive script development. It is noteworthy that sty
graduating from traditional film and television program
now see games development as a new and attractive
option. One interviewee commented on the high propg
of script witing graduates who now go straight into the
games industry.

There are strong informal networks between workers i
games industry, reflected in email lists and regular puk
nights. There is evidence that a sense of membership
community matters.sTihas implications for consideratior
industry clustering.

(Cutler & Company 2002, pp. 234)

The distinction between the attributes of entrepreneurs

creating game development companies and the
employees of those companies is not made in other

reports. Many histories of the games industry tell the

stories of successful games industry entrepremlears
started out as games designers or develoffens
example Australian Centréor the Moving Image
2008a; 2008b). Other reports cite the value of

technicians who demonstrate entrepreneurial skills and

business leaders who have a technical backgr@and
example, Aasheinti & William<009).

e to
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s, The report for thédouse of Representatives Standing
Committen Communications, Information Technology,
and the ArtsFrom reel to unreal: Inquiry into the future
opportunities for Australia's film, animatianakpiects
and electronic games indus(fi6684), examinedthe

film, animation, speciaffects and electronic games
industries. It received a large number of submissions
from allsegments of the digital content industry. Those
making submissiansluded companiesdustry
associations, education and training providerd
government agencieBhe terms of reference for the
inquiry included the direction to reportadhe skills
roequired tofacilitate future growth in these industries
and the cacity of the education and training system
to meetthesedemar@s ( p. xi ) .

e, an

ths! Ne report founthat mosskills needed in each of the
digital content industry segments were traasie
cialisRCross segments, aticitthe potential for transference

h the is likely tomcrease as these segments further converge

lishin@p- Xxix). Limits to convergence were noted:

The commercial realities of games and films are quite
different and, therefore, there are likely to be limits to
convergence. As TWhédmanEconol
trend vill continue to be to make games from films, not
vice versa. Indeéd publishers are starting to think

twice about selling the rights to their games, since a

bad film adaptatiod over which the game publisher

has little contrd can tarnish a lucrativame

franchise. There could turn out to be limits to the
cosiness between the two industries af{pr &#.7)

-+

rinsic

)i To whatever extent it proves feasible, enactment of

tiary converging technologies needs specific skills and this
was a theme of th&overnment fundel training think
dentgank I TSkills Hubin their submission:

€ currently there are ver)
capability to author interactive content or to develop

new iTV applications. There is no formal education

and training in the disciplines necessatiyef

integration of content production, software,
telecommunications and applications development. A
critical priority for Australia is the development of

formal education and training in this field and the

support and resourcing of organisations tadgerov

such education and trainifpy.120)

mes
career

rtion

The commitment of IT Skills Hub to convergence is
perhaps ironically reflected in their closure in 2005 as
part of toeconsobdhté resourcestand reduce
fragmentation of ICT industry representation a@oss
number of (aublissiatementby Bkillss 6
Hub CEO Brian Donovanblished online at itwire.com
on 15 May 20095.

The inadequacy of existing training and education
programs to meet the needs of industry was a recurring
theme. The failure dfaining providers to develop
content in consultation with industry was identified as
causal. Robert Walsh, CEO of Krome Studios made the
point well:
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Being really honest, | am the largest employer in
Australia and | have no interaction with any of the
govenment institutions when it comes to training and
education. Not one of them comes and knocks on my

Wor ki ng

in Austral:@

Table 5. Findings relevant tine gamesindustryfromthe

2005 Committee of Inquiipto the future
opportunitiedor Australia's filmanimation, special
effects andelectronic games industries

door and asks me what | w§pt.23)

Issue

Recommended approach

Table 5summariseskill gaps, training systassues

and remmmended approaches relevanthe digital
games industry that were identified in the submis#ions.
has been derived from an examination of thkled

report andrelevantindividual submissiodskey

feature is the similarity of issueised across each of
theindustry segments, and sinijaof approaches

A Rapidly expanding
industry facing skill gaps
and needing rapid
response

A Courses need to better
reflect industry needs

A Course accreditation
processieeds to be
streamlined so as speegb
development and review
cycles

recommended to address these issues

The report made 42 recommendations, four of which

A Existing employees and
new recruits need to be
up-skilled

A Stronger interaction
between education
providers and industry

were specifically concerned with skills.

# Recommendatioi: IThe Committee recommends
that CREATE Australia and its expected successor,
the Business and Innovation Industry Skill Council,
increase communication between industry and

A Lack of local experience
and skills necessitates
expensive andime
consuming overseas
recruitment

A Industry has taken initiativ
to respond but needs
support

training providers and accreditation bodies to
reduce skill gaps through the faliog process:

A Graduates are not work
ready

A Need to have major revie
of content of courses

A
A

A roundtable to establish informal links

Regular surveys to establish a database
whereby industry specifies projected needs
and providers specifprojected facilities and
programs.

Recommendation Tthe Committee recommends

A Courses do not cover
generic skills such as tin
management, project
management, r&d team
work

A Teachers need to have ha
industry experience

A Courses may need to be
longer to include necessa
content

A Students need to learn sk
within the context of an
operating business

that theAustralian Gvernment, in cooperation with
Sate and Territory Gvernments, adapt
apprenticeship and etihe-job training programs to
take into account the particular needs of Australia's
film, animation, special effects and electronic
gamesindustries. Baase of the nature of these

A Capacity to excel while
working in inter
disciplinary teams is
needed

A Skills to work in teams
combining technical,
creative and business
management need to be
taught

industries, it seems likely that the establishment of
group training companies will assist. Additionally,
the ABC and SBS can be expected to be actively
involved in these programs.

Recommendation e Committee recommends

A Shortage of opportunitie
for structured otthe-job
training such as
traineeships and
internships

A Expand number of
available places

A Provide funding and
incentives to support
business to take on intern
and trainees

that the Australian G@arnment work with national
and State accreditation bodies to decrease red
tape and time in accrediting courses relevant to the

A An apprenticestyle mode
may be useful for some

jobs

A Trial an apprenticestyle
model

industries examined in this inquiry and publish
performance information on the timeliness of

accrediting thescourses.

Recommendatid@®: The Committee recommends
that, in line with recommendation 28_efrning to
Work, the report of the House of Representatives
Standing Committee on Education and Traithiag,
Australian National Training AuthoriyNTA

recdve additional funding to facilitate the
development of qualifications and industry links in
thenew and emerging industries examined in this
inquiry.

Thest atus of the Government 6:
was citedon 21J u n e 2 UHegbvemraento

response will be finalised in the light of the outcomes of

the Review of th@ustralian @vernment Film Funding

Suppor6t ( Parl i ament of Austral
tabled status on 25 June 2009 was given as the
0Speaker wrote to tmhtee c ommi
informed no f ur tPaliamentefspons
Australia, Hansard).
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The Australian Interactive Media Industry Association  Recognising the limited utility of such broadly scoped

(2005) commissioned tidgital Content Industry skillssets, they then commenteadfull definition of
Roadmapping Stuidyexamine thereation, occupations in shortage and skills gaps would require a
development and commetiggation of intellectual wi de rangi ng s uyondghescppepf. Th

property (IP) in digal media, including games. It was thisstudy A structured program of industry research is
commissioned as partoftBeo v e r nDigétah t & s a major recommendation of this regort ( p They4 0 )
Content Industry Action Ageadd provided went on to sayd @mes is an emerging sector that is
information for théJnlocking the Potentigort The experiencing strong global growth. As games become
RoadmappingStudy added to the body of knowledge more sophisticated larger teams (and budgets) and a
about skills issues in the digital games industry to the  broader range of skills are required. The industry is
extent of quantifying the issue and adding detail to the currently reporting globakills shortages (p. 43)

known profile of the industry.
P y A group ofsenior idustry leaders appointed by

Keyskiltrelated findings from thstudyare as follows: Government (the Strategic Industry Leaders Group or
. . ! ) SILGprepared theUnlocking the Potential: Digital

¢ Creative skills are thardest to find and easiestto  gntent industry action agergfzort (DCITA 2005)
lose Overall, a quarter of the industry indicated Members of the SILG were drawn from across the
difficultiesrecruiting staff, rising towards a third spectrum of digal content creators, developers and
amongst the larger entities and those producing — pyplishers. The SILG consulted with almost 50 key
software. Those who experienced difficulty found  jhqustry organisations and other stakeholders. While
creative skills anthen management skills the most s report did not devote specific attention to the
difficult to find. Almost half of all companies digital games sector of the digital content industries,
indicating difficulties nominated deS|gn/creat|ve_ as  gameswere frequently cited to illustrate particular
the hardest to source, compared to 37% who cited  yoints throughout the report. This is in contrast to other
management skills. Companies said the danger of  jgital content reports which maintained an almost
losing design and creatiwaff to overseas firms exclusively generic focie ke issues identified in the

was very real, particularly in the computer games,  yeport reiterate thoselocumented in pceding reports:
animation and visual effects sectors (p. 5).

Despite a large supply of skilled graduates from

¢ University and TAFE graduates were not ) over 320 university and vocational education
considered oj obandTAREdY 6. UfainNgchupsés! the @dected 20,000 graduates are
institutiond particular, were not considered to not industry ready. Industry is trying to fill the gap,
produce students with sound technical, creative, but without an overall framework docreditation or
business or team skills. Companies reported that support that sufficiently recognises industry based
graduates tended to ovegstimate their own training. The government attaches high priority to
capabilities and had not been adequately addressing chronic skills shortages because of their
prepared for the fact that technicians needed more threat to productivity and economic growth. In the
than software competee to be effective team context of a rapidly growing iastry, which is
members. Graduates rarely had the requisite important to the productivity of many other
project skills, such as deadline sensitivity (p. 6). industries, the issue of skills and training is even more

+ Experienced technicians are difficult to find. A acute(p. 10)

number of companies indicated they had turned to
importing international skide acontract basis.

This was patrticularly true for projects that required
either rapid up scaling, or required highly specialist
skills (p. 6).

The Australiabepartment oCommunications
Information Technology and the Arts (DCITA)

The report made a number of key recommendations
covering what were descri bed
a r eaf which skilland training was onén relation to

skills and traininghe grouprecommended:

# achievinggreater recognition of, and much faster
accreditation for, industityased training activity

commissioned Buchan Conguli005) to prepare the # demonstrating and promoting the feasibility of
report, Analysis of skills and training issues affecting the successful industrgsedtraining models or

digital content industgs part of theDigital Content exemplars to the Digital Content Industry,
Industry Action Agendad to inform it&Jnlocking the education and government for use nationally and
Potentiateport. to support employer involvement

In order to prepare their report, Buch@onsulting #+ improving linkages between industry, education,
analysed the submissions made by companies and TAFHnstitutionsuniversitiesnnovation & Business
associations to thearlier Pariamentary Reviewrom SkillsAustralia(IBSA) and training providers

Reel to Unreagdnd conducted interviews. They commencing with a roundtable discussion on

identified skills gaps within the games industeyc r 0 s s industrybased training models
a spectrum of design, programming andgucer
c at e g@ucliae Gonsultiagos, p.40). (DCITA 2005, p. 13)
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Specifically, the report claims that universities, TAFE
institutionand private training providers aranot
targeting &ills gaps within the industry, particularly to
meet future growth markets in eLearning, architecture,
planning, health, mobile content and games despite
enrolments(p. xx)

The report also found that businesses are forced to do
too much of its own tramngj:

Many Digital Content Industry organisations are
required to maintain internal training structures to
ensure graduates and employees contribute the
competitivekills setsequired, such as sound
technicalgreative, marketing, businésam and
projectmanagement skills. As software products
change approximately every nine months, industrie
are seeking the necessary technical and cs&dlive
setsas well as essential problem solving skills and
the ability to adapt quickly to the dynamic
technology(p. 27)

Other jurisdictiong.@.the United Kingdontlaim that
many of these skills are not trainable outside the
wor kplace, or what has
actually personal attributes.. creativity, flexibility,
resourcefulness).

b

Arguably,the reportdo date added little to what was
known in 200Gnd 2002 with the publication of the
Vidorian Games series of reporfheDigital Content
Industry: Options for national vocational qualifications.
Discussion Pagemovation &usiness BkAustralia
2006) changed that by proposing a training
framework within which digital content skills could be
conceptualised and taught. However, the change was
limited to training delivered by the vocational training

Working in Australiads C

The way in which Interactive Digital Media deals with Games
is relatively complex. There are two sectors in the electronic
games industfythose developers who are providing lo

level (Flash, Director based) Internet anRCGHM games,

and those studios (the large commercial enterprises)

providing video games for Sony Playstation 2, Nintendpo,

Xbox and mobile devices such as mobile phones, PDAs, Sony
PSP, Gamecube, Nintendo DS aumth s

In the former case, skills and knowledge in a Diploma gnd
Advanced Diploma of Interactive Digital Media should pe
sufficient for design, graphic art and basic authoring (Hlash,
Director). Units in CUF01 on games principles and degigning
multimedia ducts should suffice for low level games, pnd
the use of game principles in the development of interactive
applications such agearning. For more complex systengs,
stills running off PC or Internet, the Diploma of Informdtion
Technology (Software Depatent) ICA50705 should
suffice.

It is the second sector of video and mobile games whefre the
skill demands are much greater. This sector of the games
industry has traditionally recruited programmers from
university Computer Science and/or Computer Enginegri
courses and private providers. Educational institutions| e
believe they could target courses better if they had more
direct access to developer kits from multinational
corporations such as Sony and Microsoft. The video g
sector recruits graphic artisten a wide background,
includingned i gi t al artists. Th
graduates because they feel these graduates have no
appreciation of games technology and programming
constraints. Opportunities for work as games dwssigné
to ariseonly after havingnany years experience in the
industnd usually 10 years or more. Sometimes people fin
these positions come from film and television backgrodinds.

(Innovation & Business Skills Aust2ali®, p. 20)

sector and had no implications for tiréversity sector.

The discussion paper acknowledged that some
education and training providers hddveloped
accredited courses and written additional units of
competency to cover gapsthe existing training
package structure. It was proposed that, whmssible
and desirable, these units be incorporated into the
revised qualification§.he gamespecific section of the
discussion paper is reproducadhebox on the right.

Followingcirculation of the discussion paper and
consultation, the multimediaalifications and units of

film production (primary releagbrough cinemas)
television production

radio broadcasting

* &+ + &

interactive digital media (e.g. electronic games,
websites, educationegsources).

TheScreen and Media Training Packdge seebetter
integration with other
coverage For exampleskills setkave been introduced

qgual

competency in thEilm, Television, Radio and Multimedia which provide pathways into tBéploma of Screen and

Training Packag€UF01Wwere replaced with the

Screen and Media Training PacK&jé~07) in January
2008 (and revised in November 200@ational

Training Information Sece2010a). The new title

'Screen and Medias said tareflect industry
convergence arising from new production techniques in
the digital age. The industry coverage remains the
same as for CUF01; namely creative, management,
administration and technigabduction roles in the
screen and media industries, which encompass:

Mediaas well as into qualifications in tBagess
Services Training Pack#88BO0Y.

Innovation & Business Skills Australia released its report,
Reviewof the Digital Games Development: Game Art,
Animation and Programmind>ecember 2009. The
report aims to o0inform any
provide business and workers in this sector with the skills
required to succeed lilbday a
proposed five recommendati o
development of qualifications, skills sets and units of
competencies for digital games development and the
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related areas of game art, animation and #+ Skills shortage&ames software and application
programmingdé (p. 5); and t oprogrenaners @spenially @++)binteractive media
employerf or gr aduatagewistkh | ¢ Is @ rsphdulsts, games database developers and
can oOdeploy i mproved ways tailmipstratocsu3D eendgrershecisniciank, and

keep pace with constantly changing platforms and business managers (p. 21)
cosumer pr ef er eensommendatiohsp . 22. he i o ) )

effects,3D and virtualisation, 3D digital art and

# RecommendationThe current national rendering, interactive multimedia, mobile games
gualifications in IBSA Training Packages do not and applications, mental fitness and applications,
satisfy current or future needs of the digital games mental fithess and business tools, and virtual and
development, 3D digital art, animation, or game online games (p. 12).
programming needs. To give better coverage it is .
recommended a Diploma in Digi@hmes Arguably, the reportto date may have added littldo
Development and Interactive Applications be what was known in 2000 with the publication of the
developed. This mayecomplimented by a Victorian Games series of repmriThe industry
CertificatelV that is either a standalone continues to face the following key skills issues, some of
qualification or an exit point within the Diploma. ~ Which may be due tmfrastructure or systec

anomalies in existence at the time of the reports
# Recommendationiew units of competency should . o . )
be written to enhanceoverage of skills and + Rapidlyexpanding industry (until recently) facing

knowledge required in the areas of digital content ongoing skills shortages and gaps

Cf?a“?.”’ gamgs q$ve|_loptment, 3Dand digital art, 4 |nsyfficient/ineffective linkages between industry
animation, and virtuafisation. and education and training providers

+ Recommendation@areer pathways should be .
promoted that are broader than the games
development séar by ensuring qualifications
provide core competencies and elective streams # Lack of local experience and skills necessitates
allowing specialisation in vocational pathways that expensive and timeonsuming overseas recruitment
already exist or are emerging.

Rapid pace of change in thiedustry means workers
need access to ongoing education and training

# The mismatch of graduate skills and industry needs

+ RecommendationEntry level qualifications tine indicated by graduates who are not vkeready
Screen and Media Training Packa@tJFQ07 and and lack generic skills such as time management,
Information and Communications Technology project management, and team work

Training Packagd@AO09 should be enhanced to o ] , )
better promote not just the foundation or essential ~ # Critical importance of certain ntechnical skills
skills in new media and digital content creation, but

to promote articulation of graduates from these Teachers with insufficient industry experience

qualifications into further learning and work + Shortages of structured-time-job training such as
relating to the digital games development and 3D apprenticeslpis, traineeships and internships,
and interactive media vocational outcomes. exacerbated by a lack of funding and incentives to

+ Recommendation®heskills set&lentified as support business to offer-tejob training

relating to games development, gaiug, 52 Government s u or t fC
animation and programming should mebeded ' diaital aames industr PP
within the proposed qualifications and endorsed as 9 9 y

part of a national Training Package. The Australian and State Governments have attempted

The report also proposed a drafftigital Games to address some of the above issues.

Development Competency Frame(geekon the next In response to concerns about the quality and relevance
page) toshow the_ vocational domalrjs (central circle) of education and training for the games industry
and related vocational roles (outer ringjtth existing VET training packageave beeroverhauled

qualifications should cové&eport recommendations and newVET training package for Screen and Media
and the framework structure considedednand forthe released which includes specific games deaih

competencies and qualifications, current skills Shortagesdevelopment componen&ecommendations in

and emerging vocational activities: Il nhovation & Business Skill
Review of the Digital Games Development: Game Art,
Animation andrBgrammingaim to inform the

development of qualifications that improve the
employability of graduates and better meet the skills

needs of employers.

+ Competencies and qualificatiBesnand for
foundation/essential skills in nevediaand digital
content creation; and programming and 3D
rendering skills in enggng activities (p. 18)
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Figure 21. Digital Game®Development CompetenEyamework

Source: IBSA 2009, p. 3

In February 2009the Australian Governmdatinched
the $17 milliorCreative Industries Innovation Centre
(CIIC) to provide services for creative practitioners and

businesses of all sizes. Its education and training service

# Innovation Progranthis progranfundsthe
development and/or production of innovative,
dynamic muHplatform and singlelatform

assis businesses, including games businesses, which are including, but not limited to, contdnh websites,
r eimtteractivettelegisiod (iTV)eappidationsaral | ent e d
aimadactivenontentefar lsandheldelevices includirggv e | o

finding it odifficult to
by oworking with industry
training opportunities and guidelines for professional
practitioners and business managér such as:

smartphones, and online, PC, and console games

(Screen Australia 2010b)

interactive media of any duration, format, or type,

C

# undergraduate Oenter pri $8mes®Mparies &rdeligibi frdsienblificder nshi p

opportunities

#+ skills development, leadership master and
entrepreneurial business training

#+ postgraduate commercialisation and kxamw
# training and educatiofor specific creative sectors.
(Enterprise Conne2d09)

The Australian Governmettdéofunds Screen Australia
to provide programs games developeanapply for:

# Serious Games InitiatiVligoint initiative of
Screen Australia andBC Televisidondsthree
teams to attend a workshop to develop their
serious game idea, with the assistance of
internationabnd local mentsr and then funds one
of these teamto produce thegame(Serious
Games Initiative 2010)

Research and Development (R&D) Tax Cieatits
intended to replacg¢he Research and Developren

(R&D)Tax ConcessioBmall companies with an annual
aggregate turnover of less the $20 million are eligible

for a 45% tax offset (equivalent to a deduction of

150%) for their R&D activities. Companies with an

annual turnover of $20 million are eligibter a 40%
tax offset (equivalent to a deduction of 133%).

The Australian Governméats provided financial

assistance for games developers to develop export
markets through its Export Market Development Grants
schemeAdministered by Austrade, the schemavijded
$640,000 to computer games service businesses between

2003/2004 and 2008/2009 ( Screen Australia.d.).

However, this amount only represents 2% of total funding
allocated to audiovisual industries, and games services

businesses have not received grants since

2006/2007. The film industry receiveatound70% of
the schemeds f weadperiodg over
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From 2003 to 2010, the Australian Government funded
the Australasian Cooperative Research Centre for
Interaction Desigi\CID &o innovatenew ideas and
generate new knowledge and understandings across
the spectr um o.fSomeoftiteprogast i
involved thegamesindustry

Despite these initiatives, there continubs @ callfor
more government support to achieve a sustégngdimes
industry, particularly givethe currentvolatility of the
marketandt h e i nndhiligy to retaif istellectual
property (Screen Australia 20a) Inits submission to the
Austral i a Rewew ef Austmakan Fildh Bunding
theGames@Bvel oper sd Ass@wb)at i
criticised the Government
entertainment for not providing a level playing field,
skewing investment into the film and television sectors.
One of the initiatives proposed by tlBEDAAat the time
was a $40 million Games Investment Fund with
institutional and individual components.

Victoriaand Queenslandre themainStates that
providedirectsupport to thegames industrynitiatives
previously or currentivailable at a State levelhat
contributeo the skilling of games workenglude:

+ the worldfirst Sony PlayStation 2, Xbox, and Xbox
360 development kit programs (Victoria)

#+ funding a motion capture studio at Deakin
University (Victoria)

# assisting local game development companies to
attend key overseas game shows sudheas
Games Developers Conferenéekyo Game
Show LeipzigGames Conventipand Game
Connection Europe held.iyon (Victoria)

# supporting events such aan& Connect Asia
Pacific (GCARINd eGames expo (Victoria)

+ new games development courses by educational
institutions such ¥&toria University, QANTM and
the Academy of Interactive Entertainment (Victoria)

* Fi | m VDigtal Media Rrdiotypingifdthat
offers gameslevelopers up to $500,000 to help
develop a proofof-concept prototype and attract
a publisher; up to $800 to develop cross
platform strategies; and a scoping program that
offers up to $5000 to enable producers to
research the viability of digital proj¢s. The
Victorian Governmemialvedfunding for these
programsin its2010/2011 budget (Digital Life
2010). In 2010, there was a review &ilm
Vi c t suiteiofdidital media suite of
programmesilt recently announced @&ames
Investment Prograhmat provides funding of up to
$100,000 and no more than 50% of the project
budget to assist game developers to create a
prototype or a full game on any distribution
platform (Film Victori2010).

« Film Vi aods

ctori digital

Wor king in Australiads

# Game Plawhich offes 25 new vocational training
placements to fill skills gaps in specialised industry
roles (Victoria)

the Interactiv, es Industry Packagéh
J n$80%'%0%°|0v r?oaéryears from 2008Queensland)

#+ the introduction of thBachelor of Games and
Inteactive Entertainmextturse at the Quesland
University of Technology

#+ funding support for th€reative Business
Benchmarkea tool available to creative
businesses, including games developers, which

0 nprePafes ofidiodnised Behchraarker reports that

C

0 scomparéti® peNdiniakice 6f irflilaribusifegsed | v e s

(Queensland). The tdws beercustomised for the
games industry to includesaction dedicated to
skills and education.

# Sout h Abigtal TomdrrovaRiograams to
improve skills pathways, support digital mesteart
up programsand encourage innovation by digital
media companies operating in that State. Projects
within the program include Tomorrow Pathways,
Tomorrow Entrepreneur, Tomorrow Worlds,
Tomorrow Studios, Tomorrow Start, and Tomorrow IP

# As part of the New South
millionDigital Economy StratedlyeDigital Media
Initiativewill provide $1.5 million a year for three
years to support digital content, commencing in
2010/11. It will provide development grants of up
$50,000 for early stage development; up to
$250,000 for advanced projects with strong
commercial potential; and amounts above
$250,000 in speciatases involving projects with
exceptional commercial potential and market
interestlt will also support businesgethe State
to atterd key international conferences.

(Australian Government Cultural Po2@07; New South
Wales Department of State and Regional Developréés;
QUT Creative Enterprise Austréli210; CCl& Queensland
Governmen2010; Film Victori&2010; Skills Hul2010; Game
Devel oper s8 As s2006;iSauthiAasmaliao f
Department of Trade & Economic Developra@h®; New
South Walesndustry and Investment 2010

5.3 Educationandtrainingg f Austr al

games workers

Government (through subsided fees), employers, and
individualfundeducation and training courses relevant
to the games industmppendix 6 listsgames and
gamesrelated courses offered bgroviders in Australia.
Examples ofaurses include tigacheloof Games and
Virtual Worlds (Programmin@achelor of Interactive
EntertainmefGames Desigizames Programming or
Animatiormajor$, Advanced Diploma of Professional
Game Developmdirt or Software Development
majos) Advanced Diploma of Screen Btatlia (Game
Artist) and short courses likaracter Creaticand 3D

StciodViaxgfor Gaing Makiads hi p gr ant s
ccl |41
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John Cass, Managing Director of IMC Academy, said
that degree programs offered by universities are
better than short courses because fireyide amuch
broader body of knowledge:

Wor ki

ng in

# maintain and improve training materials and
supporting products and services

provide advice on skills, training and workforce

Australiads

C

However, Mattheweffrey from Electronic Arttaimed
t hat

N . development to enterprises
Short courses tend to focus specifically on certain

types of software. Now, we all know that the specific As well as cultural anelated industries, and

type of software a student might learn might not be information andcommunications technology (the games
around forever What is importantisthatastudent i ndustry fits betweenget he t
learns how to leaend be adaptive. Once graduates includes business, printing gnaphic arts, finance,

learn a solid foundation in the thebwhy things and educatiorfIBSA 2008 IBSA manages the training

work the way they do, critical thinking skills and how packages that includ¢ET qualifications relevantttee

to learnd they can move from one program to games industnlCUF07Screen and Medéend ICA05

another and one style to another. Information and Communications

(PC Power Play 2010) Innovation & Busin&3lsills Australiaonducted the
Environmental Sca2010 Cultural & Creative

. Industrie§2010b) and the Environment Scai2010

game degrees are a O f@hdlionAdt CérimiafohrsSTRhNbIBgY Industries

The problem is that game degrees are almost like thg(2010c) Both scares) examinel the key challenges

latest fashion accessémll the universities are facing theindustries and consi@ertheir inpact on

running to set them up, but the students aren't being workforce development in order i) advise

prepared indrms of thekills setthey have. government oihdustry skills and workforce

(Elliott 2008) development needand on investment prioritis the

Australiatds 200, pl)sTeescaior (I BS
Bronwyn Luste®jrector of game recruitmecompany identified workforce chahges and critical future skills
Conkerberry, iseceptive to shoet courses:

€ they can be more focused and that some of the
yearlong ones tend to react a little more quickly to
changes in the industry than some of the longer

needed tomeetthese challenge$able 6showduture
skillsmostapplicableto the games industrguclas

business planning skills due to changing business and
employment structures, and IP protection and copyright
knowledgedue to the speed of technological change.

degrees. When you boil it down, a good short course

Tablé € Key chajlenges and hridcal fitdird skollsw@edso f
theogamesindustry 6 why 6 a's

we |

(of a year or two) wild.l
a good degree should offer
(PC Power Play 2010) Challenge

Until 2006,Cultural ResedrEducatioandTraining
Enterprise Austral@REATE Australeds the national
industry training advisory board on vocational
education and training for the artmedia and cultural
industries. It wagsponsible for working with industry,
unions, theational Imlustry Training Advisory Boards
(ITABs government, employers and employees to
ensure that the industry receives high quality, relevant
and accessible vocational exdtion and trainingThe
nationallnnovation & Business Skills Aus{ii&BA)
(2010a) and Stateindustry skills councils, sucthas
Creative Industry Skills Couf@ilieensland) and
Creative and Leisure Industries Co(igitoria) are
currentlyresponsible for providingETadvice on
workforce development and skiltsthecreative
industries, including g i t al

# provide integrated industry intelligence and advice
to governmentand Skills Australian workfoce
development and skilleeds(Note: as part of the
restructuring
following the adoption of th8killing Australia for
the Futuraitiative the Australian Government set
up the statutory authorit§kills Australj&o
provide advice on
and future workforce development askills
needs.

ofgerdemts t r al i

Australdi

Future skills needs

AThe speed of
technological
change

AIP protection and copyright,
converging technologies, and
Internet andligital business skills

AcChanging business
and employment
structures

AKnowledge management,
communications and customer
relations, and business planning

AThe global
economy and
business pressure

ABusiness management,
negotiations and collaboration,
and licensing, marketing and
commercialisation.

ADigital switchover

AProgramming and systems desig
or wireless deviceand
implementation and support of
wireless technologies

g a mie ®:. ' BS ’%@n%rgeﬁc@df the

digital economy

ads VET

AMobile applications and software
development, business
continuity/security, data farms,
servers and data consolidation,
and adaptability to diverse

a fhalistids and contexts.

(IBSA 2010b)

aods

current,
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In its 2009 review of digital games development (see
Section 5.1)BSAdentified the pimary demand for
skills sets theareas offoundation or essential skills in
new medh and web content creatipprogramming for
games ad 3D Interactive Mediagnd advanced
programming for virtual gamesd 3D environments

Table 7t a k e n  f srepart shiovia ®ighdemerging
vocational activities, a dieitionof these activities, and

industries relevant to these activities. The eight activities

are simulations, special effects, 3D and virtualisation,
3D digital art and rendering, interactive media, mobile
games and application, mental fithess and business
tools,and virtual and online games #i). Most of the
vocational activitiegim toprovide opportunities for
workers to acquire skills to develop serious games.

Wor king in Australiads

TheAdvancediploma of Professional Game
Development (offered by the Academy of
Interactive Entertairemt) was the most relevant
gualification.

The Australian Institute of Entertainment was a
respected provider with the most relevant courses.

There was low awareness of the range of national
courses and competencies available in their region.

6 Har d @itd gre dimation or programming
technical skills and knowledge were the most
relevant competencies.

Some patrticipants felt specialist digital art and
game design oriented qualificationgre most
relevant;othersfelt programming and IT

Some key findings from the industry consultation phase .
of the review are worth noting (IBSA 20@9. 28-32): development skswere mostelevant.
I BS AJ envitbrericanfor the cultural and
creative industriagentified Games Developer, 3D
Animator and Visual Effects as occupations and jobs

roles currently in demand.

+ Demand for games developess)imatorsspecial
effects, and software and applications
programmers will grow over the next three years.

Table 7. Emerging vocational adties for game development, game art, animation and programming skills

Vocational activity

Definition

Industry deployment & employment

A Simulations

A This includes walk through experiences, overviews
fly-throughs (architecture); or the modelling and
simulation of extraerrestrial environments or anator
training and strategy planning simulations and
scenarios.

A Defence, mining, government, health,
construction (building, architecture and
design), space research, manufacturing, 1
sales (motovehicles, real estate, IT, etc.),
environmental scanning, museums, and t

A Special effects

A Produce real life action using digital models and
effects. This is often used to reduce risk, enhance \
effects or emotional engagement, it can lower s
of production, or make the impossible possible

A Film, TV and entertainment

A 3D and
visualisation

A Evolving from digital domain of computer aided des
(CAD), this area covers 3D computer modelling,
computeigenerated animation, geospatial and 3D
mapsand crossections, 3D interactivity, 3D laser
scanning, prototyping, stereo projection technologit
motion capture for characters, and digital to direct
manufacture/production.

A Mining, urban design, manufacturing, proc
and industrial design, advertigiand
marketing

A 3D digital art and
rendering

A Unique creations where individuals can configure
avatars, environments and other digital asserts to
reflex unique, personal contexts.

A Advertising, ébusiness, education, health,
printing and graphic art, bugisspackaging,
and manufacturing

A Interactive media

A Creating interactive digital experiences that require
human input to affect outcomes.

A Education, health, mining, entertainment,
education and publishing

A Mobile games
and applications

A The growing demanfbr applications and games tha
are enabled by next generation phones (iPhone),
devices (handhelds), and telecommunications netw

A Telecommunications, retail and entertainn

A Mental fithess an
business tools

A The increased demand for tools to imprimtelligence
or test specialist knowledge.

A Telecommunications, entertainment, busi
fithessd physical and mental, education

A Virtual and online
games

A The development of virtual applications, tools and
environments. Paradoxically, this area draws a@hign
responsible for growing many of the other categorie

above.

A Entertainment, film and TV, tourism, and
estate

(IBSA 2009, p. 12)
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5.4 Skillsstandardsand competencie®f
games workers

Thissectiorof the chapter unpaclskills standards and
competencies for games workergé\ustralia and
elsewherelFor AustraliaSection 5.1 includes a
summary of Kk e yRewdes pfehe Digital o f
Games Development: Game Art, Animation and
Programmingncluding the proposedipbma in Digital
Games Development and Interactive Applicatidtas

draft Digital Games Development Competency
Frameworl0).

Industry feedback about thedfectiveness of games
courses sggstavailable game industry skills

standards and competencies documentation do not
adequately reflect the in
who are capable designers, sophisticated team players,
and innovatorKlineet al. (2003, p.199) poinid out:

Game developmentrequires a synthesis of
narrative, aesthetic, and technological skills to
conceive, plot, and program virtual worlds,
deploying the combined expertise of digital coders,
graphics designers, software tesserfptwriters,
animators, sound technicians, and musicians

The design and development process is collaborative,
involves teams working in a studio, and can take one to
two years for a higkend title(although mobile games
require less time to develpeusal of the digital

games online recruitment sites suggests the industry ha%killsWhiIe most of h eor

mobilised a new elite workforce. A unique combination
of digital artists and technicians working together in a
highly competitive fagtaced industry demands
experimentation ireemwork, charismatic leadership,
ultra-flexible schedules, opeapace work areas,
flattened hierarchies, stock options and participative
managemeniThese expectations may explain why
industry struggles find and keep the right people.

Preston et al2009) focussed on the requirements for
successful innovation in the digital media sédieit

case studies emphasighat technical skills,
competencies, and expertise arecessary but not
sufficient for successful industrial innovation strategies i
the digital media sectofThey concluded that four
knowledge domains provide the essential mix of
knowledge inputs to innovation in feetor:

# Technicdtnowledge

# The specific new 6soft
forms related to digital media authoring, dgsi
textual/editorial, and production functions, as well
as intangible (tacit, creative) knowledge such as
experience of, and building reputation through,
working on content titles

New policy knowledge that addresses the
specificities of the media sectardis better
attuned to its @ranistional and industrial culture

Wor ki n Australiads C
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#+ Sectorally specifibusinesentrepreneurial, policy,
and or regulatory knowledge

The Lake Washington Technical CollegdeasedSkills
standards for electiiergame content productiaon
2003. The 202 skitlstandards are exclusively

occu adtl:;o al technical knowledge (18andard} and
ski Is% rﬂﬁrds) grouped o 10 categories:
creation computera@nceptshardware, oftware, game
engine project mnagementtools art and design
conceptsquality control andesting and industry
concepts andnacticesThe only skills remotely similar
to the industryds need
team skills arén:

for

# communicatindesign concepts to clients and

technical team members
dustryos demand for peopl

# evaluating visual impact and technical limitations in
context of multiple plédrms and system
configurations

e

# selecting media type or combination of media

typesto communicate the content area

#+ illsin teaching others techniséllls.

UK&s Ski |l | sNatohal Oceupatonad e d t
Standards for Interactive Media and Computer Games
June 2009. Industry practitioners, employers and other
key stakeholders developed the standards to show
exactly what is required of professionals initidustry.
Thestandardsonsistob ¢ oskikssdhnd Osuppor ti
eskills are very technical

in nature, thgrominent firstorecompetency ¥/ork
Effectively in Interactive Mediais competencgpvers
highlevel attribu e s 0t hat everyone
interactive media needs, regardless of their role or

f u n c Saome of th@supporting skills fall within the
following two groups

he

W

+ Personal skilsBManage your work, Work with
others, Keep your skills up to date

#+ Businesand management skisDevelop and
manage a businesSales andMarketing,Manage
ProjectsManage People,and Freelancing.

nThe standards include the skills that games designers,

games programmers, and testers/QA technicians need
to work effectively ithe industry.

# A Game Designemust be able to: 1) analyse,

deconstruct and learn from existing game designs;

c o A AeYise jand dacymgnt gamecryes; 3) sieeaify tae
characteristics of trtgameworld in sufficient detalil
for realisation by others; 4) specify thributes
and behaviours of objects and characters in the
game world in sufficient detail for realisation by
others; 5) liaise with other colleagues involved in
the creative or quality assurance process to ensure
the game design can be realised effectyel
6) prototype design ideas and develop proofs of
concept; and 7) effectively present games to
appropriate stakeholders.
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+ A Game Programmemust be able to: 1) use the theoreticakconcerns of games. Topics include critical
specified development environment or coding tool games studies, games and society, games designsgame
effectively; 2) code programs or progracomponents programming, visual design, audio design, interactive
to provide specified functionaljt§) produce modular storytelling, game production, and business of gaming.
code; 4) clearly document and comment [on his/her] Examples of content in some core topics that are less

code so that others can understand it; 5) create technical include gaming demographics and cultures of
efficient code thatsi easy to read and maintain; gaming, ethical and social issuegames, the concept of

6) liaise with colleagues to ensuresidms and fun, instructional design (serious games), player analysis,
specifications are correctly implemented; and literary theory and arratology, game advertising

7) respond positively to requests for changes to workworkflow, group dynamics, games industry economics,
schedules, timescales and product features; and useand content regulation. Ség@pendix 7 for full
version control and asset management systems to curriculum framework.

ensure full backip of your work. . . . )
In Australia, national VET qualifications, units of

+ A Tester/QATechniciamrmust be abldo: 1) follow competency and assessment guidelines for the games
the test brief or other provided instructions industry are mainly located in two training packages:
accurately; 2jdentify and communicate clearly and CUF07Screen and Medgnd ICAO5 Information and
constructively any problems with specific aspects of Communicatiarisey VET qualifications in these
the product, as per the evaluation criteria; 3) report packages targeting the games industry are as follows:
any bugs [eoountered] in the software in a clear, i
concise and logical manner; 4) report bugs using the CUF07 Screen and Media

appropriate method and procedure; &spond # Advanced Diploma of Screen and Med@iatreams
constructively to written or verbal communications include 3D animation and Visual FX, Game Artist,
regarding submitted bug reports from other and CGlI and Visual Effects

members of the developnteeam; 6)follow any + Advanced Diploma of Screen and Media
specified bug reporting process; andbé) patient, (Interactive Digil Media)

persistent, professional and systematic. + Diploma of Screen and Media (includes a stream

Skill Setds (2009, itgeportd) o p efer AMMatios)t at ement i n
(see box below) aims to explatime design of the + Diploma of InteractivBigital Media
standards.

' o ICAO5 Information and Communications
The International Gam&gvelopers Associati{z008) + Diploma ofinformation Technology (Systems
proposed a curriculum framework based on a eross Analysis and Design)
disciplinary approach to gameslated education that . . . .
aims to address concerns ¢ nhRipomgof Iafeymaton Teghnology{Mulfimegdia)| ; ¢ ¢
of each part of games design and development, [but] do # Diploma of Information Technology (Software
not haveindepthknowld ge of any part i cQevelopmed)r ea 6
(p. 6). The framework consists of nine core topics that

IGDA believes addresses the unique practical and (National Training Information Service 2019@10b)

Interactive media requires a unique set of skills. Practitioners typically need a combination of specialist skaltSedrsiiwdro
the design, technical, content and business or management disciplines. For example, an interactive aretieraceedsto

have at least some understanding of the technical and creative issues inherent in the production process; a desigratan
both the projectds technical constr ai nt seoblusabilityahdsdeslyuissiues. e s s

A mixture of transient, enduring and transferable skills is needed. Specialist transient skills include, for exanpferérpkt
software packages, hardware platforms and other technologies, which may dbaelygp over time. Specialist enduring skill
underpin these transient skills and provide an essential foundatioiteiion loager development. They include, for example,
level understanding of broad design theory (encompassing produéhfaudaijon, visual, interaction and systems design);
software programming principles; and creative and concept development abilities. More general transferable skillsai
work skills (such as communication, presentation and time mgnagémeanagement; research and study skills; and use of |CT.

Practitioners working in interactive media also neegr@mallawareness of the industry, its processes and business issues|as a whole
In particular, they need awareness of the otheiciite mediakills setSeyond their own specialities; users and usability; commercial
and marketing requirements; and legal issues relating to intellectual property.

The nature of the interactive media industry also requires practitioners toihatétaeda relating in particular to skills acquisition
and working practices. Successful practitioners need to be flexible, adaptabtesegelf and autonomous, with an entrepreneurial
attitude and a willingness to continue learning. They mashiwadoutlook and be willing to embrace hybrid skills and cross
disciplinary roles.

Finally, a crucial component is experience. While some skills can be taught academically, and others can be galnid through wo
other industries, inevitably theesome that can only be acquired through direct experience in the interactive media industry itself.

(Skillset 2009, p. 4)
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There are &soa number of nationBl recognised/ET

qualifications accredited by States, such as the

Advanced Diploma of Professional Gaewelopment
(ACT)Diploma of Information Technology (Games
Developmen{NSW), Diploma of 3D Animation and

Digital Effects (NSWand Diploma of Interactive
Games Development (WA)

In its reviewlBSA (2009) groupedoenpetencies for
games courses at the Diploma and Advanced Diploma
levels into the vocational categories of digital media
design, animation, animation detailed (NSW), digital
media design (games), 3D and digital effects, virtual
worlds,and programmingSeeAppendix 8 for a listing

of competencies for each categoBgakeholders who

partic i p at e dsuivey rahkBdDMpldma and

Advanced liploma competencies in order of relevance
(seeTable §. Thecompetency of most relevance was
ICAA4058B Apply skills in objeciented desigand

the competency déast relevancevas CUFDIG503A

Design €earning resources

Working in Australiads C

5.5 Education and trainingdsues and
proposedsolutions

This chapter so far has dis
the skilling of games workers; government support to
developAustrali ads gamesandndust
gameseducation and training, including standards and
competencies for games werk. The review of existing
Australian reports in Section 5.1 identified skalbwn

issues about the games workforce, such as skills

shortages and mismatches, and the need for ongoing
education and training of workers due to the rapid

pace of change in thedustry. This section looks more
closely at concerns related to education and training

for the games industry, and solutions proposed to

address some of these concerns.

TheWor ki ng in Austral st@ps Di ¢
(this study) included a palhd Worker Survey asking
participants to state the effectiveness of games courses.

Table 8. Diplomaand Advanced Diploma competendiesgames coursgankedby most relevant

Competency Average Relevance
5 = Vary High, 1 = Very Low
ICAA40588 Apply =kills in object-oriented design E 4.60)
CUFANMSO1A Create 3D digital character animation 4.43
1CAB42198 Apply introductory object-oriented language skills 4.40|
ICABS52268 Apply advanced object-criented language skills 4.40
CUFANMS02A Create 3D digital environments 4.29|
ICABAO75B Use a library or pre-existing components 4.20
ICAITB170A Build a database 4.20)
VBP024 Develop graphical user interfaces (GUIs) for virtual worlds 4.17
VBP026: Develop 3D environments for virtual worlds 4.17,
CUFDIGS05A Design information architecture E 4.17
CUFANMS03A Design animation and digital visual effects 4.17
CUFDIGS06A Design interaction 4.14
VBN324 Create 3D characters for games 4.00|
VBN326 Create design documents for games 4.00
NSWTGAMSO1A Produce 3D components for interactive games 4.00)
NSWTGAMBS02A Design 3D game levels and environments 4.00)
VBP025: Develop scripts for virtual worlds 4,00
BSBEBUSS08A Build a virtual community 4,00|
ICAITB182A Write and compile code, based on requirements 4.00)
ICAITADOA2B Determine client business needs 4.00)
CUFDIGS04A Design games 3.86)
CUFDIGS07A Design digital simulations 3.86)
WAS0EE1FTIORA Produce an interactive game project 3.86
WAS0E61FTIO9A Design interactive game play 3.86
(NSW Competencies) 3.83
VBN323 Develop graphical user interfaces (GUIs) for games 3.83
WAS0EE1FTIO3A identify and apply knowledge of game playing 3.83
VBN325 Create 3D environments for games 3.80|
VBN327 Develop scripts for games 3.80
ICAITBIZ1A Write and document program modules 3.80|
ICAITTOB2A Manage the testing process 3.80
ICPMME1DA Prepare multimedia for different platforms 3.80
ICAITB137A Produce basic dient side script for dynamic web pages 3.50
ICAITBOG8A Build using RAD 3.50
CUFDIGS01A Coordinate the testing of interactive media products 3.43
CUFDIGS02A Design web environment 3.40|
ICPMMSE18 Manage multimedia production 3.40
CUFDIGS03A Design eleaming resources 2.67

(IBSA 2009)
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A staggering 84% othe 279 poll participants

indicated that games c our s eisstitutions, iAdudirtg a eutriculam dvieen ley induktiy g h

i nef f €able 9. Thesdé whp participated in the
Worker Surey were less critical: 16.1% indicated

Working in Australiads C

# Strong industry collaboration with educational

instead of educational institutions

games courses were Ohighly I\{Iorpyguptré(elchn\?rgs intexnghips ands

indicated games courses

Table 9. Responses to the poll and survey question on the
effectiveness of games courses

Poll Worker Survey
N=279 N=56
Highly ineffective 83.9% (n=234) 16.1% (n=9)
Somewhat ineffective|  4.3% (n=12) 33.9% (n=19)
Neutral 3.2% (n=9) 25% (n=14)
Somewhat effective 6.5% (n=18) 23.2% (n=13)
Highly effective 2.2% (n=6) 1.8% (n=1)

The Worker 8rvey asked participants about factors

%
w e r 3PPreRtcesiNps ) games C‘?”\Paé“ﬁsftoepf;o‘('qg )

students with practical experience

# Educational institutiotmsprovide students with a
framework to produce a showreel to help them to
secure their desired junior position and in the
process hopefully to prodeia game

UK&s Digital Nati VAe Academy
Investigation into the Labour Market and Skills Demands

of the Games and Serious Games indusieigsfied

issues related to education and training provision for

the games sector and proposed sohgithat could

help address these issues at both a national (UK) level

and regional (West Midlands) level. The issues focused
aroundthe followingfive themes

influencing empl oyRgusZ r e @ rMaichingidemand and stipply in thergames industry

shows 91% of participants rated having tinightjob
skills and kndedgay 78% of participants rated having
Ccreative taledt and only45% participants rated having

There is an oversupply of games courses ledding
an oversupply of graduates lacking relevant
technical skills, commercial understanding, and

the aright qualificatioda s 6 i mpor t ant / v er gomiunipation &nd tedmuiking gkills. These

e mp | oy etmenbtdeadsiens.rThese findings suggest

some employers are less satisfied wihngs courses.

100%

91%

78%

80%

61%

60% —
45% 43%
40% |— — —

20% [— —1 —

0%

Creative talent Right Rightjob skills Rightwork Same locatior
(n=42) qualifications & knowledge experience asemployer
(n=24) (n=49) (n=33) (n=23)

graduates seek to work in an industry experiencing

a shortage of skilled labour, particularly at senior

and managermnt level; is only interested in the
O0brightest and the bestd
content of degree courses as often outdated, of
insufficient depth, and sometimes irrelevant to the
games industry. As a result, companies prefer
graduates from tradibnal courses such as Physics,
Mathenatics, Computer Science or Artithation

rather than th vocational games courses.

# Industry recruitment and training for detrgl roles

The industry lacks a strong culture of training and
development. Only large corapies tend to provide

formal induction or initial training for new entrants
that extend pasthe allocation of a mentoAlthough

companies indicated work placements (preferably
longer placementsmproved commercial

Figure 22. Fa c t o s that workers r at euhdedstanding antheworkiréadiressyf graduates
i mportantd to employer so mangdompahiesdindtit diffieutt ormot beneficial to

Worker Survey participants antllog respondents
suggested ways to improve current education and

training courses to better equip graduates to work in the

games industry now and in the futukppendix 9
contains all responstesthe questions related to
improving games cours&siggestionare similatto those
discussed in previous studies:

#+ Availability ofappropriate tools, software,

technology, and expertise at educational institutions

#+ Expose students to the full project lifecycle

experience, including the time and scope during the

latter part of ther course to create, finish, ship, and
sell an independentigeveloped game

them to provide workplace opportunities.

#+ Educationalrpvision: content, delivery and outcomes

Rather than being developed from scratch and
considering any accreditation criteria, many games
courses are repackaged or reconstituted from
existing modules, and are not coherent,-well
designed or ideal for a purpose. Industry and
providers often perceivthe relevancy of degree
programmes and the warkadiness of graduates
differently. There is variation of degree courses
within and between providers. Providers experience
internal constraints and barriers to effective
provisions, such as staff experieand recruitment
difficulties, lower entry requirements for courses, and
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staff not focusing on industry standards and

shortage
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w aactively avoiging recrugtisg 0

requirements when developing courses. Finally, veryf r o m ma n y highéredtichtion gahie$ courses,

little is known about the expectations and final
destinations of students.

4+ The SeriouGames Industry

Games companies involved in the emerging serious

games industry regard games degrees as being
largely relevant to purposes of entertainment. As a
result, they recruit from a broader and a wider
range of degrees. There is a need for links
between providers and companies involved in
serious games to identify the range of skills needs
for serious games development, and to determine
how to translate these needs into educational
provision.

# Industneducationihks
The links between employers amaviders are
often ad hoc, underdeveloped or not maintained.
Links need to be forged at the right levels and
ensure they can be utilised for strategic and
developmental purposes.

(Digital Native Academy 2008, pp. 641)

SeeAppendix10f or t h e recomanérelationd s
to address these issuasich include

#+ providinginformation and exchange to companies
that enable them to see the value of training and
development, particularly for inexperienced staff

# supporting initiativethat create or support work
placements for students, within degree
programmes, through simulatiamngpostgraduate
work

#+ developing stronger industeducation links, in
particular through a forum, to help ensure that
education provision meets the needs of industry in
the region moreffectively

# encouraging providers to consider the main
features of courses that are recognised as being
excellent/bestpractice, whether accredited or
nonaccredited

+ identifying the range of skill needs for serious
games development for possible transtatinto
education provision

# addressing the lacsf knowledge and data about
g r a d unaotivatisn8expectations and
destinations.

In June 2009, the Department of Culture, Media and
Sport and the Department of Business, Innovation and
Skills in the Unitadingdom releaseigital BritainThe
impetus of the report was the need for Britain to
maximise the benefits from the digital revolution
through a programme of action. Tieport chaptey
Creative Industries in the Digital Wddéntified a
shortage ofskills as key challengdaced by the UK
games industrnne of the reasongivenfor the

most of which they regard as inadequate, preferring
mathsand science graduaté§p. 128). The report
identified two action® addressconcerns about higher
education games courses:

#+ Theforthcomingdigher Education Framewaedkild
lead to demanded courses to address skills gaps
and courses t Matexaced meinre
Science, Technology and Mathematical skills with
60softerd excellence in
(p-129)

The UK Governmetatinvestigate the feasibility of

a newUsability Centre for Video Garhes o0 addr e ¢
issues around skills deymtent offering graduates

the workrelated training necessary to enable them

to secure their first job in the industry and helping

to bridge the current gaf(p. 129)

Michael Zyda2009) described the success of his
0gamepipe |l abo6 at the
in responding to the some of the issues already
discussed:

bu:

Uni ve

We 6 v e r e eddhle autriculum and delsvery
...At the end of each acadewygar, we now

routinely place large numbers of students (typically
around 35) in internships/jobs in the game industry
where they are nearly instantly productive. We have
also been able to create a line of research funding
based on and around games. Itdeerthan difficult

to build an R&D program on games without a
pipeline of students learning to build them. Today,
we have both.

To improve the standard of courses, TIGA (the trade
association for the games industry inuhi€) called for
the establishmenf a Games Education Fund to pay
for the placement of lecturers in games businesses,
finance research fellowships, help developers work with
universities, and award individual lecturers and
universities for excellence in teaching (Fear 2008).
NESTA2008) proposed thagovernments offer more
incentives for the design of curricula relevant to
industry, such astak i t ecmemdirked to funding
for games courses.

Chris Swain (2009) in his artidimproving Academic
Industry Collaboration for Game Reteand Education
identified barriers to educatieoriented collaborations
and researcforiented collaborations, and proposed
solutions to atress these barriers (see the box on the
following pagg. Examples of barriers include university
cultureclashingvith industry cultur@nd the games
industry having little understanding of academia or
academic research. Examples of proposed solutions
include student showcasafrss and collaborative
classesand establishing a metarganisation that is a
single fae for gamerelated programs and
researchers.
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Extracts from Swain (2009mproving Academindustry Collaboration for Game Research and Education

Educatioforiented creative collaborations with academia

Barriers:

+ Universities put student nedidst and typically take a longerm view towards curriculum. University culture sometimes ¢lashes

with industry culture e.g. when a university program

+ Studerd from academic game programs who go to industry, either as interngiordulires, need to be humble and

can

ent husiastic about tasks assigned, given they areestereo

Proposed solutions
+ Student showcases via university demo days, game festivals, and digital distribution.

+ Sponsored contess particularly contests that are can be structured as class assignments, which involve quite a bit of|lead time

because of the time taken faniversities to adapt curriculum to fit with contest requirements.
+ Mentoring by selselected professional games developers who are generous with their time when it comes to helping
have a natural calling for mentoring, and natural teaching peti@s.
+ Guest speakers and speaker series, particularly in game classes in person or wiaetidleg@rograms such as Skype.

students,

Students can read abotite guest speaker online the week before and submit questions to him or her. Students with the best

projects (selected via a contest) will win the opportunity to demo the game to the guest speaker.
+ Offering adjunct professorships for people from industry; and pairing adjuncts together or pairing one witime full
professor to jointly teach a class to tledth travel obligations and unexpected deadlines.

+ Collaborative classes taught in partnership with a company from industry, with students learning about industry game

development problems and doing assignments that are similar to what industry teBEmeselalasses should provide regular

access to at least one technical person at the comaadyhe use of online wikis fefficient communication between the
students, faculty and industry mentors.
+ Salons where students pick an interesting game; pdiythie way through; create-lepth, comparative literaturstyle

presentations of the game that include a demonstration of all game play features as well as critical commentary; ang deliver

the presentation to interested developers.

+ Internships prograsand other solutions likgaculty members leang about the character and abilities of individual students,

beyond resumes and portfolios, in orféarindustry to recruit and screen students.

Researcloriented academitdustry collaboratian

Barriers:

+ Games companies have the ability to pursue concepts internally with complete control and with a history of success, employin

world-class programmers and designers.

+ Culturally, the games industry has little understanding of academia or academic resaayaames developers did not
attend college, working their way up from the bottom.

+ Academic deadlines are disjointed from the commercial deaulieted industry.

+ Different departments and schools within universities do not coordinate well.

Proposed sdions:

+ Developing a metarganisation for games that is a single face for games representing, potentially, a diversity of gam
related programs and researchers.

+ Toolbased academiindustry collaboration, in particular open source software that provitkhaical collaboration but
does not come with prohibitive transition costs between participants.

[©]

+ Industry benefits from the fruits of the established research community and the publishing process rather than funding it.
+ Undirected games researchuimiversities via innovative student games projects coming out of games programs, without the

pressure to get a financial retur

According to IGDA2008, p. 1) the kenefits of better submissiarirom individuals, institutions, and peak
links between industry and providers are: bodies in education, industry and professions
(Australian Government 200&Ithough not focussing
on specifiendustriesbarriersto course and program
developmenare similar to those experienced by the
#+ enriching education by bringing industry games idustry and already discussed in this section.

experience into the classroom They includa lack of information on the future supply
of and demand for skills, and the largely ad hoc

+ facilitating the transition of new technologies from
research labs into products

#+ engendering more critical approaches among

game creators industry. Submissions to the Bradley Review higllig

+ enhancing understanding of contemporary media @ need for oi mproved col
culture and higher education providers to identify areas of

+ fostering a deeper exchange between academics

providers to be more responsive and flexible in the
and game developers.

delivery of courses, such as offering steonh courses

TheReview of Australian Higher Educétiomwn as the ~ for the upskilling of the existing workfor@&EEWR
Bradley Review) includéay findings from over 350 2008, p. 210).
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In February 2011, NESTA and Skillset released findings (p. 5). The report inalles20 recommendations placed in

from a skills review of video games and visual effects
industries in the United Kingdom. The repestt Gen:

w o r | pdotessionalelevelopmegt (sEahlé 1€) rintplerhenting f o r
the video games and visual effects indusiigbsighted
many of the issues already discussetthis reporand
proposedrecommendations to meet the skills needs of
these industrieShe report highlightedsues like the
oversupply of graduates from specialist universities
courses for the number of available jobs, and gévere
misalignments between the education system and what
the UK video games and visual effects industries need

Transforming h e

Table 10.Recommendatiots assisthe U.K.in transforming itselfintotheo r | d 8 s

vocational ducationand training and continuous

UK i nto the

the recommendations would involve:

funds from industry or educators. But they do
require a real drive and shared sehgairpose
from all three if we are to-ievigorate a British
success story with the talent it needs to ¢arige.

| eadi n geotganesand

visual effects industries

Schools
Recommendation 1
Recommendation 2

Recommendation 3

Recommendation 4

Recommendation 5
Recommendation 6
Recommendation 7
Recommendation 8
Recommendation 9
Recommendation 10

Bring computer science into the National Curriculum as an essential discipline.

Sign up the best teachers to teach computer science through Initial Teachebiliraatiag and
60Gol den Hell os?d.

Use video games and visual effects at school to draw greater numbers of young pecreirte,
technology, engineering and mathemd83EMand computer science.

Set up a onestoponline repository and community site for teachers for video games and visual ef
educational resources.

Include art and computer science in the English Baccalaureate.

Encourage attech crossover and weablasedlearning through school clubs.

Build a network of STEMNET and Teach First video games and visual effects Ambassadors.
Introduce a new National Video Games Development and Animation Schools Competition.
Design and implement a Next Generation of Video Games and Visual Effects Talent Careers Str

Provide online careerelated resources for teachers, careers advisers and young people.

Universities, colleges and vocational education

Recommendation 11

Recommendation 12

Recommendation 13

Recommendation 14

Recommendation 15

Recommendation 16

Recommendation 17

Develop kitemarking schemes, building on Skillset accreditation, which allow the best specialist |
to differentiate themselves from less industlgvant courses.

Higher Education Funding Council for EnglaBBCEhould include industagcredited specialist
courses in their |list of o6Strategically | mp
Industry commits to these courses through industrial scholarships and support for CPDsfor lectur

Raise awareness of the video games and visual effects industries in the eyes of STEM and arts

Give prospective university applicants access to meaningful information about employment prosj
different courses.

Develop a template for introducing workplace simulation into inehcstrgdited video games and visu
effects courses, based on Abertay Universit

Leadinguniversities and FE colleges sponsor atbaghcreative industries University Technical Colle
(UTC), with clear progression routes into HE.

Kitemark FE courses that offer students the best foundation in skills and knowledges® iptogre
Higher Education.

Training and continuous professional development

Recommendation 18

Recommendation 19

Recommendation 20

Skillset Creative Media Academiesand& i | | s UK®&ds Nati onal Ski |l

to develop specialist CPD training for video games\asdal effects industries.
Support better researetriented universitindustry collaborations in video games and visual effects

Continue the 18
occupations.

to treat vi sual ef é&seshottage oc c

(NESTA & Skillset 2011, p. 7)
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5.6 Gountry comparisons of universities and research centres have games
_ B related programmes designed to drive commercial
UK Tr ade &Playing/fa Keeps.eChalledges ideas into the market (p. 10).

to sustaining a worltdass UK games sectport ) ) N
identified the labour market as one of the critical areas * Canada Policy makersegard universitieas seed
influencing a countryds ab ibanksfg indugrialdnpoyatian.dobspapdris | P (

Section 4.4 for further information about this report). companies, and companies originating in
The labour market area consists of the indicators of the universities in Canadare well funded by local
number of institutisroffering gameselated courses, and federal government. The federal government
number of graduates per annum, number of funds a US$70 million R&Dogramme via the
development jobs, universityglustry linkages, and Network of Centres of Excellence, which
flexibility of employment laws. Indicators relevant to encompasses hundreds of companies, provincial
education and training showriTiable 11suggesthat and federal government departments and
Australian institutions are producing too many agencies, hospitals and 150 universities, which has
graduates from games and gamesated courses for resulted irL0% of the 800+ company spipffs in
Australiadés small games i ndtiepastfew@cades @ stimglated avesmerts p e
university per annum in Ausaati 2007 (40 of US$62 million, including more than US$24
graduates) was the highest of all the countries included million by participating privatsector companies.
in Table 11, and the ratio of development jobs to Games spioffs include Darwin Dimensions, a
graduates per annum in Australia at only bs was facial animation company in Qu&) and Quazal,
the lowest of all countries. a leading multplayer games midéware

provider, one of whose founders came out of the
The following descriptions of universijustry linkages Royal Canadian Military College. Ubisoft funds a
indicatewhy UK Trade & Investment (2007) gave campus in Montreal in conjunction with Sherbrooke

Canada and the United Statesd goo d 6 r at i ng Uaivefsity, which outputs 100 students (and trains
Australiaa slightlyl ower r ati-g@o @&d . O™ @oo employees) per annum, from which it harvests

mainreasongivenfor good linkagesn Canada and the almost all for its rapidly expanding Montreal
United Statesverea) greater governmerdand industry studio. EA funds a similar academy in Vancouver.
investment in R&D programmes legtlo company (p. 20)

spinsoffs and startupsi.e. the abilityto éextract, exploit )
and harvest commercially viable ideasiatly incubated ~ * United StatesThe USA has none of the structural

in universitigs a key weaknessf the UK games problems in harvesting value from university

industry(p. 60) and b)companies working closely with developed games or technologies found inutte

selected institutions to produce graduates that meet their ~ Incontrast, it is a weWorn path for startps. By

needs Descriptions of linkagé®mthe report for 2000, MITds Lincoln Labor:
Australia, Canada anthe United Stateare as follows: more than 65 technology companies, generating

+ Australia Uni i d ies h over US$15 billion of sales. A number of
ustralia Universities and games companies have universities work closeftjth games comparsieln a

collaborated to obtain substantial grants from local good recent exeple,Valve took a student project
governments (for instance Auran and University of from DigiPen hich resul ed in a game called
Queensland for online funﬁota{]g V%rl V%qrEaA%%s pro
Trainz game). Thereppear to be few structural also regularly shops for new hires at Carnegie

problems in harvesting value from university Mellon, among other universitigs 75)
developed games or technologies, and a number '

Table 11.Games @ucaion and training benchmarks

Australia | Canada France S Korea | Singapore U.K. USA
No. of institutions offering game
COUTSeSs 15 48 7 33 5 45 200
Games graduates p.a. 600 800 250 800 100 1,200 4,700
Graduates per university p.a. 40 17 36 24 20 27 24
Related graduates per annum 25,000 43,700 n.a. n.a. 36,500 26,000 85,000
Number of development jobs 1,250 6,100 1,750 9,000 500 8,300 25,000
Ratio of no. of development jobs
to games graduates per annum 21tol| 76to1l 7tol 11.3t01 5to1l 6.9to1 53to1

. o . Medium Low Medium Low

Universitsindustry linkages good Good medium good Good medium Good

(UK Trade & Investment 2007, p. 80)

ccl |51



Acknowledging that dominant skills sets requoyeithe
gamesindustry in the seveountries today may be
different to those identified by UK Trade & Investment
in 2007, they are still relevant given they reflect the
current market focus in these countBesand for
specialist workers with online games development
experience was dominant in Australia, Singapore and
South Korea, whereas demand for workeith
experiencebacross the boardé
Canada, France, United Kingdom, and the United
States. The dominant skills sets required by each
country in 2007tre as follows:

#+ AustraliaSecialtyin online games development,
casual games and haheld

# CanadaSrong across the board, with broad
online and wirelessxperience as well as many
next generatia titles and most genres

# FranceBroad range of skills wita focuson tools
and middleware

+ South Kore&nline, casual ad mobile games

# SingaporeMobile (J2ME) and online casual games
(Flash), but no experience on consoles nor,
surprisingly, much on PC

#+ United Kingdonhargely strong across the board,
especially technical and creatiskills setsuch as
design, gameplay, programming, physics, artificial
intelligence and animation

+ United State#\l, with a skill set in PC and online
gaming concentrateid the Austin clies.

(UK Trade & Investment, 2007, pp-13)

5.7 Chapter summary

This chaptegxaminedexisting Australian reports
relevant tathe games industry; identifiguevious and
current government support designed to contribute to
thedevelopment oA u s t rganie$ irddsty and
workforce and provided an overview agfducation and
training provisionincludingskills standards and
competenciegssues and proposed solutjcarsd
comparisons with selected countiey findings are as
follows:

+ The review okey reports retvant toAustrali® s
games industridentifiedthe followingongoing
skills isms:Xills shortages and gapmsufficient/
ineffective linkages between industry and
providers; rapid pace of change means workers
need access to ongoing education and training;
mismatch of graduate skills and industry needs;
lack of local experience and skilessulting in
expensive and timeorsuming overseas
recruitment; critical importance of certain-non
technical skills; teachers with insufficient industry
experience; and shortages of structureetumjob
trainingopportunities

Wor king in Australiads

# The Australian Government provides some support
to the gamesidustry throughrganisations like
Screen Australia and timewCreative Industries
InnovatiorCentre. The Victorian and Queensland
Governments are the main State Governmtaats
direcly supporigamescompaniesperatingin
these States. Overalthe leel of Government
investment in the indysis not sufficient to

w a s stichudatejrowth ortielp address theskillsssues.

Many education and training provideirs Australia
offer games and gamerelated courses. However,
games companies oft@nefer graduates fom
particdar courses angroviders, such as the
Advanced Diploma of Professional Game
Developmenmiffered by the Academy of
Interactive Entertainment.

+ The IBSA 2009 revieof qualifications, skills and
units of competencies for digital games
developmentidentifieddemand for skills sets in the
areas of foundation or essential skills in new media
and web content creation; programming for games
and 3D Interactive Media; and advanced
programming for virtual games and 3D
environment$BSA (2011) recently idéfied
Games Developer, 3D Animator and Visual Effects
as occupations and jobs roles currently in demand.

# The analysis dkills standardspmpetenciesnd
frameworksn different countrieundstudents
are expectedto developtechnical/specialist
knowledge, ando an increasing exteriusiness,
management, and generic/transferable skills and
attributes, such as time management,
communicatipflexibility and seHmotivationThe
curriculum framework based on a cidissipliary
approach to gameselated education developed
by the InérnationalGames Developers Association
(IGDA)iscomprehensive, consisting of nine core
topics that IGDA believes address the unique
practical and theoretical concerns of games.

#+ Polls undertakeas part of this studfound84% of
participants indicated that games courses in
Australia wer gandvwhengabkedy i
about the factors that
i mportantd to employersé®o
indicated having the riglb skills and knowledge,
78% indicakd havingcreative talentand 45%
indicaed havingtheright qualifications

*» UKO6s Digital Nati ve
issues commongames education and training:
Oversupply of games courses leading to an
ovesupply of graduates who are not industry ready;
the industry lacks a strong crétaf training and
developmentgconcerns about thgguality of content,
delivery and outcomggames companiesvolved in
the serious games industry recruiting from a broader
and a wider range of @égreesrather than games
coursesand ad hoc, underdeveloped or not
maintained links between employers and providers.
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+ Some of the ways suggested to improve the skilling
of games workers include courses gtitdent
showcases, salamsd collaborative class¢Swain
2009); a metaorganisation that is a single face for
gamerelated programs and researchers (Swain
2009); providersconsideing the main features of
courses recognised as being excellentfbest
practice, whether accredited or naacredited
(Digital Native Academy 2008)entifying the
range of skill needs for serious games development
for possible translation into education priovis
(Digital Native Academy 20085 Games
Education Fund (Fe2008); more incentives for the
design of curricula relevant to industry, such as a
Okitemarkd scheme Iinked to funding f
courses (NESTA 200&8)onestop online repository
and commuyyitsite for teachers for video games
and visual effects educational resourcdsNA &
Skillset 2011); and raisingwareness of the video
games and visual effects industries in the eyes of
science, technology, engineering and mathematics
(STEMand arts graluates (NEST& Skillset
2001).

# Education and training providemay be
graduatingtoo many people and offering too
manygames and gameelated courses for
Australiads small games industry.

# Greater government and industry investment in
R&D programmesaeding to company spirfs
and startups; and companies working closely with
selected institutions to produce graduates that meet
their needs are key reasons why @da and the
United States have goathiversityindustry
linkagegUK Trade & Investment@).

#+ In 2007,demand for specialist workers with online
games development experience was dominant in
Australia, Singapore and South Korea, whereas
demand for workersiith experienc® acr oss t he
boarddé was donHrance hited n Canada,
Kingdom, and the United Sta(&K Trade &
Investment 2007)

n

Australiads

or games
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6. Conclusion

opportunitiesvith companiegndinform companies
This final chapter of the report represents a summary abouttheir approach to educatiotrainingand
of the main points arising from the consolidation study.researchGames companiesust provide new and
It also discusses seven ardast stakehlers could existing workers withngoing education and training
investigate furtheand summasesthe approach to and takeongreater responsibility for the skills
developaFut ure Skills Str at edgvwelopmentofsiudests. r al i ads Digital

Games Indust
v This studinwlved sifting through publicly available

resourcesver the last decadand drawing on
This consolidation study identified resources that selet ed findings fr ameypdis s st
describeA u s t rdigifaligan@ssindustry as one that and blog questionghe search focused on resources
excek globally;has huge potential for future economic that explainkey concepts and definitions relating to the

growth; offers the best in creative talent, advanced games industry and skills; describe thelation,
technology and management experieranad is an characteristics and performancefoti s t r al i ads d
emerging sector experiencing strong global growth games industryjescribethe nEernatloan environment
(Australian Centre for the Moving Image 2008&CITA inwhiclAustraliads digitsl game
2008:; GDAA 2010 Buchan Consulting 2008ther and provide insights into thieling of digital games
resources describe the industry asvall, active and workers in Australia and elsewhelDaie to a lack of
still maturing sector die Australian economy; a niche ~ 'écentreports and literatu@bout thegames industry
player likely to remain s@ small market that has workforceand theimpact of theGlobal Financial Crisis
grown slowlyand lackig high qualityexperienced on the industrythe study sooednumerousnline
indigenous developmestaff (UK Trade & Investment  articles published in the last couple of years.
2007; IBSA 2009 This study has not explored the Many of the findingrom this studgre already well
reasons for the differences in viewpoints. known and/orsimilar to those identified in existing

. : . . ~ resourc raliads games indus
What is obviousisth&tustral i ads ga mec%méetﬁ@eé%éntég s (e.lpw production costs,

operates in an international environment witlege
extraordinary growth in local and global consumer
spending on gamas likely tocontinue, particularly
spending omnline and wirelesgamesd a marketin
whichAustralia is starting tperform well Like games
industries in other countries, Austrdlis g a nye |
increasinglyelies orworkers whdave highly
specialisd skillsas well as skills to manage projects,
people andbusinesse$hey must have the ability to
learn and adapt quickly to cope with complex changes
in games design, new tectogyl, new markets, and
changing consumer demographics and needs.

pockets of excellence, online gaming expertise, and
cultural proknity to Western games markedy well as

a number of challenges (staffing difficulties, low levels
of IP generation, reliance on overseas companies,

n g’egggaphtical rerateness, and lower salaries). It
opérates In an international environment experiencing
massive changes in the types of games developed, the
process of developing games, how companies generate
revenue, player demographjand the skills sets
needed by workrs.Despite some Government support
for the industry, improvements to games cowsds,

increasin@wareness of industry skillsneedlsy st r al i a
Games and gameeelated reportsand articles gamesindustry continues to experience issues that
highlighta range of issueaffectingthei nd u s t r y & kestrict the development of an internationally
workforce that persist todagome of thesissues are competitre workforce. Chapter Bf this report includes
not unique to Australi@heycontributeto skills proposedmeasures to address these issues, such as
shortages and gapsnade worséy the loss of local industrydriven cotses, incentives for providers,
talent to overseas games companies. Consequently, ~ organisations and funds dedicatedgameseducation
Austral i ab sreligsaneg@ensivie and timet r ?nd reseakrchand a demaneded higher education

ramework.

consuming overseas recruitniidotise of Represent
atives Standing Committea Communications,

Information Technology, and the 2a84). Thisconsolidation stud$tage 1) has identified seven

potentialareasthat industry, government, providers

lssues of most concern toshisly are those related to and/or researchers couldvestigate in more detail:
theskillingof new and existing games workers + Turning brain drain into brain gain abcain

Education and training providers must be able to circulatiorto develop particular aras of expertise
respond effectivelynd in a timely \ay to the in Australigsuch as online gamésjough joint
industryds current and e mer@blefh@entakdinddsiBeertivedesignéde ment s .
responsivenessquiresstrong inkages between retain overseas talengncourageAustralian talent
providers andgames companig¢e enable providers to to gain experience overseas, and encourage
understand industry needisokeronthejob training Australian talent working overseas to returnenom
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Exploring
prepare itself for the growing demand fonline
and wirelesgames, serious games and
advergames.

Assessing industry demand for graduates from
games and gamerelated courses as well as
course preferences bydustry teensure the
education and training system is produdimgight
number ofgraduates in the right fields

Developing a nationBl recognisednthejob
training program for studentisat isindustry
endorsed, governmentipported, andlexible
enoughto meet the needs of an individugdmes
companystudio.

Ensuring games coursgsip students to work in
other industries; angrovide students in other
disciplines (e.g. etation, law and business) with
access to relevant opportunities in the gam
industry such asnthejob training programs with
serious gamedevelopers

Examining the feasibility of a ors¢op shop that
a) provides information to prospective and current

students, companies, and other stakeholders about

games courses and reselajb) brokers and
promotes oithejob training opportunities;

c) provides advice on government support for the
games industnd) develops relationships between
companies, providers and government agencies
e) shares information about industry needs and
trends wth relevant bodies in Australia; and/or

f) manages a games R&D programme.

Ensurinframeworks for begpracticegamesstudio

culture and management include indicators relating

to the skills sets necessary to produce innovative
and original IP angbrovide adviceon how these
skills sets shoute organised.

As stated in Chapter 2 of this report, the purpose of this
study igo a) identify and analyse current and future

skills needs and |gpmgss

n

industry in order to Ijetermne which occupations and

skills sets require employment and training focus for the
labour marketStage 2involves the development of a

future skills strategy fok u s t rganiesindustisby
drawing togetherkey findings from this report, a
scenariglanning exercise¢he Worker Surveyand

responses tpolls andblog questiont address these

two aims.

The scenario planning exercise aindeteelop a

shared view about a) the possible scenarios for the

future of the games industry; b) what theseades
mean for the skills profile of games workers; and

¢)how best to equip workers with the necessary skills.

SeeAppendix 1: Methodologyfor more information
about the scenario planning exercise and tool.

Wor ki ng in

how Austr al i adlesaadrepsrt for thid prgestiutyre kdlsastrategy
Austral i ao swildnclgde shartl

for
term and longerm solutions to address workforce
development priorities and issues for three to four

different scenarios of the state of thamesindustry in

2015.

Australiafds digita
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Appendix 1: Methodology

This appendixonsists dhestudy) s a p p dataaalldction amd analysis.

TheWor ki ng i n Austr al staycensidbf twoistaged Games I ndustry
#+ Stage 1:Consolidation study

# Stage 2: Future skiligrategy

This report presents findsfgom Stage 1 whichnvolved scanning for esing national and international resources for
the games industry ardtigital content industries to identify resouroest relevant to this study. Tiesources largely
includediterature,studies, policies, progranasd statistical datahatinform the followindour areas:

+ Key concepts andefinitions relating to the games industry and skills

# Evolution, characterists and performance of Australiads digital
# I nternational environment i operatdsi ch Australiads di g
#+ Skilling of digitalgames workers

The search for resources astpErStage 1 commenced 2009 and cantinued until theelease of thigonsolidation
report in May2011. The search for new resources will continue until the completion of. Stage 2

During Stage 1, wgamdsadustry respanded td Sisriker Sarlvelyséalebolders responded to
fourpollsotheWor ki ng i n Aust r al iwebditanD stakehaolders respandedhitng questibnss t r vy
posted on this site as wellasLinkedld s Ga me D e vSome obthepgesudts friore thesévities are included

in this report. The key findings fr@tage1 together with the findings froamscenario planning exercigdll inform
thedevelopment o& future skills t r at e gy fganres ildusavt(Stame 2).a 6 s

Worker 8rvey

The 56 workes who completed thé&/orker Surveyprovided insights intiheiremploynent experiences and intentions;
industy recruitment practicegiews about particular aspects of the games industry (e.g. state of the industry, wages
and working coditions, ease inffiling work)skills educatiorand training;and theirdemographic characteristid$he
surveyis located at the end of thippendix.The convenience sampling approach to attract woikexsmplete the
surveyinvolved:

# sending annitial emaillMay 2010)and a reminder ema{Uune 2010jo each Australian membefrthe
GamesDev group of Linked#v members in totalvhich proved to be the most effectil&ta collection method

+ GDAAemailing itsnembers abouhe survey

+ promotingthestudyy s siteg\vizhich includedlink to the survey) aelevant websites e.g. CCIl, GDAA, Creative
Economy (Australian Policy Online).

Blog questions
Bog questionpostedonthisstudyd s we b ki b k SanegDévgroup siteere an opportunity to

#+ obtaincurrentviews about skills shortages and the effectiveness of games courses (two ongoing issues in the
games industry}or exampleRi ght now, are there skilihdastn®hort ages

#+ gather opinions from stakeholders about itrigiigrengths, weaknesses, threats and opportutitesxample,
Are there any other opportunities available to the games insiiaitey®lders were already provided with the
opportunitiesirawn from existing sources esgift from hard core to famityamers; growth of the casual games
market using many existing and new platforms; growth of the serious games market; digital distribution allowing
developers and publishers to develop original IP at lower cost; and greater opportunities to work teairtsial

#+ start the scenario planning exercise by asking respondents to identépt and future workforce challenges as
well as to share their thoughts about the games industry in RO BxampleWhat are the key issues, challenges
and drivers affectrworkers now and in the ngureWVhat will the games industry be lik20ih5?
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Poll results (as aflé May 2011)

Stakeholdersesponded tdour pollslocated ornthe
studyp s  w.eSbeJable £2for results for theepolls:

#+ Skills shortages or not?

#+ Pick the top 3 weaknesses of the Australian ge
developers

# Pick the top 5 threats facing Australian games
developers

+ Effectiveness @ames courses

The review of existing resources together with
responses to blog questions informed the content «
weaknesses artireats polls. As di6 May 2011, the
polls had attracted 2,08%otesin total Votes for the
poll on thrats facing gamedevelopers (902

1000

800

600

400

200

Wor ki ng in

Australi

902

319

279

aos

Threatsfacing  Weaknesses of  Skills shortage:  Effectiveness of
accounted for 43.3% of all votdseeFigure 23. The developers  games developers games courses
top ttlree sites referring stakeholders to the polithe Figure 23. Number of responses to ol
studyp s w e hbreshitpt/@daavcem.ay
http://linkedin.comand http://cci.edu.au/.

Table 12.Poll results
B Yes 265 83.07%
O Yes H o 32 10.03%
0 MNo B Hard to say 22 6.9%
O] Hard to say
Total votes = 39
COUNT PERCENT
Reliance on large international [l Unattractive wages and conditions 175 30.07%
publishers for work
B Hard to recruit good talent 161 27.66%
(8 £
Inadequate bus'f‘ess B Inadequate knowledge of changing markets, 115 19.76%
awareness/business consumer needs & new technology . 2
models/production methods
B Inadequate business awareness/business
L : 60 10.31%
Unattractive wages and conditions Hriasleky pouccku nethece
- Il Reliance on large international publishers for work 46 7.9%
Hard to recruit good talent
B Hard to maintain cash flow over the extended period
- : 11 1.89%
Inadeguate knowledge of changing of a project
markets, consumer needs & new B Tnability to own/protect IP 7 1.2%
technology
Other answer... 7 1.2%

Hard to maintain cash flow over the
extended period of a project

Inability to own/protect IP

Other: |

Totalvotes = B2
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Wor ki ng n Australdi
O The Australian games industry has a
weak international presence COUNT PERCENT
@] Uncertainty about recovery from the . Education and training system is not producing 164 18.18%
= industry-ready graduates
global economic downturn
- M Ongoing skills shortages 155 17.18%
Traditional games are getting more
expensive to produce [l The Australian games industry has a weak o
international presence 153 16.96%
L ot U domlna.ted o M Lack of R&D in Australia that identifies new games 148 16.41%
a small number of large publishers features, markets, player groups, etc ¥ ]
B Australia is too far away from the B Traditional games are getting more expensive to 146 16.19%
. : d 3 ]
main publishers produce
Greater outsourcing of work to ;'alrr;deu:turg“\f;r:;iwide is dominated by a small number 50 5.54%
countries with cheaper labour costs
e.g. China B Australia is too far away from the main publishers 37 4.1%
— Publishers demand services at a [l Lack of Government incentives to support the 14 1.55%
lower cost but with the same quality development of the industry in Australia s 9
and delivered on-time A - . 1 ———
ublishers demand services at a lower cost but wi o
2 the same quality and delivered on-time 13 1.44%
- Lack of Government incentives to
support the development of the B Uncertainty about recovery from the global economic 8 0.89%
industry in Australia downturn FOSEE
7 M Greater outsourcing of work to countries with cheaper o
Ongoing skills shortages b, dosts/a g ‘Ching 7 0.78%
© Education and training system is not B Poor linkages between industry and education/training 3 0.33%
producing industry-ready graduates providers ¥ .
, 0
= Poor linkages between industry and B Other answer... 3 0.33%
i ini I
saucalion/ g proviaers Inability of the industry worldwide to develop effective 1 0.11%
anti-piracy measures ° o
— Lack of R&D in Australia that
identifies new games features,
markets, player groups, etc Total votes: 902
— Inability of the industry worldwide to
develop effective anti-piracy
measures
Other: l ;‘
Effectiveness of games courses? COUNT PERCENT
M Highly ineffective 234 83.87%
©  Highly effective
B Somewhat effective 18 6.45%
©  Somewhat effective
M Somewhat ineffective 12 4.3%
O Neutral
M Neutral 9 3.23%
©)  Somewhat ineffective ) )
W Highly effective 6 2.15%
O Highly ineffective

Total votes 279
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Stage 2 Future skills strategynext report)

Stage?2 involves a scenario planning exercise to develop a future skills strategytfali@ddigital games industry
that includeshortterm and longerm solutions to addressrkforcedevelopmenpriorities and issueSome solutions
may be effective for one scenario but not effectiveditrerscenarios. Workforce developmenioritiesand issues
experiencedoday may persist ione scenario liunotin other scenarios.

Conway(2003) defined scenarios @sp o0 s s i [b]df e woildalescribel] in narrative form (stories) that provide
a context in which mpRY Jecenroseprasant altemnatiees rdgktltan radiotions 6
(National Program for Sustainable Irrigat@®09). The Australian National Training Authority (2002) described the
benefits ofscenario planning as addressing uncertainty and a range of possible fatuielsing planning processes
and outcomes; andngaging a variety of disparate stakeholders in sharing views of possible futures angrige
positioning strategig®. 5) The scenario planning exercise for this stinig to develom shared view aboud) the
possible scenarios ftire future of the games industby what these scenarios mean for the skills profiamies
workers and c) howbest toequip workers withhe necessarskills

Scenario planning uses a range of methods such as desk research, interviews witloexpentsypsnterviews,
guestionnaires, and case studies (Leney, Coles, Groliman and Vjlp.28)4_eneyet al. (2004) stated that

0 cenarios work best when a wide range of stakeholders acelinv e d and c¢ an (p.c35)&parmfromwner st
usingthe method of desk researffindings are presented in this reppttiisstudyuses a number of methods to

engage stakeholders in the scenario planning exef®iakeholdersontributd o0 t he st udyds scenart
exerciseuy:

# answering the scenafganning questions in thiéorker Surveyand responding tgollsand blog questions
+ completing the scenario planning questionmai2®11
#+ providing feedback on the draft future skills strategy, which will include the draft scenarios.

TheWorker Surveyasked participants to indicatbeir interest igontributingothestudy s s cenari o pl ani
Of the 56 workers who completed the surveyw&itkersindicated they were interested dontributing to the
exerciseProviders of games and gameslated courses, State and national policymakers, and representatives from

key industryassociations will also be invited to participate in the exercise

Thisstudywill follow the recommendedenario planningrocess, whidigpically consists of thiellowing stages:
#+ Step 1:Defire the problemidentify the focal question

# Step 2:Conductlesktop research to identifglevant trendsind drivers of change e.g@conomicpocial,
technologicapolitical, legal, and environmental

A key purpose of theonsolidation study was to gather information on relevant trends and drivers of change in
A u s t gganies irddstnRelevantihdings from theeview of existing resourcé¥prker Surveyand responses

to the pollsand blog questionsformed the develapentof the scenario planning tool, which is included in this
appendix.

#+ Step 3:Select and rankriversof changeby level of uncertaintgnd impact.

Uncertainty is judged as| d.evri@asdgnably certain that deers will continue in ways that dearly well

understooll ,  &.&.thegehal® ng clear idesabout theplausible ways a particular drivenight go), or

6 mo d e somdwhede in(betwee@onway (2003 suggestedisingthe ImpactUncertainly Classificattool to

determine which drivease for example@di gh | mpact / lwbich represemreddteamined elerdenté

or trends, which should be present in every scgnartdi gh | mp act / diticg bncedainfyand t ai nt y
blue driverqdrivers that might be significant in fiaéure. As shown iRigure 24 the critical scenario drivejise.

6 Hingpha clt / Hi g h sitimtleedop tightihand cpriey of thetma All driving faces considered

unimportant are discardetHoweverlow-probability, veryh i gh i mpact dri vers/ events
potentially disruptive (negatively and/or positively) should be considerecastiedstock marketollapse,

terrorist attackand natural disasterexperienced in recent times.

Thetwo drivers that are most uncertain and most critical in terms of iampaben usedo build aScenario

Matrix (seeFigure 25. Figure 26showsiow amatrix of this kind can leatb four scenariofr the emerging TV
marketbased on the critical s c €.b &rmadaastedvwsonsumedsn do f6 PO Ght of ic
(i.e.Pay TV vsFreeto View). An example of one of the scenarioMig Mediawhereconsumershoosevhat,

when and Wwere they view TV on free-view platforms Decipher 2010
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Impact-Uncertainty Building the Scenario

Classification Matrix
Critical Uncertainty 1
| High D¢
o * # * * * 4
* World 2 World 1
g Mod * Critical
. e PR D¢ Uncertainty 2
t * * * * World 3 World 4
Low
. Low Moderate High
e Uncertainty
(it

Figure 24. ImmactUncertainty Classificatioralfix Figure 25. Building the Scenario Matrix

(Conway 2003)

Pay TV

(Platform / infrastructure
Dominated)

A

‘Everythin
‘Big Broadcast’ on-nz:‘ m:
Consumers

Broadcaster
»  Choice & Control

Choice & Control <
‘A Converged

World'

[~
' /
| ) o6

o Free To View e —

(Device Dominated) —

Figure 26. Scenarios for themerging TV market

(Decipher 2010)

#+ Step 4:Developthe scenar® Although scenariese normallyat least 10 years into the future, tisidyis
focussingnthe period up to 2015because of the rapid pace of change in technology and consumer markets in
the games industronway (2003) also labels scenarasd p rimlbéapr ef er ab | @Bo s,andb laa & i
60i mposédasaybbetpossi bled scenarios are ruled out.

#+ Step 5:Write up the draft scenarios as narrativgsjingeaclta t i t 1l e t hat oO0describes t
and that i s memo,p.&h,hand gresédntbescenaigd s@keloBlers to check for plausibility

and consistency
+ Step 6:Modify, polish and present the final scenariostakeholders

( O 06 B2000;deney; 2004 Conway 2003)
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Thisstudycan learn fromte Business CourdfilAusraliad 2004 scenario reporitChange is Inevitable Progress is Not:
Aspire Australia 202%hat contains three scenarios that represent good examples of looeate andwrite up
scenariosgEighty(80) Australian opinion leadensith a broadrange of interests and disciplineagagedin a debate

to develop scenaricgbouttheAu s t rloagtieads f uture, including O0the relat
to build security, pr9.dpedeescenarioseffec Asstoataiasad couhtgurronded vy 6 ( p
by oceans ... and th®le that the ocean plays in our thinking aboutcmumtry, geographical position and our

culturé (p. 7). Here is summaifyom the report of thdinal threescenarios:

+ Riding th&Vave explores the consequences of a breakdown in trust between peopiestindions. It is a story
about reform fatigue and complacency. In this scenario a loss of fashitirtions eventually undermines
Australiads c ap a c itdrmy fodusedneestroent and fefoimaesults imetondmea degline and
social crises, ultimately leading toesexaminatiorof our political structures.Riding the Wayeglobal
prosperity is no guaranteaf prosperity for Australia. Efficient and effectivev@mment and trust between
people andinstitutions are critical to building the capacity of the nation.

# StormySeasocuses on Australiads internatdptomélafulurel at i o
where there is a sustained declind&a Pacific stability and securi®&e gi onal i nstabilit
international and economic relations. Austratiansme more nationalistic, more cohesihey are more
tolerant towards difference with&ustralia, but at the same tirnecooned in their view of the rest of the world.
While it isstressed that this is only one possible story about how these relationships might eStiveytiseas

scenario presents a difficult future for Australia.

i on
y ¢

+ Changing the Cresxamines the socidimension of change in Austrdian particular theootential value tensions
within and between generations as baby boomers, who have domihatesit r al i ads pol i ci es
moving into retirement in unprecedented numbeZidnging th€rew a new generation of pioneers creates a
sharperedged Australia, resultirig friction with other generations. Australians are more strongly connected with
the rest of thevorld than ever before, economically and culturally.

(Business Council of Australiaf2(f 7)
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Wor ki ng i n Aust r alstudy&senabo pianninginfornfatiomendgtoolsn d u s

TheWor ki ng in Austral sty s DiAgantexarhple@fescerados devebbped forranother market,
includes a scenario planning exercise to develop a future the figurebelow showfour scenarios for the emerging TV
skills strategy for AustramaeabBetdi basad gamebei odubi ci
propose shotterm and longerm solutions to address Control &6 (i.e. broadcaster
workforce development priorities and issues. Some solutiorBay TV vd-ree to View). In the scenatitted My Media

may be effective ér one scenario but not effective for consumers choose what, waed where they view TV on

other scenarios. Workforce development priorities and free-to-view platformsecipher 2019

issues experienced today may persist in one scenario but

not in other scenarid@ueensland University of Technology - & -
(QUT) the Australian Research Council Cefitexeellence Dominated)

for Creative Industries and Innovation (CCl), and the Gam

Devel opers® Association of
Australian body for the interactive gees industry, are
supporting thistudy

1k

‘Everything
On-Demand’
The research team requests your assistance because o Sosdcuster | | Consumers
scenarios work best when a wide range of stakeholders ai <" * “*" Cholee & control
involved and can claim ownership. As a stakeholder, you
will benefit by having a greater understanding of the future
of the industry that can guide your decisions about how be
to equip yourselfdr change. For thigudy stakeholders
contribute by:

’ ) o |

Free To View e —

# answering thecenario planning questions in the (Device Dominated) !

Worker Surveyand responding to blog questicarsd
polis(this part of thestudyis finished) Your participation in this exercise is voluntary. Your decision
+ completing the scenario planning o011 (this is to participate will in no way impact upon your current or

around 20minutes to complete; and questions focus onnot ask for your name and contact details (unless you want

your current and future games worlds and drivers of ~ 0 participate inStep 5 i.e. reviewing the draft scenarios),

o ) completion of the tool is accepted as an indication of your
+ providing feedback on the draft future skills strategy, consent to participate. If you do agree to participate, you
which will inclugithe draft scenarias can withdraw from participation at griime during the
studywithout comment or penaltyoweverjf yourresponse
is anonymous (i.e. you do not provide your name), it will not be
possible to withdraw after submitting the tool.

Thisstudywill follow the recommended scenario planning
process, which consists of the following stages:
¢ Step 1. Define the problem/identify focal question The only risk associated with your patrticipation is unauthorised
+ Step 2: Conduct desktop research to identify relevant people accessing your respondasir completed tool is

trends and drivers athange protected and stored on QUT'scaimpus infrastructure.
Data collected is only accessible by the tocktmeand IT
administrators whare bound by the University's policies
and procedures regardintihe protection, privacy and
confidentiality of data.

#+ Step 3: Select and rank drivers of change by level of
uncertainty and impact in order to identify critical
scenario drivers
Step 4: Develop the scenarios QUT is committed to researcher integrity and the ethical

Step 5: Write up the draft scenarios as narratives, conduct of research projects. However, if you do have any

giving each a t issehceofydurat cancemsas compamts abouhtlee ethical conduct of the

worl d, and that i s ,m@&)nor sdehadodplanhiGoexeriaeyoagudiagt the QUT

and present the scenarios to stakeholders to check for Research Ethics Officerathicscontact@qut.edu.au07

plausibility and consistency 3138 5123. The Research Ethics Officer is not connected

with the exercise and can facilitate@solution to your
concern in aimpartial manner.

#+ Step 6: Modify, polish and present the final scenarios
to stakeholders.
Please contad@r Sandra Haukka, Senior Research Fellow,

You would participate in StepsaBd 4 if you complete the  ccjs.haukka@qut.edu.ad422 119 755, if you require
scenario planning tool. If you indicate on the tool that you fyrther information about tretudy

would like to participate in Step 5 (i.e. reviewing the draft
scenarios), we wibntact you again


mailto:ethicscontact@qut.edu.au
mailto:s.haukka@qut.edu.au
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ARC CENTRE OF EXCELLENCE - g
FOR CREATIVE INDUSTRIES QU Queensland University
AND INNOVATION of Technology

I Creative Workforce

1

SECTION JABOUT YOU AS A STAKEHOLDER
1.1 What type of stakeholder are you? (pick the main type)

1 Employer L Worker/employee 1 Teacher 1 Government representative

1 Industry association representative 1 Student 1 Other

ral.i

aos

1.2 Where are you located?
1 QLD * NSW t VIC Tt SA 1t TAS * WA t ACT ' NT
1.3 How long have you been in the digital games industry as a stakeholder?

1 <2years 1 2-5years 1 6-10years 1 >10years

SECTION 2: DRIVERS OFANGE IN THE GAMES INDUSTRY

This section consists of two questions. The first question asks you to indicate your views\sdd@itdeaintyof particular

drivers on Australia's digital games industry. The second question asks you to indicaeyabout thémpactof these drivers

on the industry.

2.1Please rate youlevel of certaintyf or t he foll owing drivers of change for
uncertaind to 6highly cert ahbnsmdexampla, if yohatirty ancestaimmbbut tgehde ib a |
gl obal economic growth, you would probably rate your
Highly Uncertain| Neutral q Highly Unsure
uncertail) | (2) @ | Ceman) | corainG) | (6)

1 Global economic growth
| 2 Australian economic growth
| 3 New business models and revenue streams
| 4 New competitors from emerging countries

demographics
| 6 Wage levels and workonditions in Australia

| |
| |
| |
5 Changes in consumer demand, needs and ‘ ‘
| |
7 Level of demand for games workers in Australi‘ ‘

| |

| 8 Auvailability of a skilled workforce in Australia

9 Australia’s continued reliance on large
international publishers for work

10 Greater outsourcingf work to countries with
cheaper labour costs

11 Greater demand by publishers for services at ¢
lower cost but with the same quality and
delivered ortime or quicker

12 Emerging markets e.g. online, serious,
advergames, exergaming

- 13 Lower demand for traditional games ‘ ‘ ‘ ‘ | ‘

14 Changing games platforms e.g. MMOs, game
portals, mobile devices

- 15 Opportunities created by digital distribution ‘
| 16 Opportunities created by cloud computing ‘
17 Changing worlpractices e.g. virtual teams ‘

18 Level of government support and incentives fo
industry development

19 Quality of education and training provision for
the games industry
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Uncertain| Neutral q Highly Unsure
uncertai(l) | (2) @ | Ceman) | corainG) | (6)
20 Level of R&D funding for games industry reses
21 Quality of links between employers and
education and training providers
| 22 Games classifications
23 Current and future skills requirements of worke ‘
2.2Please rate th¢evel of impactt he f ol | ng drivers of change have on
i mpactd to O6very high mpact 0. In the case of gl obash
significant impaatnthesta e of Aust i a6s games i ndulsetvreyl yfoour hioluiH €. dprri
No impact Low Neutral Medium High Unsure
impact(2) 3) impact(4) | impact(5) (6)

10

11

12

13
14

15

17
| 18

| 19

|20
| 21

|22
| 23

Global economic growth

Australian economic growth
New business models and revenue streams
New competitors from emerging countries

|
Changes in consumer demand, needs and i
demographics

Wage levels and work conditions in Australia ‘
Level of demand for games workénsAustralia ‘
Availability of a skilled workforce in Australia ‘

Australia's continued reliance on large internatio
publishers for work

Greater outsourcing of work to countries with
cheaper labour costs

Greater demand by publishers for services at a
lower cost but with the same quality and delivere
onttime or quicker

Emerging markets e.g. online, serious, advergar
exergaming

Lower demand for traditional games ‘

Changing gameglatforms e.g. MMOs, game
portals, mobile devices

Opportunities created by digital distribution ‘
Opportunities created by cloud computing ‘
Changing work practices e.g. virtual teams ‘

Level of government support aimdentives for
industry development

Quality of education and training provision for th
games industry

Level of R&D funding for games industry resean‘

Quality of links between employers and educatic
and training providers

Games classifications ‘
Current and future skills requirements of Workers‘
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SECTION 3: YOURURRENGAMES INDUSTRY WORLD

3.1 How did your world develop to a point that you anerrentlyi nv ol ved i n Australiads digital
(Stakeholders include those working in the industry, providers of games andajated<ourses, government representatives
influencing/implementing policy relevant to the games induspmgsentatives of industry associations and other relevant
bodies, and students). To answer this question, prepare a list of key events (e.g. career opportunities, educatioypunetworks)
think created your games industry world.

C

3.2 What haschanged in your games industvgrld during the time you have been a part of it?

3.3 What are your existing gaps in knowledge/skills? If you believe yaqwtloave any gaps, please go to question 3.5.

3.4 What do you need to addresgur skills gaps?
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3.5 Imagdre a title that describes the essence of yaurentgames world and is memorable. What is your title?

C

SECTION 4:GUREUTUREAMES INDUSTRY WORLD

4.1 Do you intend to leave the games industry in the next 12 months? If you answered NO or UNSURE, go to the next question
(4.2). If you answere¥ES$please indicatdelowwhy you intend to leave and then go to Sectio®ther.

1 Yes 1 No 1 Unsure

If you intend to leave the industry in the next 12 months, please explain why.

4.2 What does youfuturegamesindustry world look like over the next five (5) years? Here are some questions to prompt your
thoughts Where will you workWhat will you work on? What will affect your work? Who are your customers/markets? What
could go wrong?

4.3 What skills do you need to achieve success in your future games industry world?
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4.4 What is the likelihood that you will have the skills needed to work successfully in the industry over the nesafa/2 (5) y

1 Highly unlikely L Unlikely 1 Neutral L Likely 1 HighlyLikely

4.5 What will help you to acquire the necessary skills?

aos

C

4.6 Question 3.5 asked you to inmiaga title that describes your current games world. Will this title be the same fiutyoar
games industrnyi? yes, what is your new title?

SECTION 5: OTHER

5.1 If you have other comments about the current and future games industry, please write them here.

5.2 If you would like to comment on the draft scenarios, please provide your details below.

Name:

Email address

CcCl| 72
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W i R T |
Brisbane Auatraiia

2. How many years have you worked in the digital games industry?

Survey of Workers in Australia's Digital Games Indus

The Survey of Workers in Australia’s Digital Games Industry isan mponan\ part of a project that is identifying

and evaluating skills sets and d for both currently and in the near future. The
pno;ect is also measunng the extent source and impact of skills gaps and shortages. Your input will help to
the lack of h on skilling in the industry.
land Uni lian R ll for Creative Ind

O <2years
O 25years
O 6-10years
O >10years
O Unsure

h Centre of E
and Innovation, and the Games Developers Assocna'aon of Australia (GDAA) are supporting this project.

A key part of the project is surveying workers and employers in the industry, and consulting with other key
stakeholders such as training providers, pohcymakers and industry associations/bodies. As a worker in the
industry, we invite you to participate in the Survey of Workers in Australia's Digital Games Industry. It should
take you up to seven (7) minutes to complete.

Your participation in this project is voluntary. Your decision to participate will in no way impact upon your
current or future relationship with QUT or project partners. Because we do not ask for your name and contact

details on the survey {unless you want to receive about we will not be able to
identify you or your employer. In this case, the completion of the e survey is aecepted as an indication of your
consent to participate. If you do agree to p pate, you can from p at any time during
the project without comment or penalty.

Information provided in a survey is stored on QUT's infr: . Data collected and stored on
the survey machine is only accessible by the > survey creator “and IT T ini are
tt;o\md by the University’s policies and p g g the p ion, privacy and confidentiality of

QUT is committed to researcher integrity and the ethical conduct of research projects. However, if

have any concems or complaints about the ethical conduct of the project éou may contact the QU Reseau:h
Ethics Officer on 3138 2340 or slhrcsoontacx@qut edu.au. The Resea hics Officer is not connected with
the project and can a to your inan i

P

If Kou have any general questions about this survey, please contact Sandra Haukka at
aukka@qut.edu.au, 07 38611725, 0424415376.

We lock forward te your participation.

Manager/executive director/CEO
Executive producer

Graphic artist

Artist - interactive games

Seript writer

Interactive games designer
Software programmer

Animator

Product tester

OIlo O OIO B0 IO

Instructional designer
Clericalfadmin worker
If other, please specify

[e]

EMPLOYMENT

4. Do you have a secondary occupation within or outside the games industry?

1. What year did you first enter the workforce, regardiess of industry?

Pioase use the bisnk space 1o wilte your answars.

QO Yes
O No

If yes, please specify

Page 1 Page2
5. How are you currently employed? (you may select more than one) 8. How many workers does your firm employ?
Plsase check ail that 8pply ancor 8dd your own vanant. Pisase pick ona of the answers below.
[ Self-employed/own business O Sole trader (no workers/femployees)
[ Freelance/project work O <5workers
[0 Employed full-ime O 6-10 workers
1 Employment part-time O  11-20 workers
[0 Employed casually O  21-50 workers
If other, please specify O 51-100 workers
---------------------- O 101-150 workers
6. What year did you start working with your firm? O 151-200 workers
Pivase use the biank space to write your answers. O >200 workers
O Unsure
9. What is your annual gross income?
7. How long has your firm been operating for? Please pick o0 of o answers boiow:
Ploase pick one of the snswers below. O Noincome
O <2years O <8$20,000
O 2-5years O $20,000-$29,999
O 6-10 years O $30,000-$39,999
O >10years O $40,000-$49,999
Q Unsure O $50,000-$59,999
Page3 O  $60,000-$69,999
O $70,000-879,999
O  $80,000-$89,999
O $90,000-899,999
O >$100,000
O  Prefer not to say
O Unsure
Page4
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10. How did you find your current job?

Pisase pick one of the snswers below or add your own.

Headhunted by employer

Sent an unsolicited CV to employer

Participated in an internship/work experience with employer
Met employer through an industry network/contacts

R ded by g g th

Recruitment agency

Online advertisement (e.g. game sites, Seek, etc.)
Print media advertisement

Educational institution

Started own business/self-employed

QOO 00 10Y0. DIO

o

If other, please specify

11. How difficult/easy was it to find your current job?

Please pick one of the answers below.

O Very difficult

O Difficult

O Neutral

O Easy

Q  Very easy
Page5
Page7
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