
T h e  r e s p o n s e  o f  t h e  U K

v i d e o  g a m e s  a n d  e s p o r t s

i n d u s t r i e s  t o  t h e  c o v i d -19

p a n d e m i c .

P l ay i n g   i t s  p a r t

JUNE 2020

A report by the All Party Parliamentary Group for
Video Games and Esports.



These have been unprecedented times for every person,
every family, and every business in the United Kingdom.  
 
The pandemic has taken a great deal from us and, as we
come through to the other side, we have much to rebuild.  
 
As the Chair of the All Party Parliamentary Group for Video
Games and Esports I have been impressed by the efforts
these industries have made in response to the global
crisis.  
 
From providing tens of thousands of free games to
frontline NHS heroes, through to ensuring that parents,
carers and players have the resources they need to enjoy a
safe online experience, it has had an important and
positive impact.  
 
And as we begin to look to our national recovery, the video
games and esports industries will play an important role.
These are high productivity, job creating businesses spread
around the UK that are natural exporters. Their resilience
throughout this crisis means they are well placed to
maintain the momentum that made the Creative Industries
the fastest growing part of the economy prior to the
pandemic.   
 
The Government should back these winning sectors as we
look to our future.

F O R E W O R D
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Alex Sobel MP
Chair of the APPG for Video Games and Esports



2 , 0 0 0 +  G A M E S

C O M P A N I E S

S O U R C E :  ' T H I N K  G L O B A L ,  C R E A T E  L O C A L '  -  U K I E

F R O M  M U L T I N A T I O N A L S  T H R O U G H  T O

W O R L D - L E A D I N G  I N D E P E N D E N T

S T U D I O S .

S U P P O R T I N G  4 7 , 6 2 0

F T E  J O B S

S O U R C E :  ' S C R E E N  B U S I N E S S ' ,  B F I

F R O M  D E V E L O P E R S  T O  D E S I G N E R S ,  A N D  F R O M

W R I T E R S  T O  R E S E A R C H E R S .

A D D I N G  £ 2 . 8 7 B N

O F  G R O S S  V A L U E

S O U R C E :  ' S C R E E N  B U S I N E S S ' ,  B F I

A  H I G H  P R O D U C T I V I T Y  S E C T O R ,  W I T H

£ 8 3 , 8 0 0  A V E R A G E  P R O D U C T I V I T Y  -  3 5 %

H I G H E R  T H A N  T H E  U K  I N D U S T R I A L  A V E R A G E .

E X P O R T I N G

G A M E S  G L O B A L L Y
O V E R  9 0 %  O F  T H E  U K  G A M E S

I N D U S T R Y  E X P O R T  P R O D U C T S

A N D  S E R V I C E S .

S O U R C E :  ' T H I N K  G L O B A L ,  C R E A T E  L O C A L '  -  U K I E

D E L I G H T I N G  3 7 . 3

M I L L I O N  P L A Y E R S

S O U R C E :  G L O B A L  G A M E S  M A R K E T  R E P O R T  2 0 1 8 ,

N E W Z O O  &  G A M E  O N ,  S A V A N T A .

5 0 %  O F  P E O P L E  I N  T H E  U K  W H O  P L A Y

G A M E S  O N  M O S T  D A Y S  A R E  F E M A L E  A N D

5 0 %  M A L E .  4 6 %  A R E  A G E D  O V E R  4 0 .

R E T U R N I N G  4 0 0 %  O F

R E L I E F  G R A N T E D

S O U R C E :  ' S C R E E N  B U S I N E S S ' ,  B F I

F O R  E V E R Y  £ 1  O F  V I D E O  G A M E S  T A X  R E L I E F ,

A N  A D D I T I O N A L  £ 4  I S  G E N E R A T E D  F O R  T H E

U K  E C O N O M Y .

L E V E L L I N G  U P  L O C A L

E C O N O M I E S  
O V E R  5 5 %  O F  G A M E S  D E V E L O P M E N T  J O B S  I N

T H E  U K  A R E  O U T S I D E  O F  L O N D O N  A N D  T H E

S O U T H  E A S T .

S O U R C E :  ' T H I N K  G L O B A L ,  C R E A T E  L O C A L '  -  U K I E

T H E  U K  V I D E O  G A M E S  I N D U S T R Y  I N

N U M B E R S
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W I T H  A  S T R O N G

T R A D E  P R O G R A M M E
G E N E R A T I N G  £ 8 0  M I L L I O N  O F  B U S I N E S S

W I N S  F O R  S M E S  I N  2 0 1 9  W I T H  £ 1 4 0 , 0 0 0

O F  G O V E R N M E N T  S U P P O R T .

https://ukie.org.uk/sites/default/files/cms/docs/Ukie_Think_Global_Create_Local_Jan2020.pdf
https://www.bfi.org.uk/sites/bfi.org.uk/files/downloads/screen-business-full-report-2018-10-08.pdf
https://www.bfi.org.uk/sites/bfi.org.uk/files/downloads/screen-business-full-report-2018-10-08.pdf
https://ukie.org.uk/sites/default/files/cms/docs/Ukie_Think_Global_Create_Local_Jan2020.pdf
https://newzoo.com/insights/infographics/uk-games-market-2018/
https://info.savanta.com/uk-gaming-attitudes-and-behaviours
https://www.bfi.org.uk/sites/bfi.org.uk/files/downloads/screen-business-full-report-2018-10-08.pdf
https://ukie.org.uk/sites/default/files/cms/docs/Ukie_Think_Global_Create_Local_Jan2020.pdf


8 6  G A M E S  

C O M P A N I E S

D O N A T E D  O V E R

1 0 0 , 0 0 0  G A M E S

I just wanted to express my gratitude for the free game. It really 
means a lot! 
 
I’m currently working as a nurse in ICU and am on call for the local
Nightingale. My little boy is 6 and he has had to put up with a lot. 
No school or friends. He’s also had to get his head round the fact I 
may be sleeping over in the hospital for quite a while if our
Nightingale opens. 
 
Having a new game to play, will I hope, give him a little more of an
escape than he had, which in turn makes me a little happier and will
ultimately help these poor people needing our care.

T O  O U R

N H S  H E R O E S

The UK games industry came together to thank our
frontline NHS heroes for their inspirational work
during the COVID-19 crisis.
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G A M E S  F O R  C A R E R S

NHS Clinical Nurse



Everyone at Activision Blizzard, and
the King team I lead, are delighted
that we were able to play a small
part and help with the delivery of
vital public health information.
Through our millions of players we
were able to assist Public Health
England and the NHS spread their
life saving message: stay at home,
protect our NHS, and save lives.

At Codemasters, we came to realise that
technology within our games could be
repurposed to assist with the Coronavirus
communication effort. During the critical
phase one of the UK’s lockdown we
began delivering a version of Public
Health England’s “Stay At Home, Save
Lives” message into DiRT Rally 2.0. This
initiative helped reinforce the
Government’s message to a younger
demographic, who spend less time
watching television, in a manner which
was natural, credible and avoided
intruding upon the player’s gaming
experience.

S U P P O R T I N G  P U B L I C

H E A L T H  M E S S A G I N G

The UK games industry teamed up with the Government to
get critical public health messaging into more UK
households by placing them in their games, reaching the
millions who play them in the UK.
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Toby Evan-Jones
VP Business Development

Codemasters

Humam Sakhnini
President

King



Platform holders are in a unique position in the games
industry; with millions of people logging on to play games
every day, the console dashboard (or homepage) is a
highly visible resource to reach gamers across the country. 
 
With this in mind, Xbox UK was happy to support the
government’s COVID-19 response by working directly with
the NHS communications team to make one of the
advertising panels on the dashboard available for free for
the public service announcement “Stay Home, Save Lives”
messaging. 
 
The static image, an Xbox owned asset of two young
people enjoying a game, which was overlaid with NHS
messaging (“Coronavirus. Anyone can get it. Stay home”)
and clicked through to a video asset provided by the NHS
for further information. 
 
The campaign was highly successful in reaching a wide
audience base, with millions of impressions recorded on
the dashboard message, and over 110,000 click-throughs
to the video asset to learn more.

S U P P O R T I N G  P U B L I C

H E A L T H  M E S S A G I N G  

C A S E  S T U D Y  -  X B O X  U K
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At Jagex we understand the comfort that online
gaming communities can offer to those physically
separated from their families and friends during these
times. Everyone at Jagex has been working together
from home to ensure that our games - RuneScape and
Old School RuneScape – and their online worlds,
remain positive spaces for players to virtually
socialise together.
 
We’ve also held additional in-game tournaments, in-
game meet ups and activities, and increased the
number of live streamed broadcasts to entertain and
connect with our players. During this time, we have
joined forces with our players to support our three
mental health charity partners – CPSL Mind, the
Prince’s Trust, and You Are RAD. Jagex has donated
£100,000 to support their work and RuneScape players
matched that by fundraising a further £104,000
through in-game activities held during Mental Health
Awareness Week.

The global games industry also supported COVID-19
health guidance from the World Health Organisation
by promoting awareness measures and practices,
including healthy social distancing. 

# P L A Y A P A R T T O G E T H E R
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Phil Mansell
Chief Executive Officer
Jagex
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The games industry adapted its campaign to
encourage parents and carers to use family controls
to manage spend, screen time and age appropriate
content during the lockdown period. 
 
The campaign, which launched in January and
reached 14 million people on social media,
encouraged parents to activate family controls with
the help of a simple four step process.

G E T  S M A R T  A B O U T

P . L . A . Y .

Since the COVID-19 crisis started, the Get Smart
About P.L.A.Y. campaign has continued to advocate
the use of family controls through the industry’s
responsible play resource www.askaboutgames.com,
social media and digital advertising. 
 
It has also provided detailed advice to parents and
carers on how to play safely online while staying
safe at home during the lockdown period on BBC
Breakfast, BBC Click and www.parentinfo.org.



F A M I L Y  G A M E  D A T A B A S E
www.askaboutgames.com launched the Family Game
Database to help parents and carers discover games
that are suitable for children. 
 
The resource includes detailed support on over 400
games, such as descriptions, information on PEGI
age ratings and in game purchases. 
 
It also featured curated lists of games ideal for
families, such as great games to exercise with and
fun educational titles.
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The Family Video Game Database provides non-gaming
parents and caregivers with jargon-free advice on
specific games about age ratings, in-game purchases
and online play. It presents games in Netflix -style
lists that encourage engagement with children’s
gaming, understanding timely benefits like
connection, calm, education and hope, as well as
discovering a wide range of experiences to enjoy
together as a family.

Andy Robertson
Editor
AskAboutGames



At Electronic Arts we are proud of our work with CALM
in raising awareness of mental health issues.  As part
of this commitment, and in partnership with DCMS, we
are supporting the Government’s Loneliness Week
with a week-long campaign on one of the UK’s most
iconic advertising locations; the Piccadilly Circus
video wall. 
 
In addition to the $2 million raised via our employee
donation-match scheme, we amplified government
messages via social media, in-game and mobile
advertising channels.  We also contributed to Game
for Carers and created health messaging videos with
Ian Wright, Rio Ferdinand and members of the
Criterion development team.

The games industry partnered with leading suicide
prevention charity The Campaign Against Living
Miserably (CALM) to promote the power of games to
reduce the challenges of social distancing.
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S U P P O R T I N G  G O O D

M E N T A L  H E A L T H

Samantha Ebelethite
Country Manager UK&I
Electronic Arts



The games and esports have industries have stepped
up throughout the crisis to raise and donate millions
of pounds to good causes.
 
This money will help brilliant organisations continue
to do work that makes a crucial difference.
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S U P P O R T I N G  G O O D

C A U S E S

E L E C T R O N I C  A R T S
H A V E  M A T C H  F U N D E D  $ 2  M I L L I O N  O F  E M P L O Y E E

D O N A T I O N S .

J A G E X
D O N A T E D  £ 1 0 0 , 0 0 0  T O  M E N T A L  H E A L T H  C H A R I T I E S ,

S U P P O R T I N G  T H E I R  W O R K I N G  D U R I N G  T H E  P A N D E M I C .

G F I N I T Y
O P E R A T E D  T H E  E P R E M I E R  L E A G U E  I N V I T A T I O N A L

T O U R N A M E N T ,  R A I S I N G  F U N D S  F O R  T H E  N H S .

S O N Y
H A V E  E S T A B L I S H E D  A  $ 1 0 0 M I L L I O N  C O V I D - 1 9  R E L I E F

F U N D  T O  S U P P O R T  C H A R I T I E S ,  E D U C A T O R S  A N D  C R E A T O R S .

T A K E  T W O  I N T E R A C T I V E
D O N A T E D  5 %  O F  O N L I N E  G A M E S  S A L E S  R E V E N U E S  T O

C O V I D - 1 9  R E L I E F  E F F O R T S .

A C T I V I S I O N  B L I Z Z A R D
D O N A T E D  A N  A D D I T I O N A L  $ 2  M I L L I O N  T O  I T S  C A L L  O F  D U T Y

E N D O W M E N T  H E L P I N G  V E T E R A N S  R E - E N T E R  T H E  J O B  M A R K E T .

A N D  M U C H  M O R E
F R O M  C O M M U N I T Y  F U N D R A I S E R S ,  T O  C H A R I T Y  S T R E A M S  A N D  

 M A J O R  D O N A T I O N S  F R O M  G A M E S  A N D  E S P O R T S  B U S I N E S S E S .



Digital Schoolhouse, together with Nintendo UK and support from Sega,
Playstation, Ubisoft, Outright Games and Warwickshire County Council,
have been providing creative computing lessons for homeschoolers. 
 
Parents up and down the country have been juggling the demands of
work, parenting and teaching. The #ComputingAtHome series provided
parents and carers with remotely led sessions for children to develop
their creative computing skills through practical work, such as creating
applications and games from scratch.
 
These courses feature 'unplugged' parts which don't require technology,
allowing children to learn regardless of what they have at home. 
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# C O M P U T I N G A T H O M E

Digital Schoolhouse’s emphasis on play based
learning and use of everyday household objects
to teach computing concepts put us in the
perfect place to support teachers and families in
these difficult circumstances. 
 
We’re pleased that we’ve been able to support
teachers and families in this way, and look
forward to continue to do so as we continue to
adapt to these unprecedented circumstances.

Shahneila Saeed
Director
Digital Schoolhouse



The All Party Parliamentary Group for Video Games and Esports exists to promote
the industry's economic, technological and cultural contributions within
Parliament.
 

The APPG would like to thank Ukie for its support in the running of the Group
and in preparing this report. 
 
Ukie is the trade body for the UK's games, esports and interactive entertainment
industries. 
 
www.ukie.org.uk 
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