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The video game industry is growing worldwide, with higher turnover, FDI, and players 5

Turnover and FDI in the video game sector continue to grow steadily on a global scale

@& Global turnover will reach US$188,800 M in 2025, with mobile devices accounting for a significant share (55% of the total).

@& The Asia-Pacific region will generate the most revenue in 2025, even though 6 of the 10 top global firms are based in the U.S.

@ Factors such as convenience and the impact of COVID-19 have driven revenue growth in the digital segment.

@& Between 2020 and 2024, FDI in the video game sector has resulted in over 470 projects, €7,800 M in investment, and 36,000 jobs.

There are increasingly more players, who are more demanding and have a growing interest in eSports

@ Global video game penetration is 83.6%, with countries such as the Philippines, Indonesia, and India above the average.
@ The number of players in the world will be 3,578 M in 2025, with the Asia-Pacific region holding a sizable share (53% of the total).
@ Although gaming time on computers and consoles increased by 6% in 2024, players are becoming more selective.

@ Users who have consumed eSports content at least once already exceed 70% in Asia and the Middle East.

Market and technology trends that are shaping the direction of the global video game sector

@ Towards a model of shorter-duration video games, with more UGC and greater focus on community management.
@& Opportunities will arise for growth in the indie and AA segments, but there will be challenges for new players in the F2P segment.
@ Mobile ecosystems will become more open, while PC gaming will benefit from multiplatform releases.

@ Generative Al, AR and VR, the metaverse, cloud, blockchain, and cybersecurity will be the technologies with the greatest impact.

Font: ACCIO.
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Catalonia, a national and international benchmark in the video game industry 6

A competitive and innovative ecosystem for the video game industry

@ Catalonia remains the driving force of the Spanish ecosystem: a meeting point for investors, publishers, studios and players.
@& Catalonia concentrates more than a quarter of video game companies and studios registered in Spain (32.1%).
@ Catalonia monopolises more than half of the professionals and turnover of the industry in Spain (50.4% and 53.1% respectively).

@& The Catalan video game industry continues to grow steadily, with a positive forecast in terms of turnover and professionals.

It is a location that continues to be in the spotlight for global investment in video games

@ Catalonia is the top EU region in number of FDI projects in video games, capital invested and jobs created.
@& |n the five-year period 2020-2024, Catalonia was the 2nd top region for FDI in video games in the world (by number of projects).
@ Catalonia alone has more projects than countries like Japan, France, India, China or the Netherlands.

@ Reputable companies like Scopely, Lilith Games, Sandsoft or Infinity Ward have invested in Catalonia in the period 2023-2025.

A hub of local and international talent framed in a highly creative environment

“Barcelona is a city with a strong artistic atmosphere and an excellent pool of design talent, providing the conditions for
developing the gaming industry.” Ou Ya, Head of Strategy and Investment, Lilith Games.

“Barcelona is home to a thriving community of video game creators and is the perfect location for talented developers from all
over Europe.” David Fernandez, CEO, Sandsoft.

Source: ACCIO.
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Definition of the video game industry 6

The video game industry encompasses the entire industry dedicated to the creation, development, publication, distribution and
monetisation of video games. It is a rapidly growing industry, with millions of people around the world playing them and billions of dollars

in revenue generated each year.

Based on the platform used by
users, it is possible to segment the
global video game market into three
large groups:

" Video games for

mobile devices

Stages of the video game

,.«}. = . development process Pre-production,
production and post-production

— R

| el

This is where every project is begun. Pre- Production is the moment when the game begins In the post-oroduction phase. some team
production serves to define the theme of the to take shape: the narrative is outlined, the assets members Zre dzdicated topmaint,ainin the game
game, justify its creation and establish what is (characters, props and environments) are created, . o 9 g
. . . or developing additional or downloadable content
needed to carry it out. while the game mechanics and rules are . . :
. tablished (DLC), while others may begin working on a new
It can last between a week and a year, depending es project.
on the type of project, available resources and This is the longest stage of the process, with a The development cvele remains active
financial situation. duration that can range between 1 and 4 years. P y )

Source: ACCIO, based on Statista (2025) and CG Spectrum (2022).
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The global turnover of the video game industry (I)

The global turnover of the video game industry will reach US$188,800 million in 2025, with year-on-year growth of 3.4%, and will
exceed US$200,000 million in 2027. The Asia-Pacific region will generate the most revenue this year (US$87,600 million, 46% of the
total), followed by North America (US$52,700 million, 28%) and Europe (US$33,100 million, 18%). In terms of growth, the regions with the
most notable year-on-year increase will be the Middle East and Africa (7.5%) and Latin America (6.4%).

Global turnover by segment, 2025 (e)

Global turnover of the video game industry, 2022-2028 (US$ millions)

A2.8% 2022-2025 A3.0% 2025-2028 Mobile device | 55%
US$103,000 million
173,800 176,800 182,500 188,800 196,100 201,600 206,500 A2.9% compared to 2024

Console | 24%
US$45,900 million
A 5.5% compared to 2024

55% 55% 55% 54%

PC | 21%
. US$39,900 million
A 2.5% compared to 2024

2022 2023 2024 2025 (e) 2026 (e) 2027 (e) 2028 (e)

® Mobile device Console PC

Notes: the notation (e) refers to estimated values, subject to subsequent revision.
Source: “Global Games Market Report”, Newzoo, 2025.
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The global turnover of the video game industry (ll)

Main markets by video game turnover, 2024

Torore 6 | Payrs

@ 1 china 48,700
4= 2 United States 47,600
® 3 Japan 16,600
. 4 South Korea 7,100
[ Germany 6,400
g 6 united Kingdom 6,100
‘ ' 7 France 3,800
(+) 8canada 3,000
(<) 9 Mexico 2,500
& 10 Brazi 2,500

India is the country with the second-most
players in the world, but its total turnover is

ww» much lower than that of other countries due to
the low individual monetisation.
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219.8
72.8

33.7

52.0

42.0
9.7

23.6
75.8

117.9

Top companies by turnover, Q4 2024 (YTD)

1
2

(@)

Tencent i&if
BT Microsoft

SONY

’

gﬁ 4% NETEASE
Google

@ Electronic Arts

ROQBLOX

@ Tencent

% Microsoft

® Sony

% Apple

@ NetEase

% Google

% Electronic Arts

% Take-Two Interactive
® Nintendo

4= Roblox

10

Source: ACCIO, based on Newzoo (2025).
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The global community of video game players (l) »

The number of players in the world will be 3,578 million in 2025, with year-on-year growth of 4.4%. Of these, 3,000 million will play
from mobile devices (83% of the total, A4.5% YoY), 936 million from PC (26%, A 3.1%) and 645 million from consoles (18%, A 2.5%).

Although gaming time on computers and consoles increased by 6% in 2024, players are becoming more selective and playing fewer
games. Since 2021, the number of players who only play between one and three titles each year has grown across all platforms.

Annual distribution of the number of titles played by ple

Number of players by geographical region, 2025 (e)

. Asia-Pacific | 53% 45 X 610
; HIH o
: 1,896 million | A4.5% compared to 2024 @ m 299 1% 21% 46%
Middle East and Africa | 16% [ 2024 JENNEVOR 13% 21% 32%
595 million | A6.8% compared to 2024
[ 13 X 45 X 610 X 11+ ]
Europe | 13% o o o 0
465 million | A2.3% compared to 2024 L @EED 15% 26% 32%

& % 14% 22%, 33%
Latin America | 1%

372 millon | A4.5% compared to 2024 D D

North America | 7% "‘ m 24% 13% 23% 40%
| 249 million | A2.4% compared to 2024 [ 2024 JENEVI7 15% 23% 30%

Notes: the notation (e) refers to estimated values, subject to subsequent revision.
Source: “Global Games Market Report”, Newzoo, 2025; “The PC & Console Gaming Report”, Newzoo, 2025.
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The global community of video game players (ll)

The 10 most successful video game genres, Q3 202

Shooter — 51,9%

Global video game penetration, Q3 2024
9 Philippines 96.6% By age and gender

M |ndonesia 96.4% Age range

& India 94.3%

16-24 years 92.2% 93.0%

25-34 years 89.6% 90.2%

35-44 years 84.4% 86.3%

45-54 years 76.5% 80.4%

~ Czech Republic 73.6% 55-64 years 69.2% 71.2%

=P United Kingdom 71.1%  0°* Years’ 57.6% 53.7%
® Japan 64.4% *Data for players aged 65 and over is

Women

Men

not yet available in all countries.

Action and adventure

Sports

Multiplayer Online Battle Arena (MOBA)
Racing

Puzzles

Simulation

Strategy

Platforms

Fight

I 45.9%
I 35.4%
I 34.2%
I 33.0%
I :2.7%
I 32.3%
I 30.7%
I 25.0%

— 27,8%

Notes: the data is presented as the percentage of internet users over 16 years of age who play video games on any device.
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The video games that dominate the global market (l)

;tgiggtz_so & 2Minecraft B 3 ROBLOX | 4 Fortnite (5| 5The Sims 4
Valve ! Mojang Studios 4 F@-y Roblox Epic Games Electronic Arts
‘ . ® % 2 Call of Duty: 3 EA Sports j‘ 4 Grand Theft T
roree (R OO0 B R |z
. Activision Electronic Arts  [BF#=4 Rockstar G. )
. ROBLOX
1Callof Duty: @M@ 2Fortnite M 3 ROBLOX & 4 Minecraft 4 S Grand Theft
MW2/MW3/WZ/BO6 g G YN Robi % Moiang Studi Auto V
Ao . Epic Games oy J Roblox ! Mojang Studios (= 4 Rockstar G.
¥ Vé’ N ‘ > B £ : ] .
324;; 1 lBenleey T | 2 Fortnite " 3 Mario Kart 8 k. - LMETTD LT 5An|rpal.
~a¥CY Kong Bananza g Epic Games . Nintendo % World ! Crossing: NH
Py Nintendo g 4 Nintendo Nintendo
A . ic Pi 147
Mobile 1 ROBLOX 2 Block Blast! ['va g'\g‘g‘g Piano LY 4 Ludo King gusr‘fj:r"s"ay
. . h' . . .
devices Roblox Hungry Studio | i (s BKING Gametion SYBO Games
A 1 Block Blast! [ fa?:'or Block  TSRE 3 Township 4 ROBLOX fﬂggﬁ_%
4 Hungry Studio 2 . Playrix Roblox
' Rollic Games Tencent

Notes: for PC games the MAUs (Monthly Active Users) have been considered; for those on mobile devices, it is downloads.
Source: ACCIO, from Newzoo (July 2025) and Statista (February/June 2025).
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The video games that dominate the global market (ll) ”

The SUcCess of agame lies in its abilit.y lo attract Attitude towards entertainment franchises (positive and very positi
and retain an active player base, and intellectual

property can be key in this task. On a global scale,

Includes average, maximum and minimum positive sentiment towards major franchises by region

most players say that they are more likely to play Shirek Herty Potier
a game if it features their favourite Bhewsp  86%  Dheyp  Snex o, ChpoEe 88% ..
. . 75% o o o SHReK

entertainment franchise. 0 76% 79 7o 74%

Likelihood of pl_aying a game_based ona 58% 60%

popular entertainment franchise 60/

(o]
56% S56% A D ( A NE
6°/ 0 o 499 .y
Players most likely to Players less likely to G : mw HEE 43% ,49 ﬁ Siess 41%
play play ! -y "
£,

® India 74% ‘ ' Belgium 41%
-— P N North Latin Western  Eastern Middle East Asia Southeast Central Oceania
@ Thailand 74% Netherlands 39% America America Europe  Europe East Asia  and South
- w Asia
° Vietnam 74% :- Sweden 31% . . ]

4 Perceptions about intellectual property vary by geographic
@ China 72% .I_ Finland 31% region. Some franchises dominate their home markets but go
largely unnoticed in other areas, while others achieve a prominent

@ Brazil 72% ® Japan3i% global presence.

Notes: attitude towards entertainment franchises is quantified by the percentage of players with a “positive” or “very positive” perception.
Source: “Mapping IP Fandom with the Global Gamer Study in 2025”, Newzoo.
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Video games are played (and sold) digitally

% of digital in the revenues of the world’s main produc Degree of adoption of video games in physical format,

Take-Two Entertai t 21,0%
ake- | wo £ntertainmen 23’9%
CD Projekt Group
18,8% 18,8% 18,2%
Electronic Arts 16,5% )
15’6A’ 13 6%) 14,1°/o 14,60/0
Square Enix
Ubisoft
Activision Blizzard
Nintendo
2020 2021 2022 2023 2024
m Digital Non-digital (retail and others) —\World EU
Convenience, regular deals on digital sales, additional The degree of adoption of video games in physical
content, and more recently, the impact of COVID-19 format (measured as the percentage of active customers
have led gamers to allocate most of their spending compared to the total population) shows a decreasing
to the digital format. trend on a global scale, and remains around 15%.

Notes: for income, the last available financial year was taken as a reference.
Source: ACCIO, based on Statista (2025).

ACCIO (Il Generalitat de Catalunya )

WUl¥ Government of Catalonia CataloniaConnects
Catalonia

Trade OLInvestment

15



Global FDI in video games has exceeded €7,800 million during the five-year period "
2020-2024

Between 2020 and 2024, the video game industry has registered 477 FDI projects worldwide, representing an increase of almost 40%
over the previous five-year period. Spain is the fourth-highest country in attracting this investment, with a total of 32 projects.

FDI in video games around the world, 2020-2024 25 main companies by invested capital, 2020-2024

477 €7,807.8 36,067  OOMeta g Unity ME.s @) usisorT

projects million in investment jobs created _ @ P “evods amazon
(A39.5% vs. 2015-2019) (A58.5% vs. 2015-2019) (A53.3% vs. 2015-2019) @ Electronic Arts gearbox HR Studios
. . . . T . I Sthvie ‘ —
Countries of origin by projects Destination countries by projects ROOMS . AM3EX KRAFTON
&) .
E 1 United States | 108 projects ‘*' 1 Canada | 46 projects §ﬁ Z) NeTEASe PHOENIX 41LABS HOYO
o N Iz BetClic Everest SLEDGEHAMMER "2, . . » o < r
2 China | 43 projects —t= 2 United Kingdom | 41 projects GROUP O GAMES “= MADNESS
any -
s . de . Y Lo T Gh
3 United Kingdom | 42 projects 3 United States | 34 projects " N -
™ gdom | 42 proj N4 | 34 pro) viIRTUOS \ o @ gkwalee
S A GAMES
w 4 Sweden | 31 projects 4 Spain | 32 projects ~
'c Q) BHaRmS
‘ ' 5 France | 28 projects 5 United Arab Emirates | 26 projects DeEcK i3

Notes: investments made in "video games, applications and digital content” have been considered.
Source: ACCIO, based on fDi Markets (2025).
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Catalonia, second-highest region in number of FDI projects in video games between -
2020 and 2024

In the five-year period 2020-2024, Catalonia maintained an excellent position on an international level in number of FDI video game
projects: it was the second-highest region in the world, only behind Quebec, and rose five positions compared to the previous five years.

Top 20 destination regions for projects in the world, 2020-2024

1 Quebec | A1 . 6 Berlin | V2 11 British Columbia | A2 AB 16 Sweden | ¥v8
2 : . * . ;
31 projects 15 projects 8 projects W 7 projects
== 2 Catalonia| A5 = 7 california | v4 12 Karnataka | A 29 c 17 Abu Dhabi | New entry
=24 projects " 14 projects w» 8 projects 7 projects
A£G 3 Singapur | A22 P 8 Kanto | A3 ‘ ' 13 fle-de-France | ¥8 (&= 18 Kuala Lumpur | A5
18 projects 13 projects 8 projects " 6 projects
A% 4 South-East of England | ¥3 9 Warsaw MA | A22 0 14 Turkey | A28 | 19 Southern Finland | Y4
Y41y 16 projects ' 11 projects 7 projects 6 projects
c 5 Dubai | A 31 ‘ ' 10 Romania | A4 e 15 Lisbon MA | A50 4B 20 Community of Madrid | V2
16 projects 10 projects 7 projects W 5 projects
20 237 24 of the 32 projects The Lisbon Metropolitan Area,
. _ implemented in Spain have Dubai, Karnataka and Turkey
regions projects been carried out in Catalonia have seen the biggest rises in
(16.7% of the (49.7% of the (75.0%) the ranking

total) total)

Notes: investments made in “video games, applications and digital content” have been considered; changes in position calculated with respect to the five-year
) period 2015-2019.
Source: ACCIO, based on fDi Markets (2025).
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eSports have become an essential part of video game culture (I) "

Global eSports revenue, 2020-2029 (US$ million)

Sponsorship and

eSports Betting Audiovisual rights

5.930 advertising

5 400 5.670
] US$2,497.3 M | 58.0% US$982.8 M | 22.8% US$318.9M | 7.4%
Merc_handlsmg Publishing fees Live broadcast
and ticket sales
US$242.4 M | 5.6% US$140.9 M | 3.3% US$126.5 M | 2.9%

Global eSports revenue in selected countries, 2025

¢ United States | US$1,236.1
= million

‘ ' France | US$185.2 million
China | US$537.7 million @® Japan|US$178.8 million

2020 2021 2022 2023 2024 2025 2026 2027 2028 2029

) _ Germany | US$325.6 million ‘*' Canada | US$152.8 million
Global e-sports turnover has experienced sustained

growth in recent years, and forecasts point to an ‘s S‘_’"‘.‘th Korea | US$321.3 — Spain | US$147.1 million
increase of US$1,200 million ( A 25.1%) between S B":‘i't‘:; UIE T — -wr
2025 and 2029. g 9 ' @ Australia | US$146.7 million

Notes: eSports consist of multiplayer video game competitions in which professional players patrticipate, eithe/j alone or as part of a team.
Source: ACCIO, based on Statista (2025).
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eSports have been consolidated as an essential part of video game culture (ll) 0

Most popular eSports games in the world, 2024 (by hours watched)

Users who have consumed eSports content, 2024

74% 72% LEAGUE- League of
LEGENDS Legends
58% i i
749.6 million 475.8 million
3% 79, 40% :
0 Counter-Strike 2 Valorant
29% 0%
23% . .
18% 18% 434.6 million
8%

Mobile Legends:
Bang Bang

355.6 million 319.8 million

Top eSports tournaments, 2019-2025 (by maximum viewers)

Asia Middle East  North America Europe WORLDS¥24 1 League of Legends 2024 World Championship | 6.9 M
m General scope of eSports (1) = eSports spectators (2)

Usual scope of eSports (3) WORIDS*¥2] 2 League of Legends 2023 World Championship | 6.4 M

\@ 3 Free Fire World Series 2021 Singapore | 5.4 M

Respondents who have watched professional eSports content: b

(1) At least once in the past. [T =P 4 League of Legends 2022 World Championship | 5.2 M
(2) In the last six months. "

(3) At least once a week in the last six months. @ 5 Mobile Legends M5 World Championship | 5.1 M

Notes: eSports consist of multiplayer video game competitions in which professional players patrticipate, eithe/j alone or as part of a team.
Source: ACCIO, based on Statista (2025).
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The video game industry in Catalonia

3. The video game

industry in Catalonia
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An expanding industry: Catalan video games involve more than 260 companies and
studios

i
¥

[ FRIR T

262

companies and studios |

756

j € million in turnover

5,174

professionals

A12.0%
vs. 2022

A 9.6%
vs. 2023

- A6.6%
’ vs. 2022

53.1%

32.1%
of the total for Spain

50.4%
of the total for Spain

of the total for Spain

Notes: the data on companies and studios corresponds to the year 2024, while the data on turnover and professionals is from 2023.
Source: “White paper. The Catalan video game industry”, Department of Culture, 2024.
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The Catalan video game industry reaches records in turnover and employment

Summary table of the Catalan video game industry, 2020-2024

3,996 jobs 4,249 jobs 4,619 jobs 5,174 jobs levels.

€552 M €660 M €709 M €756 M 262

2019
239

200 196
2020

167

2021

2022

2020 2021 2022 2023 2024 2023

® Non-incorporated studios Companies

20%

25%

25%

27%

27%

The female presence in Catalan studios
is increasing, but it is still well below equality

A5%
vs. 2019

vs. 2020

A2%
vs. 2021

vs. 2022

22

Source: “White paper. The Catalan video game industry,” Department of Culture, 2024.
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Forecasts indicate a positive evolution of the Catalan video game industry

Forecast of turnover in Catalonia, 2023-2027 (€ millio Employment forecast in Catalonia, 2023-2027

950 7.000

893 5.988 ES-I
900 6.000 5174 5.330 5.596/
850 835 5.000
795 4.000
800 772
756 3.000
750
2.000
700 1.000
650 0
2023 2024 2025 2026 2027 2023 2024 2025 2026 2027
There is an estimated compound annual growth There is an estimated compound annual growth
rate (CAGR) of 4.3% for the period 2023-2027, rate (CAGR) of 5.0% for the period 2023-2027, a
when it is estimated that the Catalan video game year in which it is estimated that the industry will
industry will generate €893 million. generate more than 6,200 direct jobs in Catalonia.

Source: “White paper. The Catalan video game industry,” Department of Culture, 2024.
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Barcelona is emerging as a pole of attraction for video game companies and studios 24

@ The majority of companies dedicated to the creation of video games are located in Barcelona (91%), which remains the main driving force of the Catalan
industry. The rest are distributed almost evenly among the other provinces, all with less than 5%.

@ Catalan video games generate most of their revenue in international markets (67%). Sales outside Spain are mainly concentrated in Europe (31%) and North
America (28%), while the rest of the markets continue to be minority markets for the local industry.

Turnover by sales region, 2023

1 Europe (incl. Spain) (64%)

Girona

Spain (33%)
(1) Rest of Europe (31%

2 North America (28%)

Barcelona

91%

3 Asia-Pacific (4%)

Tarragona

4 L atin America (2%)

3%

5 Middle East and Africa (2%)

Source: “White paper. The Catalan video game industry,” Department of Culture, 2024.
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One in four Catalan video game studios has more than ten years of experience

(D GFAL @ TANGELOGAMES

W

EEPETOONS EB By ¥ sekg
of the companies and BZACH [ELLERS
studios are startups g 4

i EHRE™ QD Eém

< scoPELY /. Socialpoint
- (=3 cameLoFT

©) usisorT @i =iabiiss

S Gl @ smarcor

GAMES

of the sector’s of the sector’s
turnover in Catalonia turnover in Catalonia
corresponds to foreign corresponds to
subsidiaries Catalan companies
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By volume of turnover...

The Catalan video game industry continues to be made up of a
good number of small studios, but there are more and more
studios with high levels of turnover. Studios that have a turnover
of more than €50 million currently represent only 2% of the total, but
they account for 55% of the industry’s overall turnover in Catalonia.

By number of professionals

The Catalan video game industry continues dominated by small
businesses, with a weight of 44% of those with fewer than 5
professionals. Companies with more than 50 workers currently
represent 8% of the total, but employ 64% of all professionals in the
industry in Catalonia.

By length of service...

This year there has been a significant reduction in the number of
young companies (with less than two years of activity), which have
gone from 19% to 8%. At the same time, it is particularly noteworthy
that 25% of Catalan video game studios have been around for
over ten years.

Notes: for the calculation of startups and foreign subsidiaries, only studios incorporated as a company have been considered (data on foreign subsidiaries

ACCI 6 (Il Generalitat de Catalunya
WY Government of Catalonia
Catalonia
Trade OLInvestment

calculated based on the companies for which turnover information is available).

Source: ACCIO and “White Paper. The Catalan video game industry,” Department of Culture, 2024.

CataloniaConnects



Main video game companies and studios in Catalonia (I)

By turnover volume
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By number of professionals

Scopely

King

Socialpoint

Gameloft

Ubisoft

Product Madness

Digital Legends Entertainment
Ubisoft Barcelona Mobile
Tilting Point

Starloop Studios

Notes: ranking prepared based on the latest data published by companies and studios in the industry.

Source: ACCIO, based on Orbis.
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Main video game companies and studios in Catalonia (ll) 27

8 companies 3 companies 2 companies
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Notes: partial and non-exhaustive representation of some of the main video game companies and studios in Catalonia, classified according to their origin (only
the 9 main foreign countries by percentage of turnover are included; data calculated from companies that have turnover information).
Source: ACCIO.
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Distribution of video game companies and studios according to their field of activity

Video game development companies and studios
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It includes, among others, social
casinos (online casino games),
technological solutions for
developers and artistic creation
studios for video games.

Notes: partial and non-exhaustive representation; companies and studios can act simultaneously as developers and publishers of video games
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Source: ACCIO.
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Nearly 60 startups are boosting the Catalan video game industry (l) 2

Evolution of the number of startups, 2020-20
A 34.9%

2020-2024 et >
.................................. o s
53
49
43 A16.3% v7.0% A9.4%
A14.0%

2024
Record

figure

2020 2021 2022 2023 2024

Barcelona is the city with the 4th most
video game startups in the EU and the

6th in Europe as a whole
Startup Ecosystem Report, StartupBlink, 2025

In 2024, an interannual increase of 9.4% was recorded

11 19.86

scaleups €M of turnover

startups

(1)
2.5% 2.7% e/t
of the total registered
of total startups of total scaleups ; :
in Catalonia

Noteworthy startups in the Catalan video game ecosystem
Y Ezms

(D GrAL § LTas (U ey o EEPETOONS

CHAMPION PLAYSTXEEESTUQNTEE.%
BREACH ey @ = vt )
katoid Adveririay [l 9 3£ EsHopo Tyl

PROTOCOL

N Remotto”

Notes: scaleups are startups that have raised $1 million in funding in a single funding round (startups with greater growth potential).

| Generalitat de Catalunya
¥ Government of Catalonia

ACCIO

Catalonia
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Source: “Barcelona & Catalonia Startup Hub’, ACCIO, 2024.
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Nearly 60 startups are boosting the Catalan video game industry (ll) %

Investment raised by video game startups, 2020-2024 (in US$ million) The year 2024 has recorded the 2nd
highest investment volume of the

$132.2 M, 2020-2024 covsro  Crypto Snack 2020-2024 five-year period raised by
A 525.4% SMCK 2022 | US$50.0 M Catalan video game startups.
petween 2020and2024> _ The year 2024 has recorded the 3rd
---------------------------- 65,5 Bespoke Pixel highest investment volume in the
2024 | US$25.0 M historical series (2000-2024) raised

bespoke pixel

by Catalan video game startups.

Omnidrone
?gﬂ?ﬁgﬁ 2021 | US$16.7 M The volume of investment raised by
323 | US$16. video game startups in 2024
’ represents 2.7% of the total collected

28,8
;.xv.; Gamestry by all Catalan startups.
gamestry 2021 I US$50 M
0,5

The period 2020-2024 has been marked

5,2

.

2020 2021 2022 2023 2024

by a notable increase in investment
i]@ Mokensleague raised, rising from $7.8 M (2015-2019) to
2024 | €3.7 M $132.2 M (2020-2024).

ACCIO, based on Dealroom.

(Il Generalitat de Catalunya )
¥ Government of Catalonia CataloniaConnects
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Catalonia
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A solid ecosystem consolidates Catalonia as the driving force of the video games »
industry

.\ Generalitat de Catalunya 1 Generalitat de Catalunya Spanish

) Departament de Cultura ID Departament nat|ona| scope Universities Others
Direcci6é General d’Innovacié %! de Politica Lingiistica ENTi = UNIVERSITAT POLITECNICA DE CATALUNYA = T
| Cultura Dightal mmeee W% BARCELONA @ = wr] i CHEN AT

. . N T .

Institut Catala de les Generalitat .
IC x Empreses Culturals All¥ de Catalunya xl}é!gm pvie | a S al |e Uo Dniversi Universitat LiJ FRAME GAMES
ERSITA RAL c de Catalunya de Girona

RS TATCEN [ unversimar rawon v |
—

Associations and foundations , -
: : Programming bootcamps Upper cycle undergraduate training (CFGS)
c o a Spanish national scope S | o nuclio® Dpes N ’
@ Academy le wagon digital schoal Escola d’Art i Disseny Ip e Fomacion @ITB

-/ /\ E \/ I Profesional
DeviCAT ~re=aMes = ssoci ronack BICIS @ i RS L"M N
) - n g 15seny
2 BEtibES iEcss VIDECJUEGOS Codeworks ® Pedralbes DI erC

Barcelona Gode School

?,leaglng -
ACCIO [ corean ) This integrates the main companies @ @ BARCELONATEGH || o1 OF CATALUIYA eurecal' ] n g
""“"""'"'CIuster CLUSTER and |nst|tut|0ns, of various S|Zes, Centre de Recerca en Enginyeria Biomedica Centre Tecnologic de Catalunya g g
catalonia DAEEEJS:,{!ASUAL which they cover the entire value / A . g |2Salle i UO Ui
ﬂ chain of the industry. el P2 o L il ey
Fairs and congresses, 2024-2025 Incubators and accelerators Other initiatives to support the industry
*e e HIT GAMES
SN es, Ntegrated SAEH MWC ST gmE R LEVELUP r :
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by G LR SEEE M oaE VG GAME® VIDEQLIDE *
/6B EROTRONICN  ingUMMIT UNITE/2025 e

Notes: partial and non-exhaustive representation of some of the main actors for each of the categories of the Catalan video game ecosystem. Only a sample of
the centres offering a larger number of CFGS related to video games has been included.
Source: ACCIO.
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Technology agents promote Catalan leadership in the video game industry (l)
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The GILAB (Graphics and Image Laboratory of the UdG) leads the LISSA
project (Life Support Simulation Activities), a serious game developed with the aim
of teaching the cardiopulmonary resuscitation (CPR) protocol and the use of
automated external defibrillators (AEDs).

The Music Technology Group of the UPF combines cutting-edge research in
sound and music computing with practical applications, collaborating with
companies from various sectors (including video games) to develop innovative
solutions that define the future of music technology.

The TechLab (UOC Technology Laboratory) includes the Social Networks &
Gaming Lab, a space dedicated to applied research on social networks and digital
socialisation environments. Its goal is to generate innovative formats for the
transfer and dissemination of knowledge.

The research group La Salle-URL Research Group on Smart Society has the
IASlab (Interactive Arts & Science Laboratory), an initiative that promotes the study
of the interaction between the real and virtual worlds, exploring the possibilities of
this new paradigm in the relationships between humans and machines.

The research group La Salle-URL Human Environment Research Group
addresses several lines of research, including the production, processing,
transmission, reception and control of sound. Some of its projects, such as
FEMVoQ, have high potential for application in the field of video games.

Notes: sample of some of the initiatives promoted by technology transfer agents of the Catalan R&D&I system.

Source: ACCIO.
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Technology agents promote Catalan leadership in the video game industry (ll) -

@ €

eurecat

Centre Tecnologic de Catalunya

A
e Ingtitut d'Investigacid en
—‘- - wanntng é Intel-ligéncia Amfma\
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—

The Research Centre for Biomedical Engineering (CREB) at UPC has strong
expertise in the design, implementation and validation of serious games and
gamification solutions. Its applications include professional training, screening,
rehabilitation and education.

One of the fields of knowledge of Eurecat Technology Centre in the digital area

is audiovisual technologies. Its team offers, among other services, the production

of 3D audio content and immersive music. These resources have various fields of
application, among which video games stand out.

The Artificial Intelligence Research Institute (IllA-CSIC) combines virtual reality,
Al and gamification to promote learning through play. It creates serious games that
provide immersive and entertaining learning environments where various subjects
can be studied in a more motivating way.

One of the projects of the i2CAT Foundation in the field of immersive and
interactive technologies is MED GAIMS, in which gamification solutions were
developed to create memorable tourist experiences, providing a competitive
advantage that increases the appeal of lesser-known sites.

Notes: sample of some of the initiatives promoted by technology transfer agents of the Catalan R&D&I system.

| Generalitat de Catalunya
¥ Government of Catalonia
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Catalonia
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Source: ACCIO.
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Catalonia is a technological hub with international recognition

Catalonia and Barcelona in the international rankings

2nd most attractive city in the world for foreign investment in R&D
Global Cities Investment Monitor, Paris-ile de France Capitale Economique, 2024

5th EU hub preferred by founders to create a startup
Startup Heatmap Europe Report, DEEP Ecosystems, 2025

5th best ecosystem in the EU to create a startup
Global Startup Ecosystem Index, Startupblink, 2025

6th most attractive city in the world for technological talent
Executive Nomad Index, Savills, 2024

8th largest technological hub in Europe (measured by total capital invested)
State of European Tech, Atomico, 2024

Category of Strong Innovator (middle) in the Regional Innovation Scoreboard
Regional Innovation Scoreboard, European Commission, 2025

Source: ACCIO.

ACCIé (Il Generalitat de Catalunya .
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Catalonia surpasses one thousand university students in video games () 25

1,154 undergraduate students (2024-25) The number of undergraduate students has again exceeded a

thousand in the 2024-2025 academic year, despite a slight

. (o) H . [0)
Women:; 19.5% Foreigners: 6.8% decline after the peak reached in 2019-2020. The percentage of
women has increased progressively and stands at 20%.
1344 1337 1341 O 1371 a4 1321
1.174

1255 1.274 4 544 1228 ENTI-UB Design and Development of Video Games and Applied Games

1175 1.169 1.154 Design, Animation and Digital Art for Video Games and

1.071 ENTI-UB Applied Games
CITM-UPC Video Game Design and Development
567 CITM-UPC Video Game Design and Development (in English)
474 Tecnocampus-UPF Video Game Design and Production

Computer Engineering, Management and Information Systems

Tecnocampus-UPF -4 Video Game Design and Production

udG Video Game Design and Development
NO Q N N N N 12 > X ) UVic-UCC Multimedia. Applications and Video Games
N VW '99/ q,QQ/ q,'\a' rﬂfw q',bﬂ' q,b?/ o L o
0 SANS IY. Y\ R RN, U, M SUOR. U\ La Salle-URL Multimedia Engineering (Specialisation in Video Games)
e—Undergraduate students Total university students La Salle-URL Design and Creation of Interactive Products (Specialisation in
Video Game Design and Development)
Source: ACCIO, from the General Directorate of Innovation and Digital Culture.
ACCIO Al Generalitat de Catalunya .
W Government of Catalonia CataloniaConnects
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Catalonia surpasses one thousand university students in video games (ll) -

167 Master’s and postgraduate students (2024-2025)
Women: 16.8% Foreigners: 9.0%

1.395
1.344 1337 1.341 1.371 41331 1.321

1.174

857

567

167 196 162 167
93 87 103 89 63 97

> & Q N 9, 3o) X o)
N N N
D S D SR SR S SO S
—e—Master’'s and postgraduate students

Total university students

ACCI 6 (Il Generalitat de Catalunya
WY Government of Catalonia
Catalonia
Trade OLInvestment

The number of Master’s and postgraduate students in the 2024-
2025 academic year has increased slightly compared to the
previous year, although it is still below the peak reached in
2022-2023. The percentage of women is around 17%.

After surpassing the barrier of 1,300 university students
linked to video games in the 2018-2019 academic year,
Catalonia has maintained this figure despite some
annual fluctuations.

Postgraduate studies

Postgraduate degrees (2024-2025)

uoC Video Game Development

Master’s courses

Master’s degrees (2024-2025)

uocC Video Game Design and Programming
UPC Advanced Programming for AAA Video Games
UPC Animation & Digital Arts for AAA Video Games

Source: ACCIO, from the General Directorate of Innovation and Digital Culture.

CataloniaConnects



Catalonia offers a wide variety of CFGS and non-regulated training in video games

Upper cycle undergraduate training (CFGS)

CFGS Animation (Video Games and Virtual Environments)

EASD

Deia PEPN cscola '
Escola d'Art i Disseny Aty SERRA R
TABELLA o W S20T

CFGS 3D Animations, Games and Interactive Environments

™) ESCUELA SUPERIOR :I I l aV
AUDIOVISUAL & -
DIGITAL ART Ciclas Formalius i

CFGS Multiplatform Application Development (DAM)
i —-WUmvr:ns:TAT... V7 \y ":':v Innovacién
E:NTI ﬁ BARCELONA  Escola (Pid Nostra Senyora  Escola (Pia Granollers IE_;§ Prorcond
CFGM / CFGS Digital Graphics (3D Infographics)

Deia =Y cola
Escola d'Art| Disseny i
CFGS Audiovisual Graphics

Deia EASD N
Escola d'Art i Disseny 'ABESLELF:\RA IaGaspar Gz

rti Dissen

CEFP Video Game Development and Virtual Reality
: r \Bnes“‘l;% el Ferrer ill Ll W

® Pedralbes Institut Sabadell

Other non-regulated training

CEV | Top-up Bachelor Degree for Animation, Videogames & VFX

CEV | Master's Degree in 3D Art, Animation and Visual Effects for Video Games and Cinema
CEV | Master’'s Degree in 3D Modelling and Texturing with Zbrush and Substance
Frame Games | Degree in 2D Animation

Frame Games | Degree in 3D Animation

Frame Games | Degree in 3D Modelling

Frame Games | Degree in Concept Art

Frame Games | Degree in Video Game Programming and Design

Frame Games | Degree in VFX, Visual Effects

Frame Games | Degree in Graphic Design

Frame Games | UX/UI Bootcamp

Frame Games | Web Development Bootcamp

37

Notes: partial and non-exhaustive representation of some of the main centres offered by each of the upper undergraduate training cycles (CFGS).
Source: ACCIO, based on Videojocs Catalans.

Ac c I 6 (Il Generalitat de Catalunya
WY Government of Catalonia
Catalonia
Trade OLInvestment

CataloniaConnects



Business leader opinions on Catalan talent in video games

| Generalitat de Catalunya
¥ Government of Catalonia

“Barcelona is a city with a strong artistic atmosphere and an excellent pool of design talent,
providing the conditions for developing the gaming industry.”
Ou Ya, Head of Strategy and Investment, Lilith Games

“The talent concentration in Barcelona is incredible, and future access to talent is also
assured through a wide range of university training.”
David Polfeldt, Founder, Bespoke Pixel

“Barcelona is home to a thriving community of video game creators and is the perfect
location for talented developers from all over Europe.”
David Fernandez, CEO, Sandsoft

“Barcelona is an incredible location for us to bring together an elite team of proven industry
professionals with AAA console/PC backgrounds into a new creative group.”
Infinity Ward (Press Release)

“‘Many locations were considered, but we chose Barcelona because it is a great hub for
mobile gaming talent and it is also located in a time zone reasonably close to Finland’s.”
Matthieu Burleraux, Senior Director Live Ops, Rovio

38

Source: Catalonia Trade & Investment.
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Catalonia has attracted more than half of the FDI in video games in Spain between
2020 and 2024

In the five-year period 2020-2024, Catalonia has not only registered significant growth in all variables, but has also maintained its
leadership as Spain’s main destination in number of projects, volume of capital invested and jobs created.

. 75.0% Main countries of origin by invested capital, 2020-2024
W of the total in Spain

: 1 Denmark | €22.1 million o 6 Switzerland | €12.9 million
- 53.3% 2 Sweden | €22.1 million ‘ ' 7 Belgium | €11.0 million

@ of the total in Spain 3 Saudi Arabia | €18.6 million @ 8 China | €7.3 million

4 United Kingdom | €14.6

o ‘ ' 9 France | €7.3 million
million

AR 53.2%
W of the total in Spain

ik L EXTAT,
1 N LA |4

5 United States | €14.6 million @ 10 Australia | €7.3 million

Main investment companies in Catalonia by invested capital, 2020-2024

i<>i io interactiver S sa“nsnﬂ L”J trlpledOt UFUNPLUS EGTI(B)I[!]’})CER+ Rraeﬂ;aasl’?\?(s
88 3 NerEase ©)VBISOFT 2ROVIQ Lfinityward ARCTIC7 "= iabiviss

Notes: investments made in "video games, applications and digital content” have been considered.
Source: ACCIO, based on fDi Markets (2025).

(Il Generalitat de Catalunya )
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The availability of talent is the main factor attracting FDI in video games 20

Companies that have invested in Catalonia during the five-year period 2020-2024 highlight the existence of a wide range of qualified talent,
the high quality of life and the presence of an industrial cluster as the main factors that have favoured the materialisation of FDI projects.

4 Technology and innovation

1 Availability of qualified talent
. Mentioned in 20.0% of the projects

Mentioned in 90.0% of the projects

9 Transport infrastructure
@ Mentioned in 10.0% of the

\. \@ projects

2 Quality of life

Mentioned in 30.0% of the
projects

6 Proximity to markets/customers

3 Industrial cluster
Mentioned in 10.0% of the projects

Mentioned in 30.0% of the projects

Notes: investments made in “video games, applications and digital content” have been considered; only projects with qvailab/e data were considered.
Source: ACCIO, based on fDi Markets (2025).

A Government of Catalonia

AC C | O ([[) Seneratitat de Catalunya CataloniaConnects

Catalonia
Trade O Investment



Catalonia surpasses countries such as Japan, France, India and China in number of »
projects

Catalonia in the world

Five-year period 2020-2024 (selection of countries)

Five-year period 2015-2019 .
9th-highest

region in the
world
in volume of

2nd-highest
region in the
world
in number of

projects v
~”

Catalonia | 24 projects
Position

Singapore | 18 projects
with a total of

Japan | 16 projects

projects

France | 12 projects

iV 5th-highest Wi
region in the ®

A5
positions

India | 12 projects

>

China | 10 projects

=N

Five-year period 2020-2024 Finland | 8 projects world
Positi : :
ostion The Netherlands | 8 projects 10 s Gioes
created

with a total of

Portugal | 8 projects ‘ % |
24 (

|
0 \
\
N ‘.

& { & | R al
Saudi Arabia | 7 projects = 5&‘ P ‘ “

projects

000 1TO¢

Notes: investments made in “video games, applications and digital gom‘ent” have been considered.
Source: ACCIO, based on fDi Markets (2025).
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Catalonia leads the attraction of FDI in video games among all EU regions 22

1st region

in number of projects

14.7% of the EU total

1st region

in invested capital

12.2% of the EU total

1st region

in jobs generated

15.2% of the EU total

Notes: investments made in “video games, applications
and digital content” have been considered.
Source: ACCIO, based on fDi Markets (2025).

Ac c I 6 M1 Generalitat de Catalunya
¥ Government of Catalonia
Catalonia
Trade X Investment

FDI in video games in the EU (by projects), 2020-2024

AR

7th Sweden W

8th Southern Finland

10th Lithuania

3rd Warsaw MA

‘——‘ ' 4th Romania

2nd Berlin

5th Tle-de-France ‘

6th Lisbon MA (o}

9th Community of

Madrid @ = 1st Catalonia
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Barcelona-Catalonia, a focus of attention from the world’s major video game 4
companies
% SCOPELY Cat@I!?andig Investment July 2025

The multinational video game company Scopely has opened its new
technology centre in Barcelona, which will employ 700 people

I I I' t Il' cat@l!roanc;g Investment

DDDDD November 2024

Chinese video game company Lilith Games has chosen Barcelona as
the headquarters for its European expansion

The US company Scopely has opened a new creative and technological Lilith Games, based in China, has chosen Barcelona as its main base in
centre for video game development of 8,500 m? in the 22@ district. With this Europe through investment in local studio XRON. This initiative will allow it to
new facility, it is strengthening its presence in the Catalan capital and expand into the development of premium video games for PC and
consolidating it as its main technological centre in Europe. multiplatform products.

Cataloni

Catalonia
Trad

%B é?é:z:; Trade (X Investment Aprll 2024
The America’s Cup has launched its first official video game in

. bespoke pixel g Investment June 2024

European video game pioneers have invested €25 million to open

Bespoke Pixel, a new AAA studio in Barcelona Barcelona, along with its first e-sports championship

A group of European pioneers in the video game industry has founded a new The America's Cup, the iconic international sailing competition, makes its
studio called Bespoke Pixel, which will create 50 jobs and focus on developing  entrance into the virtual world with the launch of its official simulation video
AAA video games for PC and consoles (the equivalent of blockbusters of the game, AC Sailing, and the inauguration of its first e-sports world

cinema). championship, the America's Cup E-series.

S Sandsoft

Catalonia
Trade & Investment December 2023

Video game company Sandsoft will create 60 jobs in Barcelona with the

inily ward

June 2023
Call of Duty creator Infinity Ward has chosen Barcelona as the hub for

opening of its European headquarters

The Saudi company Sandsoft, specialising in the development of mobile video  Infinity Ward, the US video game developer and creator of the renowned title
games, will create 60 new jobs in Barcelona with the opening of its European Call of Duty, has announced its establishment in Barcelona as part of its
headquarters in the city. This decision is part of the company’s overall growth European expansion. The headquarters will be located in the facilities of
plan. Digital Legends Entertainment in Barcelona.

its European expansion

Notes: selection of foreign investments in video games received in Catalonia during the period 2023-2025.
Source: Catalonia Trade & Investment.
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Barcelona has highly competitive operating costs on a European scale () 4

Cost annual operation, 2025 (70 employees, 950m? of offices)

=1 Barcelona - 2 Madrid 3 Dublin - 4 Vienna

— €6,198,705 €6,865,652 I €7,460,128 €8,051,258

AR 5 Amsterdam . 6 Berlin ‘ ' 7 Brussels ‘ ' 8 Paris A% 9 London
-wr €8,055,995 €8,213,649 €8,829,069 €10,334,021 Y4I™ €10,926,464

Annual labour costs, 2025 (70 employees)

=== 1 Barcelona - 2 Madrid 3 Dublin pr— 4 Amsterdam

—— £5,788,305 €6,386,852 I €6,782,778 €7,500,245

. 5 Berlin AR 6 \/ienna ‘ ' 7 Brussels )% 8 London ‘ 9 Paris
€7,616,289 -w>r €7,663,658 €8,449,069 Y €8,783,648 €9,251,021

Annual ownership costs, 2025 (950m? of offices)

€380,000 €387,600 €410,400 €478,800

I 1 Brussels 2 Vienna 3 Barcelona . 4 Madrid

Barcelona

, “

A 5 Amsterdam . 6 Berlin ‘ ' 7 Dublin ‘ . 8 Paris % 9 London
w €555,750 €597,360 €677,350 €1,083,000 iy €2,142,816

Notes: involves the creation of a facility dedicated to the development, testing and distribution of video games, as We,// as associated support functions.
Source: ACCIO, based on fDi Benchmark (2025).
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Barcelona has highly competitive operating costs on a European scale (ll) s

Video game designer, 2025 (cost per worker)

—— 1 Barcelona a2 Madrid 3 Dublin mmm 4 Amsterdam

— €76,935 €83,923 I €90,452 €100,512

. 5 Berlin 4. 6 \/ienna ‘ ' 7 Brussels A% 8 London ‘ . 9 Paris
€103,625 wr €103,754 €112,035 by €112,157 €120,591

Animator, 2025 (cost per worker)

=== 1 Barcelona - 2 Madrid 3 Dublin pr— 4 Amsterdam
—— €48,234 €52,615 I €55,756 €67,313

aJ% 5 London AR 6 \ienna . 7 Berlin ‘ 8 Brussels ‘ 9 Paris
Y4y €67,654 -wr €71,857 €74,044 €78,664 €84,329

Creative Director, 2025 (cost per worker)

== 1 Barcelona p— 2 Madrid I 3 Dublin 4 Berlin

Barcelona — €116,756 €132,620 €134,600 - €139,856

, “

4. 5 \/ienna AR 6 Amsterdam ‘ ' 7 Brussels ‘ . 8 Paris % 9 London
wr €143,807 wr €146,293 €167,758 €192,193 iy €194,674

Notes: sample of professional profiles required in video game development, testing and distribution centres.
Source: ACCIO, based on fDi Benchmark (2025).
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The video game industry in Catalonia

4. Trends and opportunitie

In the video game indust

Ac c I 6 (Il Generalitat de Catalunya
WY Government of Catalonia
Ti - stment

CataloniaConnects

46



Market trends in the video game industry (l) o

Multiplatform releases will primarily
benefit the PC

Moving towards a shorter-duration
video game model

B New regulations will favour the
opening of mobile ecosystems

Community management will
become a key factor for success

Challenges for new players in the
free-to-play segment (F2P)

B Opportunities for indie and AA
segment growth

User-generated content and the
impact of new generations

7

Source: “Global Games Market Report”, Newzoo, 2024, “White Book on the Spanish Development of Video Games”, DEV, 2024; press and studio websites.
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Market trends in the video game industry (lIl)

End of the console exclusivity model: multiplatform releases will mainly

benefit the PC

Economic pressures will drive a transition from the model of exclusivities

(B towards broader multiplatform strategies. Access to a larger audience
will mean giving up sales tied to hardware stands as an increasingly
reasonable decision. In this context, the PC is to be consolidated as the
platform that potentially benefits the most.

The adaptation of video games to the new market context: towards a

shorter-duration video game model

Market conditions will make the long-duration gaming model increasingly

YA less economically viable. Larger studios will opt to develop more
compact games, optimally placing them in the release calendar to
maximise returns and expand the margin for the most ambitious
projects.

New regulations will open up mobile application ecosystems to the

incorporation of new players

The entry into force of regulations such as the European Union’s Digital
W Markets Act (DMA) will modify the ecosystem of large mobile operators.

Both Apple and Google have been forced to allow access to third parties,

which will lead to the arrival of new digital stores that will compete with
the App Store and the Play Store.

Microsoft
A success story in response to new trends

With the exception of Nintendo, both Microsoft and Sony have normalised the
release of video games that were previously exclusive to their consoles on
other platforms. The most aggressive model has been implemented by
Microsoft, which has brought some of its exclusive titles to PlayStation and
Nintendo Switch (on PC they could already be played through Game Pass).

Nintendo
A success story in response to new trends

Nintendo is exploring several ways to deal with the ongoing problem of rising
development costs. According to Shuntaro Furukawa, its president, they want
to explore the possibility of designing smaller video games with a shorter
development period, but that continue to captivate fans of the iconic Nintendo.

Epic Games
A success story in response to new trends

Epic Games has been one of the big names interested in expanding into the
mobile sector. The Epic Games Store is now available for download on
iPhones within the EU and on Android devices worldwide. It launched with
Fortnite, Rocket League Sideswipe and Fall Guys, and is currently working to
allow all developers to publish their video games there.

Source: “Global Games Market Report”, Newzoo, 2024, “White Book on the Spanish Development of Video Games”, DEV, 2024; press and studio websites.
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Market trends in the video game industry (lll)

The growing power of the gaming community will make community

management a fundamental key to success

Studios that invite players to participate in a title through early access

N ill gain an earlier understanding of whether their video game suits the
market, will be able to generate revenue prior to launch, and will be able
to refine and expand content and systems in collaboration with their
community.

Perspectives for the free-to-play model (F2P) on PC and console: new

players will explore creative ways to break the status quo

Playtime is essential for the viability of free-to-play games (F2P), an

) ecosystem that has consolidated around a set of franchises launched in
recent years. High user acquisition costs and low conversion rates in
new titles will encourage new market players to seek fresh and attractive
proposals.

The challenges facing AAA video games will open up a wide range of

opportunities for the indie and AA segment’s growth

6 2023 was one of the best years for AAA video game releases, but the

industry has struggled to match these record numbers. This situation has

created significant gaps in the market that can be exploited by indie
developers and AA studios to release innovative and engaging games.

Gameloft
A success story in response to new trends

(D

Presence in Catalonia

Between April and September 2023, Gameloft offered early access to Disney
Speedstorm. This racing video game allows fans to compete with iconic
characters from Disney on circuits inspired by their films. Thanks to player
feedback, the team had more time to refine the game and make it more
engaging and captivating for fans.

Riot Games
A success story in response to new trends

Presence in Catalonia

League of Legends is a team strategy video game developed by Riot Games
in which two groups compete to be the first to destroy the other’s base. With a
free-to-play model and customisable paid elements, it was the 15th most-
played game in August 2025 (based on the number of monthly active users,
MAU) despite having been released in 2009.

Nomad Studio

A success story in response to new trends

Presence in Catalonia

“

The Barcelona-based indie video game studio Nomada Studio is responsible
for Neva, an emotional action adventure that tells the story of a young warrior
and her she-wolf. It has been awarded the award for best social impact game
at the prestigious The Game Awards, a recognition that highlights works that

invite reflection and convey a message with a social background.

Source: “Global Games Market Report”, Newzoo, 2024, “White Book on the Spanish Development of Video Games”, DEV, 2024; press and studio websites.
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Market trends in the video game industry (I1V) 50

Aspiring for |nterlgenerat|onal relevancg: The role of user-generated Larian Studllos
content and the impact of new generations of gamers A success story in response to new trends —
Capturing the younger generations of players is a key step in achieving Baldur’s Gate lll, the role-playing game developed by Larian Studios,

7 intergenerational relevance. Generations Alpha and Z tend to enjoy a incorporates a whole series of integration functions with Twitch which make it
higher proportion of gamers within the total online population and especially attractive to new generations of streamers. This is a feature that
interact with video games in a variety of ways, including viewing and transforms broadcasts into a more personal and immersive experience and
creating related content. gives them a much more dynamic nature.

Source: “Global Games Market Report”, Newzoo, 2024, “White Book on the Spanish Development of Video Games”, DEV, 2024; press and studio websites.
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Technological trends in the video game industry (I)

Generative Al

2

AR and VR . o  Blockchain

Metaverse . . ) Cybersecurity

Source: Forbes, 2025/2024; Medium, 2024, “Global Games Market Report”, Newzoo, 2024, PwC, 2024; EY, 2022; press and studio websites.
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Technological trends in the video game industry (Il)

-flt- Digital company

Generative artificial intelligence

Generative Al is evolving at an unprecedented pace and is expected to
play a key role in all stages of video game development. It can provide
benefits such as accelerating content creation and reducing production
times. However, its use also generates concerns and has opened a
debate within the industry.

Augmented reality and virtual reality -flt- Digital company

AR and VR continue to mature thanks to technological evolution and
Al sustained growth within specific niches, although mass adoption is still to
come. They have the potential to enhance the realism and immersion of
video games, transporting players to captivating 3D universes and
offering more engaging gaming experiences.

Metaverse

-f} Digital company

The metaverse is still in its infancy, but the realism and immersion
offered by its virtual worlds are redefining the gaming experience.
Despite the challenges faced by some prominent players, platforms like
Roblox suggest that the gaming community could end up embracing this
new digital environment.

King , —— Presence in Catalonia
A success story in response to new trends —

The use of Al is a key area within King’s current strategic direction. Beyond
the acquisition of Swedish Al company Peltarion in 2022, the company has
applied this technology to personalise various elements of the game (such as
adjusting the difficulty of levels according to the player’s progress), optimise
monetisation strategies and improve customer service.

Ivanovich Games
A success story in response to new trends

Presence in Catalonia

Ivanovich Games is a video game development company based in Barcelona
with more than a decade of experience, focused especially on VR games. In
2017, it released Operation Warcade, its most successful VR title to date. It is
a shooter game designed specifically for VR, inspired by the classic arcade
military games of the late 1980s.

Champion Games
A success story in response to new trends

Presence in Catalonia

“

Champion Games is the first independent Web3 video game studio in Spain.
It has created the first soccer video game in the metaverse, MetaSoccer, an
NFT (non-fungible token) play-to-earn project based on blockchain
technology. Players not only create and train their team, but also earn money
while having fun.

Source: Forbes, 2025/2024; Medium, 2024, “Global Games Market Report”, Newzoo, 2024, PwC, 2024; EY, 2022; press and studio websites.
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Technological trends in the video game industry (lll) 53

-flt- Digital company

Each new release of a major video game forces more and more players
to decide between upgrading their hardware or subscribing to a cloud
gaming service. This type of gaming will continue to gain momentum,
driven by growing user demand, rapid infrastructure expansion, and
increased investment in streaming technologies.

3:?2— Digital company

Blockchain

Blockchain technology and NFTs (non-fungible tokens) are finding

M innovative applications in the world of video games, revolutionising
digital property and contributing to the boost of the digital economy. They
allow players to own their in-game assets, exchange virtual goods, and
participate in decentralised ecosystems.

-f} Digital company

Cybersecurity

The growing amount of data that video game companies collect makes
them attractive targets for cybercriminals. As the availability of data
increases, so will cyber risks. For this reason, companies will have to
protect information and ensure that games and platforms are safe
environments.

Ubisoft

A success story in response to new trends

W

Presence in Catalonia

Ubisoft Scalar is a foundational technology that allows Ubisoft titles to harness
the power of the cloud so that developers are not limited by time or space or
hardware, but only by their imagination. This technology could transform the
way video games are created, leading to larger, more social and immersive
game worlds.

Starloop Studios

A success story in response to new trends

Presence in Catalonia

Starloop Studios is a leading video game development company that offers a
wide range of services, including the development of games based on
blockchain. With deep knowledge in the tokenisation of fungible and non-
fungible assets, it helps companies design and mint NFTs that bring high
value to users.

Cybersecurity Agency of Catalonia
A success story in response to new trends

The Cybersecurity Agency of Catalonia is tasked with raising awareness
about cybersecurity among citizens, companies and institutions in the country.
In the field of citizenship, one of the threats it addresses is fraud related to
video games. It works to raise awareness about how to prevent these frauds
and to make known the main types of scams that can occur.

Source: Forbes, 2025/2024; Medium, 2024, “Global Games Market Report”, Newzoo, 2024, PwC, 2024; EY, 2022; press and studio websites.
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Video games have 13 markets with international business opportunities

¢,

e
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Canada

Canada is a global leader in
video games, ranking third in
the world

Want to know more?
Recommendations on international

business opportunities

Brazil

Rapid expansion of the video
game industry in recent
years

Argentina
Argentina, the new video
game hub in Latin America

Germany

Immersive production and
new digital formats (AR, VR
and gamification)

Luxembourg

An industry that wants to
move to the next level by
investing in innovation

Turkey
Large young and connected
consumer market

China

Conquering the virtual world:

China, a key destination for
video games

United Arab Emirates
Government initiative: Dubai
Programme for Gaming
2033

54

Denmark

Internationally expanding
market, leading the future of
digital culture

Poland
Poland: an emerging giant in
video game development

Japan

Historical legacy of mobile
gaming in Japan: 14% of the
global market

South Korea

Demanding market but with
promising niches for indie
video games

Saudi Arabia
The gaming boom in Saudi
Arabia

Notes: opportunities in other sectors with synergies with the video game industry have also been considered.
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Source: “Global Map of International Business Opportunities 2025,” ACCIO.
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https://www.accio.gencat.cat/ca/serveis/internacionalitzacio/comencar-a-exportar/recomenador-oportunitats-negoci-internacionals/
https://www.accio.gencat.cat/ca/serveis/internacionalitzacio/comencar-a-exportar/recomenador-oportunitats-negoci-internacionals/

Thank yo

Passeig de Gracia, 129

080'08 Barcelona Read the report here:
accio.gencat.cat https://www.accio.gencat.cat/ca/serveis/banc-
catalonia.com coneixement/cercador/BancConeixement/eic-els-videojocs-
a-catalunya
@accio_cat
@Catalonia_TlI More information about the sector and related news:

https://www.accio.gencat.cat/ca/sectors/videojocs/

linkedin.com/company/acciocat/
linkedin.com/company/invest-in-catalonia/
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