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America stats for average annual salary:
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Above is the survey I created with the aid of surveymonkey.com to gain primary research. Conducting this survey allowed me to collect the data from a small gaming community unsure what their opinions are and what they think the pay rate is in both jobs.
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The bar chart above shows the difference between the male and female annual salary rigs last in the games design industry.
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The bar shot above shows the different annual salary rate of male and females throughout the different countries and continents in the world.
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Two bar charts above shows the percentage of workers which are male female a non-binary along with the mean and median age of all the genders in the workplace. It were statistics showing that the average games designer age was around 36 to 41 years of age for males. Considering they tend to sexualise women from the age of 18+ can be considered even worse as a piece of discrimination and this should be more than just fines put into place. They should have more in depth lawsuits and perhaps a higher penalty served if there is sexual discrimination or sexual harassment in work.
Abstract 
Environmental artists/ games designers can be under appreciated and some workers are severely under paid within the games design industry. Research shows that there is a marginal wage gap between a gaming programmer and an environmental artist/games designer, which has almost exceeded £10,000 and even more within the senior category. It represents how unfair the workplace or environment can be between these two job types, yet both place a vital part in today’s industry now more than ever. This study investigates the relationship between the salary differentiation of an environmental artist/ games’ designer compared to other jobs within this chosen field and goes into how morality, financial income and ethical rights can differ as an environmental artist. Building on existing work on the different salaries is asked ‘to what extent is games design and games programmers different, why does the pay rate differ so much and does the company have an impact on the financial income towards an individual? The conduction of analysing data from the community using surveys and charts will help determine an outsider’s opinion on who they think earns more based off a first impression. I have closely examined and evaluated the data in response to help me provide an outcome and answer the given thesis. Semi structured, quick surveys and questionaries were handed out via a link/ email along with interviews with peers which were conducted of 10+ participants throughout a small community in university and using media sources. Using a smaller audience would still provide the data needed to construct a table for this. My analysis shows an imbalance between the workload given for a game’s designer and games programmer and hourly/ annually pay whilst under an organisation contract. We conclude that the community also think that there is a significant wage gap. We have a 3rd party perspective outside industry opinions as well as some results containing within. 
















Introduction
Without games design, gaming programmers would have no point in coding the software needed for the designers. But on the other hand, games designers need the programmers to develop the software used for them to produce the breath-taking work and entertain the gaming community all over the world. In theory, they equally have the same dependencies on one another and would serve no purpose if each did not exist. Charles Mckeever [1] states ‘today, games design has become a separate, dedicated field of study with some people choosing to focus solely on design over writing code.’ This shows that people branched from the coding process and started to prefer the more artistical side. It allows the mind to think freely and express themselves through a visual representation. Alan Parker’s quote ‘art subjects encourage self-expression and creativity and can build confidence as well as a sense of individual identity.’ [2] The reason we create confidence from studying an art course over programming is so that we can feel more comfortable expressing what we like, who we are, what can symbolise us as an individual and allow people to flourish. This will then enhance serotonin and endorphins throughout our body stimulating a higher work production. Neuroethics refers to the research on ethics done within the field of neuroscience. ‘With recent advances in biological, cognitive and neurological science, there are new forms of evidence on the arts and the brain.’ [3] Through development of technology we can now prove art has a positive impact on a human’s wellbeing which are both mental and physical. The focus of my study will not just determine and show the wage gap within these 2 fields but show the positive and negative impacts both mental and physical on an individual in both jobs. This helped determine whether my thesis was correct and whether they should have a smaller wage gap. The value of this research is to not just to fight for rights of the games designers but also open the eyes to the fact of being under appreciated can affect one’s mental health, morality, work ethic and most of all their life ethic. Talking about psychological and mental affects would perhaps let people understand how badly they get treated within the workplace or whilst in this type of employment. Along with this, mental affects will then in the long term, provide physical affects which will then change their life and health which can be extremely dangerous in years to come. It’s a cumulative effect meaning that one action or event can cause several other events to happen, one after another. Collecting data from professionals such as neurologists, doctors or medical records will solidify my findings to be true on the effects on the jobs and enhance why games designers should be paid more, for both their work production and effect on the gaming community. On top of this using my research and methods I helped find that games designers are not just under appreciated in the industry, but the community will give constant negative feedback when most games are released. This industry has a very opinionative based community which means some games produced if not all, has a set target audience. Therefore, it may not appeal to all individuals but then that will overshadow the effort and work that went into it and the outcome is that more than likely, the game would be under appreciated as a whole and will be looked upon in a bad light. The aims for my research were to discover valid quotes, evidence and figures/ statistics and provide this to enhance the outcome to my thesis (whether this was financial data, medical data or surveys made by myself from primary research or existing surveys/ questionaries). Secondary research was my most focused method using the internet, books, and online figures to discover and back up statements used by authors or professionals. On the other hand, I made surveys myself to conduct primary research for the common folk. This then gave a second result from a professional opinion and then from just a gamers perspective or even less than that. The results had a wide variety of people answer, from gamers to sports athletes and even unemployed people. A wider variety provides a larger base to work off. Even though it’s a smaller scale used and only 11 people took my survey it’s still a valid figure to look at. (Survey based off UK base salary and work environments in the games design industry).
Literature review/ background info
Understanding what the difference between a games designer and a gaming programmer is essential for this thesis. Nadia Stefyn concludes what the jobs both include very well in her article posted on csgspectrum.com. she lists the responsibilities of what the individuals take on and shows how synchronising they game be to help each other produce an exquisite game. Below is Nadia’s list of the game’s designers’ and programmers’ responsibilities:
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This presents that the games designers’ responsibilities are to become innovative and provide unique idea which can be extremely difficult with any visual references which causes stress upon them to perfect an idea to a certain target audience’s liking. The thought of being judged and criticised by the community and higher end developers or owners of high production companies pressures the person even more. This can then impact their work production or innovation. It acts as a chain reaction. Nadia also explains on understanding what both jobs do. ‘Game design is an important part of game development and more inclined towards the creative side. It involves using design and creativity to develop a compelling game that attracts players and keeps them engaged.’ [4] ‘Game programming is considered the heart of the game development process. It involves taking the ideas of the game designers and turning them into code to create a great video game that anyone can play. ‘[4] [19] 
Pay Rates within different companies
Companies pay different rates to others and its due to mostly the intensity of the job, how high the demand is and how important the role is. Taking all of these into comparison can differ the payment annually or per hourly rate. On average, a games designer for Ubisoft can earn around £29,000 a year to help develop games.[5] On the other hand, a games designer which works for Activision can earn averaging £85,000.[6] There are many factors to take into consideration as Activision is one of the (if not) the biggest gaming company in the world producing some of the best-selling games including Call of Duty. Meanwhile on the lower end of the scale, the average salary for a gaming programmer for Ubisoft can earn £32,000. A £3,000 difference per year. On the surface £3,000 may or may not be a lot for some but consider how many more challenges a games designer must face to produce the final product. A senior software engineer which is in correlation to a programmer, earns around £113,000. That is almost £30,000 difference. Ten times more than a games designer on a lower salary. It’s insane how much of a marginal gap there is. There is an explanation for this but not a very good one. One article shared by Tushar Seth explains that the reason behind the wages being different across different companies is because of the ‘level of efficiency’. They quote ‘Wages depend on the level of efficiency. For instant, one industry may require a high level of efficiency which is acquired only through long education and training followed by practical experience involving heavy expenditure.’ This was based off any industry not just in the gaming industry. This point I believe is incorrect within this choice of field. I believe the wage gap is too high even considering the work efficiency games programmers need. I am aware that they need to learn a completely new language of code and fix any issues within the game. But it does not give enough justification for the £30,000 gap in higher roles.  One published site from Maria Elena Gonzalez suggests that the highest paying job in the gaming industry is a games designer.  An article from career explorer states that there are around 287,200 games designers in America and that there will be a 9.3% increase in employment from 2016-2026. According to ibisworld.com article, last updated on the 28th of May 2021, there are only a tenth of programmers in America rounding to around 22,373 in current employment. In recent years, there has been a huge increase in demand for both fields of study with an outlook on games designer careers to have increased 5.31% nationwide by 2019 and have ‘an expected 30,090 new jobs filled by 2029.’ [7] unfortunately not only is there a wage gap within the 2 job roles are there gender wage gaps in the gaming industry. Catrin Jones’s article presents ‘Our report shows that the global average pay gap within the games and interactive industry is around 26% - quite a bit higher than the estimated global average of around 19%. Meaning men are earning around £12,000 more each year, on average, than women working in games.’ In conclusion to this quote, the games industry is not just underpaying games designers they are even more so when it comes to the female gender. This leads onto the connection of sexism in the workplace. There has been a lot of controversy with the word ‘sexism’ labelled so harshly on the games design industry but it’s true. In 2018 there were findings of a lawsuit against Riot Games against gender-based discrimination. Shannon Liao’s article provides the information on how much they agreed to pay towards the members of the class-action suit and towards the plaintiffs’ legal fees. This concluded an overall fine of approximately $100 million (equivalent to £79,919,000). [8]Furthermore, ‘Riot Games agreed to settle the suit in 2019 for $10 million, but California’s Department of Fair Employment and Housing (DFEH) intervened, blocking the agreement with a court filing in which the agency argued that victims should be entitled to as much as $400 million.’ [8] back in July 2021, there was another lawsuit against Activision Blizzard ‘for repeated cases of workplace harassment and sexual discrimination against women in the company. The lawsuit follows a two-year investigation which found that Activision Blizzard promoted a “frat boy” workplace environment, where male employees “joked with each other about r*pe,” [25] females within the workplace need to be paid the same wage as males if not more for compensation of trauma they have from enduring this abuse whilst in this environment. Mattwe Kassola’s findings suggest that ‘women have a small voice in the gaming industry and only make up 20% of the workforce’. considering the statistics shown of that there are over 280,000 game designers in America only 56,000 would be female. This makes them the minority. As of 2021, A chart showed by J. Clement Provides information about that there are only 30% of females which are games developers worldwide. Another graph provides the mean and median of the male and female salaries in the games industry per $1000 as late as June 2018. this was also presented by J. Clement. [9]






Qualifications Needed/ overworked
With increasing demand of game designers needed I gathered research and discovered on what qualifications and skills you need to become a games designer and games programmer. Some of the qualifications label to become a games designer where to have relevant degrees/ subjects studied which include ‘game art, games design, games development, games technology, computer science, interactive media in mathematics.’ [10] It mentions you don't necessarily need a degree but over 90% of the time having a degree is particularly useful when applying for jobs. It gives an indication fully employer to understand your experience with the software’s used. AGCAS editors provided an article mentioning these qualifications and in addition listed some of the skills needed. These are some listed below: [21]
‘An innovative approach to game design and the ability to come up with new ideas, confidence in influencing skills to present your ideas and pitch for funding, problem solving skills, flexible approach to work to tailor your ideas and meet the deadlines, team working skills and the ability to collaborate with others to create the finished game.’ [10]
Typically, it states it takes about four to five years to become a video games designer. This is from when an individual finished his school to the end of university. Normally a bachelor’s degree in video games design takes around about three to four years to complete and then a further year to be introduced into the industry work. This means from the age of 18 individuals pushed themselves mentally and physically to further their skills and hope to join the field of study chosen. Whilst in university you need to create game projects to build your portfolio. You then need to learn new coding languages and develop new skills and then pursue internships and finally apply for jobs. So theoretically, from working hard at such a young age shouldn't an individual going into this industry have a little more compensation and gain a pay raise for such mentally draining work?
Overall, this is a very demanding job to go into and needs years of practise before some people are even considered the job in this industry. It takes a heavy toll on mental health and can take away freedom from the individual. leading on to the next point, in which it connect to my thesis. This is the fact that games designers are underpaid but overworked. ‘Like the software industry more broadly, the gaming world is known for “crunch,” the period just before a launch when workers are expected to put in 100-hour weeks with no extra pay.’ [11] The crunch period Is where the game is finalising, and companies are scrambling to get the game out on the given date. This gives a backlash on the workers, almost making them work illegal hours and some without breaks. An individual which used to work for EA, mentioned that he would work 16 plus hours and sometimes sleep in the studio. Indeed, the chief executive of Rockstar Games, publisher of the hugely popular Red Dead Redemption 2, bragged in an interview last year that people there were working 100-hour weeks to finish that game in time for its scheduled release date.’ The cruel truth behind all of this, is that even after dedicating their life to the company and working these hours, studios still cut hundreds of jobs after the game is finished. sometimes even thousands. Alana Semuels article shows that Activision Blizzard cut 800 jobs even though it got reported fact it was a record 2018 revenues of $7.5 billion. [11]



Medical reports and mental health
Depending on what company you work for what game you're trying to create there are studies and evidence to provide a diagnosis of PTSD (also known as post-traumatic stress disorder) to several individuals. A developer who recently worked on the game Mortal Kombat 11, preceded to say on a gaming site called Kotaku ‘that he was diagnosed with PTSD after working on the extravagantly violent and gory fighting game’. ‘I’d have these extremely graphic dreams, very violent,’ they told Kotaku. ‘I kind of just stopped wanting to go to sleep, so I’d just keep myself awake for days at a time, to avoid sleeping.’ [12] A common phrase used for individuals being overworked is called a burnout. ‘Occupational burnout is medically defined as the consequence of unresolved stress at work. It could happen to anyone, but it is relatively common in the game industry, especially among developers. Burnout does not just happen to those working at big console studios but is also present in games as a service, start-up cultures, and even at indie developers.’ Some of the symptom’s workers may experience with burnout can involve anxiety, chronic fatigue, insomnia, detachment, and ineffectiveness. Three of the five of these affects the individual mentally it has a negative impact on their everyday lives. Yet, detachment can be considered as one of the worst outcomes and it's when the job feels like it becomes more of a chore rather than a source of enjoyment. 
Matt Kim published a document stating 5 worries about the mental health in games development. ‘The take this white paper cited a 2017 IGDA developer satisfaction survey, compiling 963 valid responses, with 64% of respondents say that they've been in the industry fewer than 10 years. That means only 36% of developers that were surveyed worked more than a decade as a game developer. [13] The career path for people in the games industry tends to come to an end quite quickly. Although they are informed about the crunch and a high workload it's still too much for some young developers hence why they change career paths so quickly. Even if they don't change, they tend to leave the environment as it affects their mental health too much. As mentioned in this thesis already, companies tend to lay off their employees once again has been created. A knock-on effect then produced an employees will lose trust in the industry after they have been laid off. the industry is very unpredictable which causes heavy stress upon the employees to find work constantly. Therefore, conclusion to this point I believe games designers should be paid more so when unemployed they are still able to sustain a healthy way of living. 
Crevoshay has a factor called the ‘auteurs’ myth of games design. Her quote “You can do anything in service of passion, and it’s okay because you care about the game,” she said. “But when you use passion in that way, and your kind of weaponize it, you end up abusing yourself and others, and using it as an excuse to do careless and uncomfortable and inappropriate things. And so passion is a really dangerous myth.” [14]Workers abuse themselves with their passion and let it overtake their thoughts and feelings. This is when people become overwhelmed, and their job becomes their life. They do not juggle their lifestyle very well with their jobs. An example of this can be family friends’ active fitness or the mental thoughts.
  





After conducting thorough secondary research to game figures and statistics to back up my statements on my thesis made in the introduction. This will also provide stable argument for the literal reviews I have stated above. Paolo Ruffino’s article from June 2021 mentions that the UK games industry Census ended up publishing the survey results on the experience of psychological burnout in the individuals’ careers. They found out that ‘31% of respondents suffered anxiety and depression compared to the national average of 17%.’ [15] This article also reveals that an employee changes 2.2 employers every five years meaning that the employee working in this industry is never with the company for more than two and a half years. Therefore, the turnover rate is bad and linking this towards the untrustworthy employers. Related to employers and the companies themselves, there was a union investigation which found out that 85% of game workers do unpaid overtime which led to poor employee treatment. [16] Only 15% of the workers are paid for their overtime and report also found out that ‘90% of the pay increases were not published or disclosed to employees. This means that people who assumed that they were learning the same amount as the Co-workers also be wrong therefore undervaluing their own work’. [16]
The Crunch- Take This
The crunch is one of the biggest and most important periods of time was developing a game. not only are the hours increased but stress is followed. From this, the long-term effects which will go into place with the individual related to health, fatigue, and family issues. Going from 25/30 hours a week to it almost doubling 60 + it's going to take a toll on anyone. This period not only affects employee productivity but the financial outcome of the employers. $44 billion are lost in productivity alone and the cause of this is depression anxiety (US based). ‘51% of employees said they were less productive at work because of stress from the American Psychological Association in 2009’. [17] Following this study 39% of employees experiencing high overwork levels say that they feel angry towards their employers versus only 1% to experience low over work levels’. [17] Longer working hours can relate to incidents sleep disturbances and can cause insomnia for short and sleeping hours. ‘Working more than 55 hours a week compared with working 35 to 40 hours a week was related to incident sleep disturbances. Participants to the study were full time workers free of sleep disturbances. They conducted two studies which measured the working hours and the subjective sleep disturbances. Phase three is the very start in 1991 followed by phase five from 1997 to 1999 and then preceded two measurements of subjective sleep disturbances in phase five in phase 7. The full-time workers were free of sleep disturbances at phase 5and employed at phases 5 and 7. Therefore this study shows that it doesn't happen suddenly but will develop over a period what continuous cycle happens.
Statistics show the not only 15% of people a paid for overtime but 15% of people earning less than living wage (euros).  78% of people do not receive employer contributions to a pension scheme for when they retire. the Worst statistic of them all is that 90% of pay increases are not published or disclosed by the employers and 72.5% of pay Raises are not published or disclosed by employers. This gives an unfair resemblance of whites like to live in the life of an individual within this industry. they are overworked, underpaid, and quite frankly taken for granted. [18]
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Games design/ level design is vital ‘for establishing the story of your game and keeping your players engaged.’ [18] Without keeping the player most there's no replay value for the game. Therefore, production companies will not be earning as much as their full potential and with poor level design means it will not attract the correct target audience. In correlation, if no one plays the game there will be no income for the company due to poor engagement skills from the developers/ designers. 
Communication and Teamwork
‘Games design teaches key skills such as teamwork and reinforces problem solving concepts.’ the gaming industries working environment is always team based. [22] The set groups within the game design industry starting off with the lead designer/ senior designer all the way to the other end of the scale with an apprentice designer. Within this field of study, they're all linked together in harmony traduce the best possible outcome for a game. Whether this includes the story telling, the game aesthetic, art style or mechanics. They all thoroughly broken apart in depth and made sure the better not mistakes. Building communication in this job is a huge positive for mental health spikes and being around positive environments can enhance that further. Being able to work alongside colleagues is a great skill to have. Many games designers are introverts or lack the communication skills. Therefore, making them complete tasks in groups will help benefit the outcome their social skills. Mark Jarman explains that games designers need to have great story building skills to help enhance and use that as a reference to develop the design process. ‘Themed entertainment designers have a real interest in how story can inform the design process. Interestingly my game design colleagues, especially those making video games, also have a fascination with the prospect of merging games and story.’ [23] ‘Game design is a project-based discipline. It encourages teamwork and reinforces problem solving concepts. it teaches people to be resourceful and most importantly helps them put themselves in someone else’s shoes.’ [23] This is because of the user centred philosophy of game design. Anybody who designs a game must put themselves in the shoes of the players so they can better understand how to design the game and how to engage a variety of users.’ This is where target audience was brought up earlier in my thesis. not everyone is going to like the game being made. Therefore, games designers tend to empathise and reach out of their body into someone else’s to see what the game could be presented like through someone else’s eyes. 


Conclusion 
Studies have shown the games designers are truly underappreciated and overworked but most importantly underpaid. The fact that the wage gap between a games designer and a games programmer can almost be $10,000 or even more in the senior department's is ethically wrong. As of this it will always have a negative impact on mental health leading to a worsened impact on physical health. The salary gap is way too extreme to justify from what each job contains, what qualifications you need for both jobs and what skills you will need to develop before working in this industry. That all results in which people do believe programmers have a much harder job but my studies have proven otherwise. From being a game designer, you need an innovative mindset, being able to create a foundation to build the entire game upon starting from the story/ narrative. Creativity is the most important thing when it comes to being a game designer to be able to think on the spot, problem solved develop new ideas in such a short period of time. Being creative can have its perks and have a positive impact on one’s mental health. Designers in the industry tend to suffer from mental health issues lack social skills. Whether this is to do with anxiety, stress, or depression and even insomnia. This old connect from a high workload and being overworked. the long hours, no paid overtime or even being paid less than living wage will act as a factor and impact one’s life. That has been an increase in percentages of people with mental health issues over the past three years due to COVID-19. With this on the uprising I believe this should be notified to people more a drastic action needs to be taken to provide more support for people working in this industry. Not only I believe game designers should be paid more from this thesis but most certainly the females within the gaming industry too which are artists. Through all the sexual discrimination they suffer on a day-to-day basis within some workplaces they need some sort of compensation or pay increase to help them cope some situations they are put in. Not only the sexual discrimination but the inferior voice in the workplace disables them from having a word or voice of their own which means they will struggle to hold their own in the workplace. Women are not just only sexualised in art in the games made today. they're also sexualised in the eyes of their co-workers. The remarks and ‘jokes’ made within the workplace can make anyone feel uncomfortable once on the receiving end of it. To finalise this point, women need Increase and if anything should be paid more than the men. The final process before game launch, should be more complacent to workers more during this time ‘the crunch time’. Whether this is overtime being paid for and it should be double right considering workers put their job first over their own mental physical health. This not only devours their lifestyle but can affect home life and relationships with families and friends. Some designers have even lost their relationships due to their job yet there's still no compensation not even financially never mind mentally for all these individuals. This statistic ‘15% of workers get paid less than minimum national living wage’ was shocking. They received the same as a worker hospitality or part time job was taking on a much higher workload and level of stress. I believe they are also being robbed and it could be classed as slave labour to some people. There's nothing more demoralising and producing the highest quality work you can having such little reward out of it. Considering then this little and yet the companies and employers can cut the employees off whenever they like, I believe that Is not enough for the individual to live off that remained in salary whilst in transition of jobs. This should be paid after they have been cut off a certain amount of time, so it allows them to be financially stable when transferring jobs.
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Job Responsibilities of a Game Programmer:

« Transform the Game Designer's ideas into a playable game
+ Game testing to spot and fix errors

« Collaborate with software developers

« Inspect the code of existing games for errors

« Implement Al to add movement to characters
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Job Responsibilities of a Game Designer:

« Identify viral trends in the gaming industry
« Create a complete game design plan

« Inspect existing games for improvements

« Find unique game ideas

+ Test multiple gaming genres and themes

« Develop plot points and storyline

« Collaborate with other Designers to flesh out ideas
+ Research what makes the targeted audience tick

+ Prepare innovative and unique gameplay ideas

+ Develop the movement of characters

+ Help determine difficulty levels and maps




image12.jpeg
finaycial GAME WORKERS UNITE IRELAND

seryvices
union PAY TRANSPARENCY REPORT 2021

by emplayers by employers

Srveiation and Locatation e o
tustral wage (640,283 per annum) onw 1 5% are e cvrume

o not receive employer contributions ®0s0ccsssscccce
102 pension scheme. (€12:30 per houn) @

78% —— e 15% caming less than the Living Wage

U Dublin 3,008 DRPP T 4353 01 4735708 + o 875 420, +44 028 9020150





image1.jpeg
Job Title Average Annual Salary

Game Developer $100,000

Game Designer $90,000
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