




















SUMMARY

The year 2020 was an unusual year for
everyone, the video game industry was no
exception to that. But this industry was
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fact that people had to spend more time at
home. For the Dutch games industry, we
saw large differences between business-
to-business companies and business-to-
consumer companies. The entertainment
companies who mostly sell games directly
to the consumer through digital channels
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home was a straightforward transition
for most, as game company infrastructure
generally, already has been set up toworkina
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from the lockdown situation. Business-to-
business companies suffered in the spring
of 2020 when clients paused or canceled

assignments. By the end of the year, some

were still struggling to get back on their feet.

Others with a larger client base and a larger
network were able to recover faster and

was hardly compromised. Company leadership
did feel a negative impact on employee
engagement. For the industry as a whole,
there has been growth since our latest Games
Monitor report in 2018. The Dutch video game
industry now consists of 615 companies and
roughly 4000 jobs.
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