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QUESTIONS? STAY IN TOUCH! WANT TO JOIN?
To better understand the current state of the industry
and the role of public funding within it, the Swiss Game
Developers Association (SGDA) conducted a nationwide
survey between April and May 2026. Fifty-one Swiss
game studios provided data on their size, location,
project budgets, revenue, and funding sources.

EXECUTIVE SUMMARY
FROM SWISS QUALITY TO A
STRONG GLOBAL PLAYER

ONE COUNTRY, TWO
REALITIES

BUILDING A SOVEREIGN
INDUSTRY

Swiss games earn international recognition and
awards, so much so that they are globally known as
a beacon of innovation and quality. Yet, most Swiss
studios remain small and under-capitalised. As in
film, games require years of work before any
revenue arrives. To grow the structurally stunted
industry into a globally competitive ecosystem, the
decisive missing piece is sustained funding at the
production stage.

The foundations are already in place: established
networks, deep know-how and a collaborative
industry culture. Strategic funding therefore will
land on fertile ground, with a swift and
sustainable return on investment.

Swiss Game Developers Association
Erika-Mann-Strasse 11
8050 Zürich

www.sgda.ch

Zurich has built a small but working support structure,
and its studios have responded by incorporating,
raising budgets and bringing studios from other
cantons to this industry hub. 

Elsewhere, studios earn almost nothing, run small
projects and receive no cantonal support. The new
funding in Zurich through the Film Fund (ZFF) is already
"bending the map,"  drawing even more studios and
talent toward Zurich. This makes developing the
regions outside Zurich, particularly the Suisse
romande, a matter of national equity rather than just
local interest. The task for cultural policy is therefore
coordination and expansion, so support reaches
developers in every region of Switzerland.

What the wider scene still lacks is the professional
layer around development: producers, marketing,
porting, distribution and Swiss publishing capacity,
together with the mentoring that newer developers
consistently ask for. 

Building these competencies within Switzerland –
both on the job and through formal education –
makes the ecosystem sovereign and keeps capital
and talent within the Swiss economy, rather than
flowing to international service providers and
investors. It also makes the industry more resilient
to market fluctuations and builds skills that carry
well beyond games, into audiovisual productions,
education, visual computing and other industries. 
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SAMPLE
COMPOSITION

This report displays Zurich and the rest of Switzerland
separately because Zurich has become such a pronounced hub
over the past decade, that it now diverges noticeably from other
regions, which can already be seen from this sample
composition:

While headcount is similarly small in both groups (mostly ≤5),
Zurich studios are markedly more incorporated and more
mature. Outside Zurich, more than a third aren't a company at all
– consistent with a hobby/part-time reality.

There is a clear age/legal-form correlation for all studios.
However, in Zurich, incorporation happens much earlier in a
studio's lifecycle. Many 1 to 2 year old studios in Zurich are
already as LLCs. In the rest of Switzerland, incorporation only
happens with 3 to 5 years studio age.

We see two likely explanations for this pattern. First, graduates
from Zurich-based game development programs may be more
likely to pursue game development as a full-time career from the
outset, seek external funding, and incorporate their businesses
at an early stage. By contrast, developers in other regions may
enter the industry later in their careers and initially pursue game
development alongside other professional activities, gradually
transitioning towards full-time work.

Second, Zurich benefits from a more mature ecosystem, with
established studios and industry institutions such as the Swiss
Game Hub providing mentorship, networking opportunities, and
access to expertise. This existing infrastructure may accelerate
the professionalisation of younger studios by enabling founders
to learn from more experienced peers and build stronger
support networks.

Dimension Switzerland
(n=26)

Zurich 
(n=25)

Overall 
(n=51)

Solo (1 person) 46.2% (12) 32% (8) 39% (20)

Small studio (2–10) 50% (13) 60% (15) 55% (28)

Mid-size (11+) 3.8% (1) 8% (2) 6% (3)

Legal form: informal
("No company")

38% (10) 12% (3) 25% (13)

Legal form:
GmbH/Sàrl

27% (7) 64% (16) 45% (23)

≤2 years old 69% (18) 52% (13) 61% (31)

>6 years old 19% (5) 36% (9) 27% (14)



HOW MANY EMPLOYEES DOES YOUR STUDIO HAVE? SINCE WHEN DOES YOUR STUDIO EXIST?

WHAT IS THE LEGAL FORM OF YOUR COMPANY?
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ZURICH AS 
THE HEART OF 
THE INDUSTRY

Importance of public funding is identical (median 3/5 in both) –
moderate, not existential, everywhere.
Most studios do not rely on foreign personnel, such as freelancers or
employees abroad (median ~0%) – this is a domestically-rooted industry
on both sides, which is uncommon in this internationalized industry.
The wish list rhymes. Both groups' top "general wishes" overlap on higher
funding, recognition of games as a legitimate economy, "games are art +
tech + culture + business at once", coaching/mentoring, and "I can't live
from games yet but want to." The grievances differ in detail, not in
direction.

Metric Switzerland Zurich Gap

Median project budget CHF 30k CHF 275k ~9×

Average revenue (yearly, last 3 yrs) CHF 60k CHF 340k ~5.5x

Median % budget from public support 0% 15% +15pts

Reliant on some external funding 42% 60% +18pts

Legal form GmbH/Sàrl 27% 64% +37pts

Median % team resident in other cantons 33% 7.7% -25.3 pts

The picture is coherent: Zurich has built an actual funding pipeline, and its studios have
responded by incorporating, raising budgets, and concentrating their teams inside the canton (the
ZFF residency rules reward this). Outside Zurich, the median studio earns nothing, runs a CHF 30k
project, gets 0% public money, and draws a third of its team from other cantons.

Most cantons offer nothing. Of the out-of-Zurich studios, 18 say their canton offers no support for
games, 5 don't know, only 3 say yes – and even the "yes" is qualified ("Not for video games
specifically", CH‑02; St. Gallen funds only culturally-relevant, non-commercial games, CH‑17).

DIFFERENCES BETWEEN ZURICH AND OTHER AREAS
(LARGEST FIRST)

SIMILARITIES BETWEEN ZURICH AND
OTHER AREAS 



WHAT IS THE AVERAGE REVENUE
YOUR COMPANY EARNS PER YEAR?

COMPANY
REVENUE
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Headcount barely separates larger from smaller studios, but budget and maturity do, and the qualitative answers reveal
a clear distributional divide. While respondents broadly welcome additional public support for game development, they
differ sharply on how funding should be structured and distributed across different type of studios.

Established studios argue that the ZFF CHF 150k production cap is too low for commercially ambitious projects
("max of 150k is not enough to fund anything other than a very small game", ZH‑04; "too small, especially for bigger
and established companies", ZH‑03). Several respondents call for production grants in the CHF 300–500k range
(ZH‑09, ZH‑13).
Smaller studios view the CHF 75k prototype grant more favourably, arguing that it could fund multiple lean projects
rather than a single larger one ("giving a lump sum 75k … at least 2 if not 3 projects could be funded", ZH‑06).
Established and emerging studios face different funding constraints and therefore require different support
measures. Newer entrants often feel crowded out by experienced teams, who are perceived to have greater
resources and stronger track records. Respondents argued that teams "who already have skill and already have
money" receive prototype funding for projects that have been "prototyping for multiple years", while "good people
with good ideas and actually true rough prototypes have to continue struggling" (ZH‑06; echoed in ZH‑05).
Reliance on funding scales with ambition. Zurich studios (larger budgets) are 60% reliant on external funding and
draw on a mix of public support (16), ZFF (14) and publishers/investors (14). Outside Zurich, reliance is lower (42%)
and tilts more towards publishers/investors (9) than public support (6).
Answer bias. The sample is likely biased towards small and independent studios. Several of Switzerland's largest
game companies are not represented in the responses.



PROJECT
BUDGETS

WHAT IS/ARE THE TOTAL BUDGET(S) OF YOUR PROJECTS
IN THE PAST 3 YEARS (PER PROJECT)?
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Pro Helvetia is the baseline everyone measures against – and finds wanting. The ~CHF 20–25k PH grant is repeatedly
framed as too small; the ZFF's 75k/150k is "a big improvement over the 20k you can get from ProHelvetia" (ZH‑08, ZH‑12,
ZH‑13). One respondent notes the oddity that "the Zurich Film Fund almost has a bigger budget than the federal funding
institution" (ZH‑25).
Suspected self-exploitation: Comparing the output of the industry with the prevalence of very small project budgets may
reflect significant underpaid labour and self-exploitation. Future surveys should therefore examine compensation more
closely and investigate whether game developers are able to pay themselves sustainable and competitive salaries.
Missing sweat equity: A notable finding is the large number of projects reporting budgets below CHF 10'000 – or no budget
at all. This suggests that many studios do not fully account for unpaid labour ("sweat equity") when calculating project
costs. As a result, reported budgets may significantly underestimate the actual resources invested in development.
Publishers and investors barely exist in Switzerland. "We need actual investment and publishing help in Switzerland if we
actually want to become a country that produces games" (ZH‑05); "We need publishers/investors in Switzerland" appears
in the coded wishes. Self-funding forces teams to "stay small and more amateur" (CH‑05).
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FUNDING NEEDS

HOW MANY PERCENT OF YOUR
TOTAL PROJECT BUDGET ARE
COMING FROM PUBLIC SUPPORT?

IS YOUR PROJECT RELYING ON SOME SORT
OF FINANCIAL SUPPORT?

HOW IMPORTANT IS/WAS THE FUNDING FROM PUBLIC
SUPPORT TO ACQUIRE FUNDING FROM OTHER SOURCES?



No
57.7%

Yes, to Zurich
because of ZFF

15.4%

Yes, to another
canton/region

15.4%

Yes, to
another
country

11.5%

GEOGRAPHY
& MOBILITY

The ZFF is redrawing the map:
Pull toward Zurich: 4 of 26 out-of-Zurich studios would move to
Zurich specifically for the ZFF (plus 4 to another canton, 3
abroad; 15 would not move). Zurich verbatims confirm it: "We
are now located in Zurich and can apply next year" (ZH‑05); "2
employees are moving to Zurich because of the game hub/ZFF"
(ZH‑06); "it influences decisions on our personal residencies"
(ZH‑13).
A trap for those who'd leave: one Zurich studio wants to move
out (cost of living) but fears losing funding eligibility (ZH‑25).
Resentment from the periphery: "Without a hub like in ZH,
money alone will not be enough" (CH‑21, transl.); requests for
regional game hubs ("Gamehub for eastern Switzerland/St.
Gallen", CH‑06).

Implication: The results of this survey show that Zurich's
ecosystem, though still small in size and scale, has a working
model for growth. Now, comparable cantonal and federal support
elsewhere is necessary, so studios can succeed without having to
relocate to Zurich or abroad.
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22WOULD YOU CONSIDER TO MOVE
YOUR COMPANY TO ANOTHER
CANTON TO GAIN ACCESS TO
CANTONAL/REGIONAL FUNDING?

HOW MANY PERCENT OF YOUR TEAM MEMBERS
ARE RESIDENTS OF OTHER CANTONS 
(INCLUDING FREELANCERS)?

HOW MANY PERCENT OF YOUR TEAM MEMBERS
ARE WORKING ABROAD 
(INCLUDING FREELANCERS)?

STUDIO DISTRIBUTION IN
SWITZERLAND
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Funding/support in my region

More funding in general

More mentoring/coaching

Regular Swiss industry data and surveys

"I would like to make a living from games, but can't yet"

Games are a multidimensional medium, narrowly perceived

Funding for market oriented games

More visibility for local games in Switzerland

Recognition of game sector as a relevant industry

More lobbying

Local industry needs investors, publishers, service providers, etc.

Funding for non-development (marketing, concepts, etc.)

Purpose of funding

"Games are commercial products; we need start-
up funding, not film-style culture grants" (ZH‑05)

Cultural/audience value should be protected
from the market (ZH‑21)

Market potential

A required, central criterion for funding/support
Funding institutions are unclear 

about their interpretation of the term.

Who should get support

Veterans/likely-to-succeed Newcomers/true early prototypes (ZH‑06)

Grant size

Fewer projects, bigger budgets (ZH‑11, ZH‑13) More projects, smaller budgets (ZH‑06, ZH‑20)

Repayment terms

Keep it (sustains larger games)
Cut it; repayment makes it a

disguised loan (ZH‑05)

THE STRATEGIC AND
CULTURAL CONTRASTS
KEY TOPICS FROM QUALITATIVE ANSWERS
(CODED COUNTS)

BETWEEN DIFFERENT SEGMENTS OF THE INDUSTRY

GROWING PAINS OF AN INDUSTRY

Taken together, these tensions point to a single underlying cause: a support infrastructure built for
one kind of studio is now being asked to serve many. 
A newcomer testing a first prototype and an established studio shipping a commercially ambitious
title have genuinely different needs: The first needs low-barrier, exploratory support and room to
experiment, the second needs larger budgets and terms suited to production at scale. 
A single set of rules – one definition of "market potential", one grant size, one repayment requirement
– cannot fit the existing ecosystem well, and the friction the survey captures is simply the sound of an
industry that has outgrown one-size-fits-all support.

The conclusion is not that the industry must chose between the above dimensions, nor that support
should be shifted towards any particular one. It is that the overall volume of funding needs to be
secured and, most of all, grown. Instruments should be differentiated to match where a studio
actually is: Newcomers and established studios are not rivals for a fixed pot but at different stages of
the same studio development, and each deserves support designed for its stage. That is what an
industry coming of age looks like.



LIMITATIONS ABOUT THE SGDA

WHY THIS SURVEY? WHY NOW?

This survey was conducted and analysed by the board of the Swiss Game Developers
Association (SGDA) rather than by an independent research institution or professional market
research agency, and thus does not claim to be statistically representative of the entire Swiss
games industry.
Participation was voluntary and the survey was distributed exclusively through SGDA
communication channels, including the newsletter, Discord server, and LinkedIn. No direct
outreach to individual companies was conducted.
The sample is likely biased towards small and independent studios. Several of Switzerland's
largest game development and publishing companies are not represented in the responses. In
addition, larger and more commercially successful studios may have been less willing to
disclose financial information, potentially leading to an underestimation of revenues and
project budgets.

Despite these limitations, the survey provides valuable insights into the structure, funding
landscape, and challenges of a significant part of the Swiss game development ecosystem.

The Swiss Game Developers Association (SGDA) is the independent, non-profit body that
represents and promotes Switzerland's game development industry. Founded in 2012 and
based in Zurich, it is the country's leading game developers' association, and is officially
recognised as a professional cultural organisation by the Federal Office of Culture. It serves
as an open forum for everyone working in the field – from developers, designers and
producers to publishers, sound designers and games journalists – and advances the sector
on various fronts: 

representing its interests in politics and shaping favourable framework conditions 
supporting the professionalisation and careers of developers through networking,
exchange and continuing education
raising public awareness of the value of games and their impact on society, the economy,
education and culture.
connecting the Swiss scene nationally and internationally
organizing events such as the Swiss Game Awards (SWIGAs)
monitoring and reporting on the developments that shape the Swiss market and industry.

In autumn 2025, the Canton of Zurich launched Digitale Kultur, a three-year, CHF 4.5 million pilot funding
programme administered by the Zurich Film Foundation. Together with existing national support from Pro
Helvetia, it significantly changes the funding landscape for Swiss game developers. 

To represent the industry effectively in this evolving environment, SGDA requires current evidence on the state
of the sector, the needs of game studios, and the role and impact of public funding. 

This survey provides an up-to-date snapshot of the Swiss games funding landscape and establishes a baseline
for future discussions with policymakers, funding bodies, and other stakeholders. Its findings will also help
inform SGDA's forthcoming comprehensive report on the Swiss games industry.

ABOUT THIS
SURVEY
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