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01
Executive
Summary.

Who benefits from funding and public investment in the games industry? Who 
receives funding, who scales, and who is left behind?
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- The Key Question: Who Benefits?

Who benefits from funding and public investment in the games industry? Who receives funding, who scales, 
and who is left behind? And how can the effectiveness of that investment be assessed if a full range of data is 
not collected?

These questions are increasingly important as the UK Government commits £30 million over the next three 
years to support the next generation of games developers through the Games Growth Package.

- Industry Growth and Increasing Volatility

The UK games industry is one of the most successful parts of the creative economy, contributing over £8 
billion annually and operating as a major global export sector. However, this growth has been accompanied by 
increasing volatility.

The sector has experienced significant layoffs in recent years, alongside growing recognition of the need 
to rethink existing business models to ensure long-term sustainability. This has been compounded by post-
pandemic market corrections, shifts in player behaviour, rising production costs and increased competition, all 
contributing to a more challenging and uncertain operating environment.

- A Constrained Innovation Model

There is growing recognition that the industry’s current model is constraining innovation. Rising costs and 
risk aversion have reinforced reliance on established IP, sequels, and repeatable live-service models – often 
developed within relatively homogenous teams and leadership structures.

This limits not just diversity of talent, but diversity of thinking at a critical moment. What’s needed is not 
simply more ideas, but a shift in how games are conceived, developed, published, and experienced. Equity 
and inclusion must extend across the full value chain – from design and production to publishing, marketing, 
product visibility, and audience engagement.

At the same time, games are evolving beyond entertainment. While some are narrative-driven, many are 
systems-based, pointing to emerging forms of play that intersect with education, health, social connection, 
and culture. Realising this potential demands broader perspectives and a willingness to challenge assumptions 
about what games are and who they are for.

Expanding equity and inclusion is therefore not only a social imperative, but a commercial and creative 
necessity – driving innovation, reaching new audiences, and enabling the new forms of play that will define the 
sector’s future.
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- The Data Gap in Funding and Investment

In this context, understanding how funding and investment are distributed – and who benefits from them – is 
critical. Yet, unlike film and television, where diversity reporting and targeted funding interventions are more 
established, the games sector lacks consistent structures for measuring inclusion and access to opportunity.

Funding programmes are often described as “open to all,” implying equal opportunity. However, open access 
does not guarantee equitable outcomes. Without data on who applies, who is awarded funding, and at what 
level, it is not possible to assess whether opportunity is distributed fairly. In the absence of this evidence, 
equality is assumed rather than demonstrated.

This contrasts with standard practice in other sectors, where diversity reporting is used to ensure that public 
investment reaches the full breadth of available talent.

- Structural Inequality and Missing Data

The games industry shows a clear and consistent drop-off in women’s representation as influence, decision-
making power and access to capital increase. At the same time, it lacks one of the most basic requirements for 
equitable growth: transparent, gender-disaggregated data on funding and investment.

As Caroline Criado Perez argues in Invisible Women (2019), what is not measured is effectively rendered 
invisible within decision-making systems. The absence of gender-disaggregated data in the games industry is 
therefore not simply a reporting gap, but a structural barrier to equitable growth.

This matters because without data, inequality remains unchallenged and investment continues to flow along 
the same unequal lines.

- Women Are Not a Minority

Women are often described as a “minority” within the games industry. This is incorrect. Women represent 
around half of both the global population and the player base.

What is not measured is effectively rendered invisible 
within decision-making systems.“ CAROLINE CRIADO PEREZ · INVISIBLE WOMEN (2019)
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The issue is not participation, but systemic underrepresentation across the workforce, leadership, company 
ownership and access to capital. While many women are also part of other underrepresented groups – and 
intersectional factors such as ethnicity, sexuality and disability can further compound disadvantage – the 
overall pattern is clear: gender inequality in the games industry is structural, not marginal.

- Slow and Uneven Progress

Over the past decade, progress in women’s participation has been slow and uneven. Representation has 
increased from approximately 15–20% in the mid-2010s to around 25–30% in recent years (Ukie, 2022; IGDA, 
2023; GDC, 2024).

However, this increase has not been matched by equivalent progress in senior leadership, company ownership 
or access to funding and investment.

This reflects a broader reality: change does not occur at scale without targeted intervention. In sectors where 
structural interventions have been introduced – such as gender pay gap reporting or diversity requirements 
linked to public funding – progress has been more measurable. By contrast, the games industry has had limited 
coordinated intervention in relation to funding, investment and access to capital.

- Evidence and Approach

This report draws on the strongest available evidence across the UK, Europe and global ecosystems. While 
datasets vary in methodology, geography and completeness, the findings are highly consistent: women are 
present across the industry but are underrepresented at senior levels and receive a consistently lower share of 
funding and investment, as reflected in wider financial sector data.

In the absence of a single unified dataset, it remains essential to work with the best available evidence. Partial 
and proxy data, when used collectively, provide a clear and credible picture of systemic inequality. The lack of 
comprehensive data should not delay action; rather, it underscores the urgency of improving transparency, 
standardisation and accountability.

~50% 25–30% 2–5%
of global players are women — close to 
parity with the global population

of the games workforce are women, up 
from 15–20% in the mid-2010s

of equity investment goes to all-female 
founder teams (cross-sector proxy)
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- Evidence and Approach

This report draws on the strongest available evidence across the UK, Europe and global ecosystems. While 
datasets vary in methodology, geography and completeness, the findings are highly consistent: women are 
present across the industry but are underrepresented at senior levels and receive a consistently lower share of 
funding and investment, as reflected in wider financial sector data.

In the absence of a single unified dataset, it remains essential to work with the best available evidence. Partial 
and proxy data, when used collectively, provide a clear and credible picture of systemic inequality. The lack of 
comprehensive data should not delay action; rather, it underscores the urgency of improving transparency, 
standardisation and accountability.

- Key Findings

1.	 The games industry lacks gender-disaggregated data on funding and investment, limiting transparency
	  and accountability
		
2.	 As public investment increases, there is limited evidence of who benefits – and who is excluded

3.	 Women’s representation declines sharply at senior, executive, ownership and investment levels

4.	 This reflects structural barriers, not a lack of participation or talent

5.	 Without robust data, disparities in funding and decision-making cannot be effectively identified 
	 or addressed
		
6.	 Greater transparency, standardisation and accountability are essential for equitable and economically 		
	 effective industry growth
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02
From Players to 
Power: Where 
Women Disappear 
in Games

Women make up around half of all players globally. They are not a niche audience; 
they are central to the market. And yet, this parity is not reflected in the industry 
that creates games.
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Women make up around half of all players globally (Video Games Europe, 2023). They are not a niche audience; 
they are central to the market. And yet, this parity is not reflected in the industry that creates games.

At workforce level, representation drops sharply. In the UK, women account for 29% of the industry (Ukie, 2022). 
This is not an outlier. The GDC State of the Industry survey, drawing on thousands of developers internationally, 
places women at approximately 23–25% of the workforce, with around 6% identifying as non-binary (GDC, 
2023/2024). This alignment matters. It shows that the gap is not regional or cultural. It is systemic.

But the most significant shift happens as influence increases. Representation does not stabilise as careers 
progress, it declines. UK aggregated data shows women holding around 22% of senior roles (Ukie, 2022).

It is important to note that “leadership” is not consistently defined across datasets. Categories such as senior, 
lead, manager and executive vary between surveys, and are explored in more detail later in this report. However, 
despite these differences in terminology, the overall pattern remains consistent.

The decline becomes even more pronounced at executive level, where women hold only around 16% of 
executive positions within major global games companies (20-first, 2020). Broader international survey data 
likewise confirms the persistent underrepresentation of women across leadership and decision-making roles 
throughout the industry (IGDA, 2023).

Beyond leadership lies the most extreme imbalance: access to capital. Cross-sector investment data 
consistently shows that only around 2–5% of funding goes to women-led businesses, although no games-
specific dataset currently tracks this within the industry. While the games industry does not systematically 
track this data, this range is consistently observed across cross-sector investment datasets, including the 
British Business Bank, PitchBook and European venture capital analyses, and is widely used as a proxy indicator 
(British Business Bank, 2025; PitchBook, 2023; Atomico, 2024).



11THE DROP-OFF • WOMEN IN GAMES

WOMENINGAMES.ORG

Representation of women across the games industry pipeline — from players to 
funding and investment.

FIGURE 1

The pipeline narrows at 
every stage of power.

Players (Women)

Workforce

Senior Roles

Funding & Investment

Executive Leadership

50%

25%

22%

2-5%

16%

Sources: Ukie Census (2022); 20-first (2020); British Business Bank (2025); Beauhurst; PitchBook; GDC State 
of the Industry Survey (2023/2024); IGDA Developer Satisfaction Survey (2023); European Games Developer 
Federation (EGDF); Video Games Europe (ISFE); European Commission (Women in Digital Scoreboard); Atomico 
(State of European Tech, 2024); Dealroom; European Institute for Gender Equality (EIGE); European Investment 
Fund (EIF); Global Entrepreneurship Monitor (GEM); Invest in Women Taskforce (The Missing Slice, 2025); 
OECD; The Gender Index Report (2026); Women in Games analysis.
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At every stage where power, decision-making, and financial control accumulate, women’s representation 
reduces. This pattern is not driven by a single factor, but by a combination of structural dynamics operating 
across the industry. Recruitment pipelines remain influenced by existing networks and perceptions of “fit”, 
which can limit entry. 

Retention and progression are shaped by workplace culture, career development opportunities, and the 
distribution of leadership pathways. At more senior levels, access to capital is influenced by investment 
ecosystems that rely heavily on networks, pattern recognition and prior founder profiles, all of which can 
reinforce existing inequalities.

These factors do not operate in isolation. Together, they create cumulative barriers that reduce the likelihood 
of women progressing from participation into positions of leadership, decision-making and financial control.

The result is a structural narrowing of participation:

•	 From players to creators
•	 From creators to leaders
•	 From leaders to those controlling capital

The GDC data is particularly important in this context. As a large-scale, globally recognised industry survey, it 
confirms that this pattern is not unique to the UK. Even in a broader, US-weighted sample, the same proportions 
and the same drop-offs appear (GDC, 2023/2024). 

This matters because many games companies operate across national markets, with multinational studios, 
distributed teams, international publishers and global investment networks. European and US datasets 
therefore remain valuable in a UK context, not as direct substitutes for UK data, but as comparative evidence 
that helps identify wider industry patterns.

This consistency indicates that the core issue is not pipeline entry, but structural barriers to progression. While 
women are entering the games industry, they are not transitioning into positions of leadership, influence and 
capital at comparable rates.

The result is a structural narrowing of participation: from 
players, to creators, to leaders, to those controlling capital.



13THE DROP-OFF • WOMEN IN GAMES

WOMENINGAMES.ORG

Lack of Gender-Disaggregated Funding and Investment Data

Despite clear evidence of structural drop-off across workforce, leadership and funding, the industry lacks the 
data needed to fully understand or address these disparities. Across the games sector, there is no robust, 
publicly available and consistently reported dataset that tracks funding and investment outcomes by gender.

This reflects a broader cross-sector challenge. Effective economic decision-making depends on the availability 
of high-quality, disaggregated data; where such data is absent, markets cannot function efficiently and 
inequalities persist (Banerjee and Duflo, 2019).

In the UK, while funding bodies such as the UK Games Fund have played a central role in supporting games 
businesses since 2015, there is currently no publicly accessible breakdown of funding outcomes by gender. This 
issue is not limited to a single organisation, but reflects a broader structural gap across the industry:
		
•	 Funding distribution is not systematically measured
•	 Gender-disaggregated reporting is not standard practice
•	 Investment ecosystems lack transparency and comparability

The forthcoming introduction of dedicated Standard Industrial Classification (SIC) codes for the UK games 
industry in 2026 represents an important step forward in improving the sector’s visibility within official 
economic data. For the first time, games development and publishing will be more clearly defined within 
national statistics, enabling more accurate measurement of industry size, growth and employment (ONS, 2025; 
Companies House, 2026).

However, while this development strengthens how the industry is classified, it does not address a critical gap: 
the absence of gender-disaggregated data on funding, leadership and access to capital. Without this, improved 
economic visibility does not translate into improved equity or accountability, and structural inequalities within 
the sector remain largely unmeasured.

THE CORE PROBLEM
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Insights from Available Funding and Investment Data

In the absence of comprehensive, gender-disaggregated data specific to the games industry, the UK provides 
the most robust proxy through cross-sector investment analysis. Even within games-specific and wider 
innovation funding programmes, publicly available data does not yet provide consistent visibility on funding 
outcomes by gender.

- British Business Bank – Investing in Women Code Annual Report 2025
https://www.british-business-bank.co.uk/research/investing-in-women-code

Supporting datasets from Beauhurst and PitchBook – widely used in UK and global investment analysis – 
reinforce this pattern, consistently demonstrating a significant gender imbalance in investment allocation 
(Beauhurst, 2024; PitchBook, 2023).

This pattern is particularly significant when considered alongside public funding programmes in both the 
games sector and the wider UK innovation ecosystem.

- UK Games Fund: Visibility of Impact, Absence of Outcome Data

The UK Games Fund represents the primary mechanism for targeted public investment in early-stage games 
development in the UK. Publicly available data shows that the fund has been evaluated for economic impact, 
job creation, leverage and productivity (Department for Digital, Culture, Media & Sport, 2025), and that funded 
studios are identified through portfolio pages and funding announcements (UK Games Fund, ongoing).

The DCMS-commissioned evaluation reports positive outcomes, including productivity gains, job creation and 
the ability of funded companies to leverage additional investment. This demonstrates that public funding is 
contributing to company growth and wider sector development.

However, these public sources do not provide gender-disaggregated data on applications, success rates, 
award values, founder gender, company ownership or follow-on investment. As a result, while the economic 
impact of the fund is visible, the distribution of that impact is not.

UK EVIDENCE

~2% ~5% Steady
of UK equity investment goes to all-
female founder teams

among signatories working to improve 
outcomes

this trend has remained consistent over 
multiple years
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- Innovate UK and UKRI: Recognition Without Full Transparency

A similar pattern is evident across the wider UK innovation funding landscape. Innovate UK and UK Research and 
Innovation (UKRI) have acknowledged disparities in access to innovation funding and have introduced targeted 
initiatives such as the Women in Innovation Awards to support women-led businesses.

High-level reporting indicates that women are underrepresented in innovation funding overall. However, publicly 
available data across Innovate UK and UKRI funding streams does not consistently provide programme-level, 
gender-disaggregated information on application rates, success rates or funding allocation.

As a result, while there is clear recognition of imbalance – and targeted intervention in response – there remains 
limited transparency on how funding is distributed in practice, and whether interventions are achieving their 
intended outcomes.

Innovate UK Women in Innovation Awards, 2024

A 2024 controversy surrounding Innovate UK’s Women in Innovation Awards illustrates 
the wider systemic tensions around equity, transparency, trust and access to innovation 
funding for women-led businesses. After the programme was understood to offer 50 
awards, only 25 were initially allocated, prompting significant public criticism from 
women founders and the wider innovation ecosystem. Innovate UK subsequently 
reversed the decision and confirmed that all 50 awards would be funded. While outside 
the games sector, the incident is relevant because it demonstrates how targeted 
equity initiatives can become fragile when funding commitments, communication and 
accountability mechanisms are not clearly aligned. It reinforces the broader argument 
of this report: recognition of inequality is not sufficient without transparent data, 
consistent reporting and accountable funding practice.

CASE EXAMPLE · 2024
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- Emerging Responses to Structural Gaps

A small number of targeted initiatives have emerged to address disparities in access to funding within the 
games industry. WINGS, for example, is one of the few investment funds specifically focused on supporting 
women-led game studios, providing early-stage capital alongside mentorship and network support, and has 
invested in over 20 studios globally (WINGS, 2023). Other initiatives, such as the Black Voices in Games Fund, 
alongside a range of diversity-focused accelerators and grant programmes, aim to support underrepresented 
creators across the sector (BVIG, 2023).

While these initiatives are important and demonstrate growing recognition of the issue, they remain limited in 
scale and are not supported by consistent, industry-wide data on funding allocation. As a result, their impact, 
while meaningful at an individual studio level, does not yet address the structural imbalance in access to capital 
across the wider industry.

- Summary: Consistent Pattern Across Funding Systems

Taken together, cross-sector investment data, games-specific funding evidence and wider innovation funding 
frameworks point to a consistent conclusion: while capital is being deployed and economic impact is being 
measured, there is insufficient transparency to determine whether funding is distributed equitably.

This reinforces the central finding of this report – that without consistent, gender-disaggregated data, 
disparities in funding and investment cannot be fully understood, monitored or effectively addressed.

Workforce participation is measured. Player 
demographics are measured. Market performance is 
measured. Access to capital is not.
THE DROP-OFF CENTRAL FINDING
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Insights from Workforce Data and Limited Investment 
Transparency

At European level, the data landscape is more fragmented and lacks the standardisation found in UK sources. 
While insights can be drawn from regional reports by the European Games Developer Federation (EGDF) and 
Video Games Europe, alongside national bodies such as SELL (France), GAME (Germany), and AEVI (Spain), 
these sources vary significantly in methodology and scope. 

Critically, they rarely provide the consistent, gender-disaggregated data required to understand disparities in 
leadership and investment. At European level, the industry benefits from more structured data collection on 
market size and workforce composition (EGDF, 2023; Video Games Europe, 2023).

- Key insights

- This means:

•	 Workforce participation is measured
•	 Market performance is measured
•	 Funding distribution by gender is not measured

However, a critical gap remains: There is no consistent EU-wide dataset tracking funding and investment 
outcomes by gender within the games sector.

EUROPEAN CONTEX T

~24% €23BN+ ~50/50
women’s share of the European games 
workforce (Video Games Europe / EGDF)

value of the European games market player base close to gender parity 
across Europe
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Insights from Industry Data

Understanding leadership representation requires drawing on multiple datasets, as “leadership” is not 
measured consistently across the games industry. Some sources refer to seniority, others to management, lead 
roles, directors or executive teams. While these measures are not directly comparable, they collectively reveal a 
consistent pattern: women’s representation declines as organisational power increases, with the sharpest drop 
at the highest levels of decision-making.

In the UK, the Ukie Games Industry Census remains the most robust workforce dataset. It shows women account 
for 29% of the games workforce, but only approximately 22% of Senior/Lead roles. This indicates a clear drop 
between workforce participation and progression into more senior positions, even before executive level is 
reached.

Global and US-weighted datasets reinforce this trend. The GDC State of the Game Industry survey, based on 
approximately 3,000 developers, reports women at around 25% of the workforce, with a further 6% identifying 
as non-binary. This confirms that the UK pattern is not isolated, but reflected across the international 
developer workforce.

European data is more limited, particularly at leadership level, reflecting fragmented reporting across the 
region. Workforce-level estimates from Video Games Europe and the European Games Developer Federation 
place women at approximately 24% of the European games workforce. However, consistent data on senior 
and executive roles is not systematically collected. Broader European digital economy data from the European 
Institute for Gender Equality suggests women typically hold between 15–20% of senior roles in technology 
sectors. While not games-specific, this provides a useful proxy and aligns closely with global findings.

The IGDA Developer Satisfaction Survey provides further global context. As a recurring international survey, it 
tracks demographics, career progression and workplace experience across the sector. While its categories 
differ from Ukie and GDC, it reinforces the same structural pattern: women are present in the industry but 
remain underrepresented in seniority, leadership and decision-making pathways.

LEADERSHIP REPRESENTATION
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At the highest level of decision-making, the imbalance becomes more pronounced. The 20-first Global Gaming 
Gender Balance Scorecard, analysing the executive teams of the top 14 global gaming companies by revenue, 
found that women held only 16% of executive roles. This is a more restrictive and more meaningful measure 
than “senior” or “lead” roles, as it captures the layer of leadership where strategic control over investment, 
publishing, acquisition and organisational direction sits.

This distinction is critical. “Senior” roles may include experienced individual contributors, project leads 
or middle-management positions, and do not necessarily confer decision-making authority over capital 
or company strategy. As The Authority Gap (Sieghart, 2021) shows, women’s expertise is systematically 
undervalued, shaping perceptions of credibility and authority, and constraining progression into executive 
decision-making roles .

By contrast, “executive” roles represent the highest level of organisational power, including C-suite, executive, 
founders and business owners, where decisions are made about capital allocation, investment, growth 
strategy and long-term direction. The issue is therefore not only one of representation, but of where power is 
concentrated within the industry.

Taken together, the evidence shows a clear progression pattern. Women’s representation decreases at each 
stage of progression, with the steepest drop occurring at the highest levels of decision-making and ownership.

Women’s expertise is systematically undervalued, shaping 
perceptions of credibility and authority, and constraining 
progression into executive decision-making roles.
MARY ANN SIEGHART · THE AUTHORIT Y GAP (2021)
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Representation of women across the games industry pipeline — from players to 
funding and investment.

FIGURE 02 · PROGRESSION PAT TERN

The shape of
the drop-off.

1 2 3 4 5 6

1.	 Women make up around half of players
2.	 Women account for approximately 25–30% of the games workforce
3.	 Women hold around 22% of senior and lead roles
4.	 Women hold around 16% of executive roles in major global games companies
5.	 At the most senior levels (C-suite, founders and business owners), representation is often lower still, 		
	 frequently closer to 10%
6.	 Access to funding and investment is lower still, with women-led companies receiving 2-5% of venture 		
	 capital investment.

Women in Games uses 16% as a representative benchmark for executive leadership and decision-making 
power, while recognising that broader measures of seniority may appear higher. At the level where strategic 
and financial decisions are made – including ownership, C-suite and investment control – representation is 
significantly lower.

The overall picture is consistent across UK, European and global evidence: women are entering the sector, 
but are not progressing into positions of power, leadership, and company ownership at rates that reflect their 
participation.

50%

25-30%
22%

16%
10% 2-5%
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Workforce measured, capital not.

At a global level, the games industry is supported by a growing body of data on workforce composition, 
developer demographics and market participation, but this remains uneven when it comes to funding and 
investment.

Global developer data reinforces the same structural pattern observed in UK and European datasets. The GDC 
State of the Industry survey places women at approximately 23–25% of the global games workforce, while the 
IGDA Developer Satisfaction Survey consistently reports women representing around 20–25% of developers 
worldwide. Both datasets also highlight disparities in career progression, leadership representation, and 
workplace experience (GDC, 2023/2024; IGDA, 2023).

This alignment across global datasets is significant. It demonstrates that the drop-off from participation to 
leadership is not region-specific, but systemic across the industry.

However, when it comes to access to capital, the data landscape changes significantly. Global venture capital 
datasets, including PitchBook and Atomico, consistently show that all-female founding teams receive a 
disproportionately small share of investment, typically in the range of 2–5% of total funding, depending on 
dataset and methodology. Mixed-gender teams perform better but remain below parity (PitchBook, 2023; 
Atomico, 2024; British Business Bank, 2025).

This disparity is not explained by performance alone. Cross-sector analysis consistently shows that women-
led businesses are as likely, or in some cases more likely, to deliver strong returns, yet face greater barriers in 
accessing capital.

Research from the British Business Bank and wider venture capital analysis points to structural factors 
including investor bias, network access, pattern recognition in funding decisions, and the underrepresentation 
of women within investment decision-making roles. 

GLOBAL INVESTMENT PAT TERNS

Venture capital ecosystems frequently rely on informal 
networks and pattern recognition, dynamics that can 
systematically disadvantage women founders in accessing 
investment.
EMILY CHANG · BROTOPIA (2018)
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As highlighted in industry and investment analysis, this results in a system where capital is not allocated purely 
on performance or potential, but is influenced by existing patterns of familiarity and access.

As Emily Chang documents in Brotopia (Chang, 2018), venture capital ecosystems frequently rely on informal 
networks and pattern recognition, dynamics that can systematically disadvantage women founders in 
accessing investment.

This gap in measurement limits transparency, obscures accountability, and constrains effective intervention.

As a result, understanding access to finance in games relies on cross-sector investment data as proxy 
evidence, rather than sector-specific reporting. There is currently no evidence to suggest that the games 
industry performs differently from these broader investment trends. Instead, the available evidence indicates 
that it is likely subject to the same structural dynamics observed across the wider investment ecosystem.

At the same time, 
there is:

•	 No consistent global dataset tracking funding 	
	 and investment outcomes by gender within the 	
	 games sector
•	 No standardised reporting across publishers, 	
	 funds, or investors
•	 No clear visibility of who is accessing capital 	
	 within games

This creates a critical imbalance in what the 
industry is able to measure:

•	 Workforce participation is measured
•	 Player demographics are measured
•	 Market performance is measured
•	 Access to capital is not measured
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Acknowledging the gaps.

While this report draws on the strongest available evidence across UK, European and global sources, there are 
important limitations that should be acknowledged. These limitations do not undermine the findings; rather, 
they highlight structural gaps in how the games industry collects, standardises and reports data, particularly in 
relation to funding and investment. While this report focuses on gender, it is important to recognise that similar 
limitations are likely to affect all underrepresented groups across the industry.

The Ukie UK Games Industry Census (2022) remains the most widely used dataset for workforce representation 
in the UK, with approximately 3,800 respondents across more than 200 companies. However, despite its scale 
and importance, it is a voluntary survey rather than a full census of the industry. Participation is not universal, 
meaning the dataset is indicative rather than exhaustive (Ukie, 2022). It provides the most robust available 
insight into workforce composition, indicating that women make up around 29% of the workforce (Ukie, 2022), 
with approximately 10–12% of respondents from ethnic minority backgrounds (Ukie, 2022) and around 20% 
reporting a physical or mental health condition, based on broad self-identification (Ukie, 2022).

Beyond participation, there is also variability in how roles are defined across datasets. Categories such as 
“Senior”, “Lead”, “Manager”, and “Executive” are not standardised across companies or surveys, including 
Ukie, GDC State of the Industry, and IGDA Developer Satisfaction Survey data. This creates challenges when 
interpreting leadership representation and necessitates aggregation across multiple sources (Ukie, 2022; GDC, 
2023/2024; IGDA, 2023).

At a global level, datasets such as the GDC State of the Industry Survey and the IGDA Developer Satisfaction 
Survey provide valuable insight into workforce composition and industry experience. However, these surveys 
are also self-selecting and often weighted toward particular regions, most notably North America, limiting 
their ability to provide fully representative global coverage. These datasets also indicate broader patterns of 
diversity across the workforce, with women representing approximately 25% of respondents (GDC, 2023/2024), 
around 6% identifying as non-binary in GDC data (GDC, 2023/2024), and LGBTQ+ representation typically 
reported at over 10% (GDC, 2023/2024; IGDA, 2023). Disability and neurodiversity are also captured in global 
surveys, with estimates often ranging from 20–25% depending on definitions used (IGDA, 2023). However, 
differences in methodology and self-identification limit direct comparability across sources.

Leadership data presents a further limitation. Analysis such as the 20-first Global Gaming Gender Balance 
Scorecard (2020) focuses specifically on executive teams within major global companies. While this provides 
critical insight into decision-making power, it reflects a subset of the industry and is not directly comparable 
with broader workforce datasets (20-first, 2020).

DATA LIMITATIONS
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The most significant limitation across all games-specific sources is the absence of consistent, gender-
disaggregated data on funding and investment. No major industry dataset including Ukie, GDC, or IGDA 
systematically tracks access to capital by gender. As a result, this paper necessarily draws on cross-sector 
investment data, including the British Business Bank, Beauhurst, and PitchBook, as proxy indicators for likely 
patterns within games (British Business Bank, 2025; Beauhurst, 2024; PitchBook, 2023).

In addition, this analysis is supported by cross-sector economic evidence from The Gender Index Report (2026), 
which examines over 5 million UK companies using Companies House data. While not specific to the games 
industry, it provides important contextual insight into structural dynamics affecting women-led businesses 
across the wider economy. Notably, it finds that female-led companies consistently outperform in growth yet 
face significantly lower access to external investment and debt finance, patterns that closely mirror those 
observed within the games sector (The Gender Index, 2026).

However, as a cross-sector dataset, The Gender Index does not isolate the games industry and cannot be 
used to draw direct conclusions about sector-specific investment flows. Its value lies in demonstrating that 
the disparities identified in games are not anomalous, but part of a broader systemic pattern in how capital is 
allocated.

Taken together, this means that key figures used throughout this paper such as 16% representation in 
executive leadership (20-first, 2020) and 2–5% of funding and investment going to women-led businesses 
(British Business Bank, 2025; Beauhurst, 2024; PitchBook, 2023) are derived from multiple credible but distinct 
sources. They should therefore be understood as aligned indicators rather than outputs of a single unified 
dataset.

More broadly, there is no single, standardised dataset that captures diversity across gender, ethnicity, disability 
and other characteristics within the games industry. Existing data is fragmented, voluntary and based on 
differing definitions, limiting both comparability and longitudinal analysis.

These limitations reinforce the central conclusion of this paper: the games industry does not lack evidence 
of inequality, it lacks consistent, transparent, and comprehensive data. Nowhere is this more evident than 
in relation to funding and investment, where the absence of measurement continues to limit accountability, 
obscure systemic bias, and constrain meaningful progress.



25THE DROP-OFF • WOMEN IN GAMES

WOMENINGAMES.ORG

The Data Gap Is Structural

The absence of gender-disaggregated funding data is not a minor oversight; it is a systemic issue that sits at 
the heart of inequality in the games industry.

Across the UK, European and global ecosystems, funding and investment flows are not transparently tracked 
by gender, reporting standards remain inconsistent or absent, and accountability mechanisms are limited. As a 
result, the industry lacks the fundamental tools required to accurately measure inequality or to understand how 
capital is distributed in practice.

This creates a structural blind spot. Without clear, comparable data, disparities in funding and investment 
remain obscured, making it significantly more difficult to identify where interventions are needed or to assess 
whether progress is being made.

These examples illustrate a consistent principle: where data is collected, measured and acted upon, disparities 
can be addressed. In the absence of such systems, structural inequalities are more likely to persist.

KEY INSIGHT
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Evidence from Other Sectors

Evidence from adjacent creative industries and other sectors demonstrates that targeted intervention, 
supported by data and accountability, can produce measurable change.

WHAT WORKS

UK FILM
Public funding conditions

SWEDEN
Targeted funding parity

BBC
Measurement & transparency

NORWAY
Regulation and quotas

UK GOVERNMENT
Mandatory reporting

UK INVESTMENT
Voluntary framework

INTERVENTION

BFI Diversity Standards link funding to 
inclusion criteria.

Swedish Film Institute set a 50/50 
funding target for directors.

BBC 50:50 Project systematically 
monitors contributors across content.

Mandated gender quotas on corporate 
boards.

Gender pay gap reporting required for 
large employers.

Investing in Women Code: signatories 
commit to reporting.

SECTOR & MECHANISM

Contributed to increased 
representation of women in key 
creative roles (BFI, 2023).

Achieved gender parity in film 
investment (Swedish Film Institute, 
2020).

Significant improvements in gender 
representation (BBC, 2023).

Rapid increases in women’s 
representation at board level (OECD, 
2019).

Increased transparency and 
organisational change (UK Government, 
2017).

Improving visibility and outcomes in 
access to finance (British Business 
Bank, 2025).

OUTCOME

Where data is collected, measured and acted upon, disparities can be addressed. In the absence of such 
systems, structural inequalities are more likely to persist.

- Why This Matters

Reliable, standardised data is a prerequisite for effective decision-making. Without it, progress cannot 
be measured, gaps cannot be clearly identified, and interventions cannot be designed or evaluated with 
confidence. In the absence of transparency, accountability is weakened and existing patterns of inequality are 
more likely to persist.

Ultimately, this lack of visibility does not only affect equity; it limits the growth potential of the sector itself. 
Where data is incomplete, capital cannot be allocated as effectively as it could be, and opportunities for 
innovation, investment and return are constrained.
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Addressing Structural Barriers

The findings of this report highlight an urgent need for coordinated, system-wide intervention to address 
structural barriers across the games industry: disparities in progression, leadership and access to funding 
are not the result of a lack of participation, but of structural barriers embedded across the industry lifecycle. 
Addressing these challenges requires coordinated, sustained intervention that operates across multiple 
stages of the pipeline.

Women in Games’ research, industry engagement and programme delivery provide an established foundation 
for action. Building on this work, it has developed Everyone Plays, a structured three-year programme designed 
to respond directly to the systemic barriers identified across the sector. This programme, led by Women in 
Games and subject to funding, will be delivered by a consortium of specialist organisations across the four key 
pillars.

The programme takes a lifecycle approach, recognising that inequality is not confined to a single point of entry, 
but emerges and compounds across progression into leadership and access to capital. It is structured around 
four key pillars:

This integrated model reflects a core principle emerging from the evidence: where disparities exist at multiple 
stages, effective intervention must operate across the full pipeline.

FROM EVIDENCE TO ACTION

PILLAR 01
Early access & skills development for girls

Building entry pathways before careers begin, 
addressing pipeline before it narrows.

PILLAR 03
Leadership development & advancement

Closing the gap between workforce participation 
and executive representation.

PILLAR 02
Support for early-career women

Mentoring, retention and progression support for 
women in their early-career before it narrows.

PILLAR 04
Targeted support for women founders

Including improved access to funding and 
investment — the steepest drop in the pipeline.
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Commitment Without Resourcing

The imbalance identified in this report extends beyond the industry itself to the resourcing of organisations 
working to address these challenges. Despite its impact and alignment with industry and policy priorities, 
Women in Games has received limited direct public funding to date. This reflects a wider systemic pattern in 
which only an estimated 2–3% of charitable and philanthropic funding is directed toward women’s organisations 
and gender equity initiatives (Rosa Fund, 2020; Women’s Funding Network, 2021).

As a result, programmes of this nature remain under-resourced. Everyone Plays has not yet secured the level of 
funding or public investment required for implementation, highlighting the gap between stated commitments 
to equity and the resources needed to deliver it in practice.

This creates a recurring structural problem across the wider diversity and inclusion landscape. Organisations 
working to address inequality are often expected to deliver industry-wide change while operating with 
disproportionately limited financial support, short-term funding cycles and high levels of unpaid or underpaid 
labour. As a result, interventions frequently remain pilot-scale, fragmented or dependent on individual advocacy 
rather than embedded systemic investment.

This limits continuity, reduces long-term impact and constrains the sector’s ability to build sustainable 
pathways into leadership, entrepreneurship and access to capital. The issue is therefore not only whether 
solutions exist, but whether the industry is prepared to resource them at the scale required to produce 
measurable structural change.

THE IMPLEMENTATION GAP

The evidence is clear: solutions to many of the challenges identified already exist. The priority now is 
to ensure they are adequately resourced, implemented and embedded at scale across the industry 
ecosystem.
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Addressing this structural data gap is foundational to the future development of the games industry. Without 
intervention, the sector will continue to operate with limited visibility over one of its most significant inequalities.

To move from insight to action, coordinated and systemic change is required across industry, investment 
and policy. This must include not only improved data collection and transparency, but the establishment of 
consistent standards and accountability mechanisms that enable meaningful progress to be tracked over time.

RECOMMENDATIONS

Women in Games calls for 
the following actions.

Closing gender gaps requires deliberate system design, 
embedding data-driven interventions and accountability 
into institutional structures rather than relying on 
incremental or voluntary change.“
IRIS BOHNET · WHAT WORKS (2016)

01. Standardised Data Collection
Publish gender-disaggregated funding data

All public funding bodies and major investment 
stakeholders should collect and publish gender-
disaggregated funding data.

03. Industry Benchmarking
UK and EU-wide benchmarks

Establish UK and EU-wide benchmarks for diversity 
in games funding.

05. Independent Monitoring
Support independent organisations to track and publish funding data

Independent oversight ensures longitudinal comparability, removes conflicts of interest, and creates the 
accountability infrastructure the sector currently lacks.

02. Transparency Requirements
Mandatory reporting on outcomes

Publicly funded programmes should include 
mandatory reporting on funding outcomes by 
gender.

04. Cross-Sector Alignment
Align with investment standards

Align games industry reporting with broader 
investment standards.
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- Disclaimer

This report draws on the best available publicly accessible and industry-reported data at the time of writing, 
including UK, European and global sources. While there are known limitations in data availability – particularly the 
absence of games-specific, gender-disaggregated funding data – the evidence presented reflects consistent 
patterns observed across multiple independent datasets.

The analysis and conclusions are intended to inform discussion, policy development and industry practice. While 
not exhaustive, the alignment of findings across sources provides a robust basis for understanding structural 
inequalities within the sector.

This report focuses specifically on structural gender inequality affecting women in the games industry while 
recognising intersectional factors including ethnicity, disability, sexuality, socio-economic background and 
neurodiversity can further compound disparities in representation, progression and access to capital.

- Conclusion

The games industry cannot realise its full potential as a driver of economic growth without addressing disparities in 
funding and investment, and the structural gaps in data that underpin them.

Across workforce, leadership and capital, the evidence is clear: women are present in the industry but are not 
progressing into positions of influence, decision-making and investment at rates that reflect their participation. This 
is not primarily a pipeline issue, but the result of structural factors that limit progression and access to capital.

While the sector currently relies on the best available UK, European and global datasets, the absence of games-
specific, gender-disaggregated funding data remains a critical gap. Without this transparency, the industry cannot 
accurately measure performance, identify where inequalities occur, or design effective interventions. The lack of 
data is therefore not a neutral limitation – it is a barrier to accountability, investment efficiency and sustained growth.

Addressing this gap is fundamental to building a more effective, equitable and economically resilient industry. Better 
data enables better decision-making, more efficient allocation of capital, and a stronger, more inclusive growth 
trajectory for the sector as a whole.

Progress will require coordinated, system-wide action. Industry, investors and policymakers all have a role to play in 
establishing transparent, standardised and accountable reporting on funding and investment, and in supporting 
interventions that address structural barriers across the full industry lifecycle.

Without this, the industry risks entrenching disparities in who builds, leads and benefits from growth – limiting not 
only equity, but its capacity for innovation, global competitiveness and long-term sustainability.
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