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INTRO

The game development industry continues to navigate a period of 
uncertainty. While layoffs and studio restructurings have reshaped 
the landscape over the past year, another force is now entering the 
conversation: artificial intelligence. For many professionals, AI brings 
both excitement and anxiety - raising questions about how roles 
may evolve, how teams will be structured, and what skills will define 
the next generation of game development. 

In this year’s edition of the Gamedev Salary Pulse report, we once 
again go beyond compensation alone. Alongside salary bench-
marks, we look at hiring trends, job stability, and how developers 
themselves perceive the changing dynamics of the industry. The 
report is based on insights from a global survey of game develop-
ment professionals, combined with our day-to-day experience sup-
porting studios and talent across the industry.

Despite the challenges, one thing remains clear: the creativity, resil-
ience, and passion within the gamedev community are as strong 

as ever. New studios continue to emerge, teams are adapting to new 
technologies, and the industry is gradually redefining what the future 
of game development will look like.

A huge thank you to everyone who took the time to participate in 
the survey. Your input not only helped shape this report, but also 
supported a cause close to our hearts. As in previous years, we do-
nated $1 for every response received. This year, the funds were 
equally distributed between Koty Spod Bloku and Bezdomniaki 
Żabiowolskie, helping them continue their important work support-
ing animals in need.

We hope this report provides useful perspective - whether you’re ne-
gotiating your next role, evaluating the state of the industry, or lead-
ing a studio through a rapidly evolving landscape. By sharing data, 
insights, and the voices of developers themselves, we hope to 
contribute to a more transparent, informed, and ultimately 
stronger game development community.

Monika Michalak
 FOUNDER & CEO,
 8BIT
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ABOUT 8BIT

8Bit is a recruitment agency dedicated exclusively to the game 

development industry. Since 2015, we’ve partnered with over 120 

studios worldwide, helping them connect with top talent. In 2025, we 

expanded our services by launching a dedicated games industry job 

board, further solidifying our role as a talent hub for the industry.

Supporting pet rescues through our survey donations isn’t just a 

tradition, it’s a reflection of our values. We are passionate about 

games, but we also care deeply about making a positive impact, 

both in the industry and beyond.
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Report
Overview
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OBJECTIVE

This year marks the fourth edition of the Gamedev Salary Pulse. What 
began four years ago as a concise salary overview has since evolved 
into a comprehensive industry report. 

From the very beginning, our goal has been to provide the industry with 
a transparent, data-driven overview of how professionals experience 
their work: how much they earn, how secure they feel, and how they 
assess the overall state of the market.

With each edition, we aim not only to capture a snapshot of the current 
landscape but also to build a consistent dataset that allows for mean-
ingful year-to-year comparisons. Starting this year, we place stronger 
emphasis on question repeatability to enable clearer trend analysis 
over time. As a result, only a limited number of entirely new questions 
have been introduced, while most sections revisit the same core topics 
as in previous editions.

In areas related to sentiment, morale, and emotional outlook, we now ex-
plicitly track year-over-year percentage point changes, highlighting shifts 
in optimism, uncertainty, and job stability across the industry.

Our objective remains unchanged: to provide actionable insights for 
both individuals and studios navigating an increasingly complex and 
evolving market.

DATA COLLECTION

The 2026 edition of the Gamedev Salary Pulse is based on data collect-
ed between October and December 2025 through an open industry 
survey promoted via LinkedIn and other social platforms.

In total, we worked with nearly 1,200 individual responses. We would like 
to sincerely thank everyone who participated and helped amplify the 
survey within the community.

As part of this year’s initiative, we also continued our commitment to 
giving back. Based on the number of completed responses, we made 
financial donations to two pet rescue organizations: Koty Spod Bloku 
and Stowarzyszenie Bezdomniaki Żabiowolskie. Supporting animal 
welfare remains an important element of our broader mission.

Beyond survey responses, this report incorporates:
insights from our recruitment processes conducted throughout 
2025,
analysis of job postings with publicly available salary ranges,
benchmarking against additional industry data sources,
and internal compensation data shared within active recruitment 
collaborations.

By triangulating these sources, we aim to ensure that our conclusions 
reflect not only declared perceptions but also observable market reali-
ties.

As in previous editions, some regions, departments, or seniority levels 
did not reach sufficient sample size to publish detailed salary figures. In 
those cases, we chose not to disclose specific compensation data in 
order to preserve methodological reliability. However, all responses 
contributed to the broader analysis of demographics, work condi-
tions, and sentiment trends.

Through this multi-layered approach, the 2026 Gamedev Salary Pulse 
provides not just a yearly overview, but an increasingly structured, com-
parable dataset that helps the industry track change over time.
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Participant Profiles
 A CLOSER LOOK

This section provides an overview of the survey participants, 

helping to contextualize the subsequent findings.

1. GENDER REPRESENTATION

2. AGE DISTRIBUTION

3. STUDIO LOCATION BREAKDOWN

4. ROLES IN GAME DEVELOPMENT

5. SENIORITY LEVELS

6. INDUSTRY TENURE
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Our data continues to reflect the gender imbalance that remains

a characteristic of the global games industry. While men represent 

the majority of our respondents at 63.6%, women account for 30.0%, 

and non-binary, non-conforming, or transgender individuals collec-

tively make up 4.5%.

Despite the slight variations in survey participation from year to year, 

the core message remains clear: the industry still has a long way to go 

in achieving true gender parity. In an era where some global tech play-

ers are deprioritizing diversity initiatives, it is more important than ever 

for game studios to maintain a focus on inclusivity. Ensuring that ga-

medev is an accessible and welcoming career path for all, remains 

essential for the long-term health and creativity of the sector.

GENDER REPRESENTATION

Man 63.6%

Woman 30.0%

Non-binary/non-conforming 3.5%

Prefer not to respond 1.6%

Transgender 1.0%

None of these 0.3%
QUESTION ASKED: 

Which of the following best describes your gender?
?
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The majority of respondents fall within the 25–34 (54.0%) and 

35–44 (31.6%) brackets, meaning this year’s dataset is largely 

shaped by Millennials in their mid-career stage. Compared to the 

previous edition, we gathered fewer responses from the youngest 

working group (18–24), dropping from 10.4% to 6.5% - despite 

making the survey more inclusive by adding an “Entry level” seniority 

category and proactively promoting it among gamedev courses.

This shift may suggest that some individuals considering a gamed-

ev career are increasingly cautious in the current market climate, 

potentially opting (at least temporarily) for more stable sectors. 

Overall, the age distribution continues to reflect a strong presence of 

professionals navigating salary progression, leadership pathways, and 

strategic career moves rather than those just entering the industry.

AGE DISTRIBUTION

QUESTION ASKED: 

What is your age group?
? 18–24

6.5%

25–34 35–44 45–54 55–64 65 > Prefer not 
to disclose

54.0%

31.6%

6.7%

1.0% 0.1% 0.1%
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As in previous editions, we focus on the location of the studio rather 

than the employee’s residence, as salary benchmarks are typically 

aligned with where the company operates. This year, 89.1% of re-

spondents live in the same country as their studio, while 10.9% work 

across borders.

Although fully remote and international setups remain part of the in-

dustry landscape, the data suggests that local employment struc-

tures still dominate. At the same time, the broader trend of studios 

diversifying beyond high-cost hubs continues to shape hiring strat-

egies. Expanding into regions with strong talent pools and more sus-

tainable cost structures appears to be a long-term shift rather than 

a temporary reaction to market turbulence.

QUESTION ASKED: 

Where is the company/studio you work for located? 
*If the studio has multiple locations, please select the one where you primarily work.

?

0.7%
AFRICA

3.0%
ASIA

28.6%

CENTRAL EUROPE,
EASTERN EUROPE
& BALKANS

1.3%
MIDDLE
EAST

12.0%
NORTH
AMERICA

27.1%
NORDICS

0.6%
OCEANIA1.7%

SOUTH
AMERICA

25.0%
WESTERN
EUROPE

STUDIO LOCATION
BREAKDOWN
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Engineering (23.1%) and Art & Animation (19.7%) form the larg-

est groups in this year’s sample, followed by Game & Level 

Design (13.3%) and Production (10.1%). These functions tradi-

tionally represent core production roles in most studios, 

which is also reflected in our recruitment pipelines. Busi-

ness-support and specialized disciplines, including Business 

Development, Marketing & PR, HR & Operations, Audio, Writ-

ing, and Data Analytics, are present in smaller shares but pro-

vide important perspective on the broader ecosystem sup-

porting game development beyond pure production. 

ROLES IN GAME
DEVELOPMENT

Engineering 
23.1%

Art & Animation 
19.7%

Game & Level 
Design 
13.3%

Production 
10.1%

Tech Art & VFX 
6.4%

Business 
Development 
5.7%

QA 
4.9%

Marketing 
& PR 
4.5%

HR & 
Operations 
3.9%

Audio
2.8%

Writing & 
Narrative 
Design 
2.8%

Product 
1.4%

Data
Analytics

0.6%0.7%

Other 

QUESTION ASKED: 

In which area of game development do you 
primarily work?

?
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The dataset leans toward experienced professionals, with Senior 

roles representing the largest segment (32.4%), followed by Mid-lev-

el positions (27.6%). Leadership roles (Lead and above) together ac-

count for over a quarter of responses, while Entry-level profession-

als make up a relatively small portion (2.3%). From a recruitment 

standpoint, this mirrors the current hiring landscape, where studi-

os tend to prioritize experienced hires, especially during periods 

of market uncertainty. As a result, salary insights may be more 

robust for mid-to-senior levels than for entry roles.

SENIORITY LEVELS

QUESTION ASKED: 

What is the seniority level of your role?
?

JUNIOR

11%

MID

27.6%

SENIOR

32.4%

L
E

A
D

/EXPERT/MANA
G

E
R

16.7%

DIRECTOR/HEAD

8.7%

C
-L

E
VEL/BOARD M

EM
B

E
R

1.3%

ENTRY LEVEL 

(no commercial/professional 
experience)

2.3%
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Most respondents report between 5–10 years of experience (34.9%) 

or 2–5 years (28.1%), with a significant portion (26.4%) having over 10 

years in the industry. Only 10.6% are in their first two years of profes-

sional work. This distribution reinforces that the report is largely 

informed by individuals who have already navigated multiple in-

dustry cycles, studio structures, or career transitions - which, we 

believe, adds valuable depth to perspectives on stability, compensa-

tion expectations, and morale trends.

INDUSTRY TENURE

QUESTION ASKED: 

What is your total tenure in the games industry, in years?
?

0-2 years

More than 2, up to 5 years

More than 5, up to 10 years

More than 10, up to 20 years

More than 20 years

10.6%

28.1%

34.9%

21.4%

5.0%
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Employment Landscape
 A CLOSER LOOK

Here we explore the current employment situation of the 

respondents, providing insights into the structure of the 

game development industry.

1. CURRENT EMPLOYMENT STATUS

2. B2B WORK STRUCTURE

3. B2B TIME MANAGEMENT

4. WORKPLACE ARRANGEMENT

5. STUDIO TYPE OVERVIEW

6. STUDIO SIZE BREAKDOWN
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At the time of completing the survey, 57.1% of respondents were em-

ployed under an employment contract, while 17.6% worked under 

B2B arrangements. Together, this means nearly three-quarters of 

participants remain formally engaged in the industry under struc-

tured contractual models.

However, 9.3% reported losing their job and actively looking for work 

within gamedev, and an additional 3.9% are seeking opportunities 

across multiple industries. When combined with those who resigned 

and are actively job hunting (2.6%), this suggests that over 15% of re-

spondents are currently in active transition.

Compared to previous editions, this metric is particularly important 

in assessing perceived market stability. The proportion of individuals 

CURRENT EMPLOYMENT
STATUS

? QUESTION ASKED: 

What does your employment situation look like 
at the moment of filling out this survey?

57.1%

17.6%

9.3%

5.2%

3.9%

2.6%

1.7%

1.5%

Employed under an 
employment contract.

Employed under a B2B contract.

Employed based on another type 
of contract.

I lost my job and am actively looking 
for work in various industries.

I lost my job and am actively looking 
for work in the games industry.

I have resigned from my employer 
on my own initiative and am actively 
looking for work.

Trying to break into gamedev.

Running own project.

I lost my job and am not looking 
for new work.

0.4%
I have resigned from my employer 
on my own initiative and am not looking 
for new work.

0.7%
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CURRENT EMPLOYMENT
STATUS

?

actively seeking work continues to reflect ongoing turbulence, 

though it is worth noting that the majority of respondents remain 

employed.

The relatively low share of respondents attempting to break into ga-

medev (1.7%) further supports earlier observations that entry into 

the industry remains challenging in the current climate.

Overall, this section suggests a market that is stabilizing in structure 

but still experiencing meaningful levels of mobility and forced transi-

tions.

Contract structures vary significantly by region, and this distribution 

remains consistent with last year’s findings. Central & Eastern 

Europe continues to show a strong prevalence of B2B arrange-

QUESTION ASKED: 

What does your employment situation look like 
at the moment of filling out this survey?

ments (51.0%), while Western Europe, the Nordics, and North America 

lean heavily toward traditional employment contracts, which typically 

provide stronger legal protections and benefits. 

These structural differences are not merely administrative, they di-

rectly influence perceptions of job stability, security, and overall 

morale within each regional market.

 
Central & 
Eastern
Europe

Western 
Europe Nordics North 

America

Employed under
an employment
contract.

Employed under 
a B2B contract.

Employed based 
on another
type of contract.

9.7%

51%

39.2%

6.8%

16.9%

76.3%

0.3%

4.3%

95.3%

9.8%

6.1%

84.1%
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B2B WORK STRUCTURE

QUESTION ASKED: 

Do you collaborate with a single client in the games industry, 
multiple entities, or clients from different industries?

?

13.8%

5.9%

3.8%

2.1%

I work part-time with 2–3 clients 
in the games industry (with no 
clients from other industries).

I work part-time with 4 or more clients
in the games industry (with no clients
from other industries).

I work part-time with 4 or more clients 
in the games industry (with no clients 
from other industries).

I work with clients from various
industries, including 1 in the games 
industry.

74.5%
I have one client in the games industry 
and provide them my services 
full-time.

Only a small share of respondents working under B2B arrange-

ments diversify across multiple clients or industries, suggesting that 

many “independent” contractors function in practice much like 

full-time employees. This level of concentration may influence per-

ceived stability, as reliance on a single primary client can amplify 

exposure during periods of market turbulence.
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B2B TIME MANAGEMENT

QUESTION ASKED: 

Working for more than one client, how do you manage 
your time?

?

We introduced this question to address a recurring, often unspoken 

concern: whether professionals working with multiple entities are 

able to maintain sufficient focus and efficiency. Among respond-

ents collaborating with more than one client, nearly half report 

mostly separate engagements with only occasional short overlaps, 

while 22.4% keep their working hours strictly separated. However, 

roughly one-third operate with regular or full overlap, routinely han-

dling tasks for multiple clients simultaneously - highlighting that di-

versification may increase flexibility, but also adds complexity to 

time management and workload balance. 

Mostly separate, 
with occasional 
short overlaps 
(e.g. quick meetings/
context switches)

46.6%

I keep engagements 
strictly separate, 
no overlap in working 
hours

22.4%

Full overlap, 
I routinely 
handle tasks 
for multiple
clients at once

15.5%

Regular overlap 
in the same 
hours/day

15.5%

Gamedev Salary Pulse 2026 | 18



WORKPLACE ARRANGEMENT

Remote work remains the dominant model at 52.1%, though 

slightly lower than last year’s 55%. Hybrid arrangements have 

increased to 32.6% (up from 28.1%), while fully on-site work 

has declined marginally.

This reversal of last year’s hybrid dip may suggest that studi-

os and professionals are recalibrating rather than moving 

in a single direction. While remote continues to lead, hybrid 

appears to be stabilizing as a viable middle ground, possibly 

reflecting evolving expectations around flexibility, collabora-

tion, and long-term team cohesion rather than a clear return 

to office-centric structures.

QUESTION ASKED: 

How would you describe your current work 
arrangement?

?

52.1%

32.6%

15.3%REMOTE
(working from
a location outside
the company's
physical office)

HYBRID
(a combination 
of on-site and 
remote work)

ON-SITE
(working at 
the company's 
physical 
location)
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Most respondents work in Console/PC studios, followed by 

Mobile, while other segments (including VR/AR, Web/Brows-

er, Web3, service providers, and emerging areas) together 

form a smaller but diverse portion of the dataset.

STUDIO TYPE OVERVIEW

QUESTION ASKED: 

What type of studio or company do you work for?
?

https://8bitplay.com/#jobalert

Console/PC
63.3%

Mobile
20.6%

Other
4.3%

W
e

b
/

B
ro

w
se

r
2

.9
%

A
g

e
n

c
y

/
S

e
rv

ic
e

 
p

ro
v

id
e

r
2

.5
%

VR/AR
3.3%

Co-Dev/
Software
development

Web3/
Crypto

Metaverse
0.9% 0.8%1.3%
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STUDIO SIZE BREAKDOWN

Our respondents most commonly work in mid-sized studios, with 

the largest group employed in companies of 101-200 employees 

(26.7%), followed by 11-50 (21.4%) and 51-100 (16.4%), while both very 

small teams and large enterprises remain meaningfully represented 

in the dataset.

QUESTION ASKED: 

How large is the company/studio you work for?
?

Up to 10 
Employees

11 to 50 
Employees

51 to 100 
Employees

101 to 200 
Employees

201 to 400
Employees

Over 400 
Employees

11.3%

21.4%

16.4% 26.7%

9.3%

14.8%
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Industry Morale 
and Job Security
 A CLOSER LOOK

This section focuses on the current state of the industry, job 

stability, and professionals’ outlook on their careers.

1. EMPLOYED RESPONDENTS: JOB SECURITY

2. EMPLOYED RESPONDENTS: JOB MARKET INTEREST

3. AI AS A CAREER THREAT

4. EMPLOYMENT CHANGES
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The numbers don’t point to panic, but they do suggest a shift. Fewer 

respondents describe themselves as “secure,” while neutral and in-

secure answers have edged up.

It feels less like fear and more like recalibration. People are still in 

their roles, still delivering - but more of them are quietly reassess-

ing their position in the market. In an industry that has gone 

through turbulence, that kind of watchfulness is becoming part of 

the new normal.

EMPLOYED RESPONDENTS:
JOB SECURITY

QUESTION ASKED: 

Considering the current job market and industry trends, 
how do you feel about the security of your current position?

?

Neutral

Very 
secure
↓ 3.3 pp

Somewhat 
secure

Somewhat 
insecure

Very 
insecure16.2%

32.5%
18.8%

20.5%

12.0%

↓ 2.4 pp

↑ 2.7 pp

↑ 1.2 pp

↑ 1.8 pp
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Again, there’s no dramatic swing, but the movement is there. The 

share of respondents actively looking for a new role has increased by 

3.4 pp, while those “not interested in the job market” have decreased.

Fewer people are sitting fully on the sidelines, and more are either 

actively searching or at least open to conversations. While this isn’t 

something we can quantify beyond the survey data, it aligns with 

what we’re feeling as recruiters - more gamedevs in our network are 

willing to talk, even if they’re not urgently planning a move.

And it’s worth remembering: those who are unemployed aren’t only 

competing with fellow jobseekers, they’re also competing with 

professionals who already have roles but remain open to better 

ones.

EMPLOYED RESPONDENTS:
JOB MARKET INTEREST

QUESTION ASKED: 

Are you currently not interested in the job market, 
or are you actively looking for a new role?

?

ACTIVELY 
LOOKING 
for a new job/
new clients

↓ 2.6 pp

↑ 1.2 pp

↑ 3.4 pp

↓ 2.1 pp

22.7%

39.3%

17.3%

20.7%

CASUALLY
BROWSING
opportunitiesOPEN

TO OFFERS 
but not actively 
searching

NOT INTERESTED 
in the job market
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This is one of the most visible year-to-year shifts in the report. The 

share of respondents who feel “very much” threatened by AI has 

nearly doubled (+9.7 pp), and those feeling at least “a little” threatened 

have also grown significantly. At the same time, the group saying 

they feel “not threatened at all” has dropped sharply by 13.1 pp.

What makes this shift particularly striking is that - as shown on page 

28 - only 3% of respondents report having lost their job to AI. The fear 

is growing much faster than the direct impact.

In just one year, the tone has changed. The industry isn’t dismissing 

AI anymore. The uncertainty is no longer theoretical, it’s personal. 

And even if many professionals are still learning how to position 

themselves alongside AI rather than against it, the sense of invulner-

ability has clearly faded.

AI AS A CAREER THREAT

QUESTION ASKED: 

Do you feel threatened by the development of AI in your profession?
?

↑ 9.7 pp

↑ 7 pp

↓ 3.4 pp

↓ 13.1 pp

18.6%

38.4%

5.8%

Yes, very much

I’m not sure

Yes, but only a little

37.2% No, not at all
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This is a question we introduced for the first time in the survey, 

aiming to provide a more nuanced view of how employment in ga-

medev has fluctuated over the past three years. Remaining with the 

same employer was the most common scenario: 41.3% did not 

change companies during that period. 

But the deeper story lies in the split beneath that surface. More than a 

quarter of respondents (26.5%) changed jobs at least once due to 

mass layoffs - a clear sign of structural disruption rather than volun-

tary churn. At the same time, nearly a third (32.2%) moved for ca-

reer-driven reasons, whether for better roles, relocation, or project 

endings. That duality, with ambition on one side, and instability on the 

other, has been quietly reshaping the competitive landscape for talent.

EMPLOYMENT CHANGES

QUESTION ASKED: 

Have you changed employers in the last 3 years?
?

41.3%

14.8%

27.9%

No, I’ve been 
with the same 
employer during 
this period

Yes, once, for other 
reasons (e.g., better 
role, relocation, 
project/contract 
ended)

Yes, once, due to 
mass layoffs in the 
games industry

4.3%

Yes, more than 
once, none due 
to mass layoffs

11.7%

Yes, more than once, 
with at least one change 
due to mass layoffs
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Job Search and
Unemployment:
 A CLOSER LOOK

This section provides insights into the experiences of those 

currently seeking employment in the industry.

1. JOB LOSS CIRCUMSTANCES

2. JOB SEARCH DURATION

3. JOB SEARCH MORALE
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This data strongly reinforces what we saw in the previous 

question about employer changes. Most respondents cur-

rently on the job market were impacted by structural deci-

sions rather than personal choice - workforce reductions 

and mass layoffs dominate the reasons. When we add com-

pany closures and lack of funding (both 10.9%), the picture 

becomes even clearer: financial and organizational contrac-

tion has been the primary driver of job loss. Project cancella-

tions further highlight how closely employment in gamedev is 

tied to production cycles.

Notably, only 3% report their role being taken over by AI, sug-

gesting that, for now, industry economics, not automation, is 

what’s pushing professionals back into the talent pool.

JOB LOSS CIRCUMSTANCES

QUESTION ASKED: 

In what circumstances did you lose your job?
?

Workforce reduction 
(but not mass layoffs)
34.5%

Mass layoffs
26.1%

Company 
closure
10.9%

Lack of 
funding
10.9%

Jo
b

 t
a

ke
n

 
o

ve
r 

b
y 

A
I 

te
c

h
n

o
lo

g
y

3
%

C
o

n
tr

a
c

t 
e

n
d

e
d

2
.4

%

Project 
cancellation
9.1%

Burnout
1.2%

Personal 
reasons
1.8%
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JOB SEARCH DURATION

This data gives us a snapshot of how long respondents who were 

unemployed at the time of filling in the survey have been actively 

searching.

While 41.2% have been on the market for less than three months, the 

remaining majority have been searching longer - with nearly one 

third (32.1%) looking for over six months, including 16.6% for a year or 

more. That suggests that re-entering the industry isn’t always im-

mediate, even for experienced professionals.

Combined with the earlier data on layoffs and workforce reductions, 

it paints a picture of a market where job loss is often structural, and 

recovery can take time.

QUESTION ASKED: 

How long have you been on the job search now?
?

Enhance your
job search
with 8Bit’s
free Email
Job Alerts !41.2%

16.6%15.5%

26.7%

Less than 
3 months

3–6 
months

More than 
6 months, 
less than 
a year

A year 
or more
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This question was answered only by respondents who were unem-
ployed at the time of filling in the survey -  and when we look at it 
alongside the previous dataset on search duration, the picture be-
comes more cohesive.

With nearly one third searching for over six months, it’s not surprising 
that morale is deteriorating. Very pessimistic sentiment has in-
creased sharply (+7.9 pp), and combined pessimism now clearly out-
weighs hopeful attitudes. Neutral and somewhat hopeful responses 
have both declined.

In other words, prolonged job searches appear to be translating di-
rectly into emotional fatigue. The longer professionals remain on 
the market, the more confidence in securing a new role seems to 
erode.

JOB SEARCH MORALE

QUESTION ASKED: 

Considering the current job market and industry trends, 
how do you feel about securing new job?

? Very 
pessimistic

26.7%

↑7.9 pp

Neutral
13.4%
↓ 6.5 pp

Optimistic
5.9%
↑ 0.4 pp

Somewhat 
hopeful

18.2%

↓ 3.9 pp

Pessimistic
35.8%

↑2.1 pp
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Benefits and Work-Life
Balance
 A CLOSER LOOK

This section explores the benefits currently offered to game 

development professionals and those they desire most, as 

well as their openness to relocation in today’s job market.

1. BENEFITS: WHAT’S OFFERED VS. WHAT’S WANTED

2. OPENNESS TO RELOCATION
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BENEFITS:
WHAT’S OFFERED
VS. WHAT’S
WANTED

QUESTION ASKED: 

1) What benefits does your 
employer offer? 
2) What are the top 3 benefits 
that you currently have or wish 
to have in your role that would 
really make a difference 
for you?

?

*Options offered by the company to work remotely e.g., for a designated period each year counted as an additional benefit, rather than a full-time remote work arrangement.

WHAT BENEFITS DOES
YOUR EMPLOYER OFFER?

Paid Time Off (PTO)

Flexible Working Hours

Health Insurance

Occasional Remote Work

Company Events and Retreats

Gym Memberships

Professional Development 
and Training Opportunities

Retirement Savings Plan

Mental Health Support Programs

Life Insurance and Disability Coverage

Pet-Friendly Policies and/or Pet Care Support

Meal or Food Allowances

Employee Discount Programs

Equity or Stock Options

Transportation or Commuting Benefits

Work-Life Balance Programs

Sabbatical Leave

Childcare Assistance

Four-Day Workweek

Menstrual Leave

Tuition Reimbursement

64.7%

64.6%

33.1%

27.2%

15.2%

54.7%

43.6%

22.2%

21.9%

21.7%

14.8%

13.7%

12.8%

11.7%

10.9%

8.2%

7.7%

5.5%

4.2%

4%

3%

Four-Day Workweek

Paid Time Off (PTO)

Health Insurance

Flexible Working Hours

Occasional Remote Work

Professional Development and 
Training Opportunities

Equity or Stock Options

Retirement Savings Plan

Work-Life Balance Programs

Gym Memberships

Meal or Food Allowances

Mental Health Support Programs

Sabbatical Leave

Menstrual Leave

Transportation or Commuting Benefits

Life Insurance and Disability Coverage

Company Events and Retreats

Childcare Assistance

Pet-Friendly Policies and/
or Pet Care Support

Tuition Reimbursement

Employee Discount Programs

WHAT ARE THE TOP 3 BENEFITS THAT 
YOU CURRENTLY HAVE OR WISH TO HAVE 
IN YOUR ROLE THAT WOULD REALLY MAKE 
A DIFFERENCE FOR YOU?

38.5%

38.3%

24.4%

17.4%

37.7%

33.6%

14.3%

12%

7.9%

7%

5.9%

5.9%

4.8%

4.5%

3.5%

3.3%

3%

2.7%

2.3%

2.1%

2%

(on-site or hybrid by default, with remote flexibility 
offered as a benefit, e.g. for a workation)

(on-site or hybrid by default, with remote flexibility 
offered as a benefit, e.g. for a workation)
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If we listen closely, the signal is clear. The four-day workweek ranks 

as the most desired benefit this year (38.5%), yet only 4.2% of em-

ployers currently offer it. The gap is noticeable. While this question 

captures what professionals would like to have rather than strict 

dealbreakers, it does suggest that reduced working time is increas-

ingly seen as a meaningful upgrade to quality of life - beyond tradi-

tional flexibility models.

Flexible hours and PTO are widely available (both around 65% of-

fered) and remain highly valued. But availability alone doesn’t fully 

satisfy the deeper need emerging here. The priority is shifting 

toward control over time, not just the ability to move hours around, 

but the ability to reclaim them.

Health insurance continues to sit high both in provision and demand, 

reinforcing that security still matters. Meanwhile, lifestyle perks such 

as company events, gym memberships, or food allowances appear 

far less decisive when professionals are asked what would really 

make a difference.

In a year marked by layoffs, prolonged job searches, and rising 

pessimism, benefits are no longer about extras. They are about 

resilience. Time, protection, and predictability are becoming the true 

currency of employer attractiveness.

BENEFITS: WHAT’S OFFERED
VS. WHAT’S WANTED

Gamedev Salary Pulse 2026 | 33



This data reveals a clear connection between work model and geo-

graphic flexibility.

Remote professionals are the least willing to relocate. The share 

saying “No, I want to stay where I am” has increased to 51.6% (+3.8 pp 

year to year), while willingness to relocate anywhere in the world has 

dropped (-4.2 pp). Remote work appears to anchor people more 

firmly in place - once flexibility is secured, global mobility loses 

some of its appeal.

Interestingly, on-site employees remain the most globally open 

group. Nearly 44.5% would relocate anywhere in the world, it’s the 

highest share across all arrangements. When physical presence is 

QUESTION ASKED: 

Would you consider relocating for a gamedev job?
?

Hybrid
(a combination
of on-site
and remote
work)

38.4%

34.9%

17.2%

No, I want to stay
where I am

Yes, anywhere
in the world

Yes, but only within
my continent

Yes, but only within
my country

On-site
(working at
the company's
physical
location)

23.4%

44.5%

16.8%

15.3%

No, I want to stay
where I am

Yes, anywhere
in the world

Yes, but only within
my continent

Yes, but only within
my country

Remote
(working from
a location
outside the
company's
physical
office)

51.6%

28.3%

10.9%

9.1%

No, I want to stay
where I am

Yes, anywhere
in the world

Yes, but only within
my continent

Yes, but only within
my country

9.5%

↑ 1.7 pp

↑ 0.9 pp

↑  0.1 pp

↑ 3.8 pp

↑ 3.8 pp

↑ 2.1 pp

↓ 2.3 pp

↓ 1.6 pp

↓ 0.8 pp

↓ 0.3 pp

↓ 4.2 pp

↓ 0.5 pp

OPENNESS TO 
RELOCATION
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OPENNESS TO 
RELOCATION

already required, changing countries may feel less disruptive. That’s 

real food for thought for studios insisting on on-site roles.

Hybrid workers sit in the middle, with a more balanced distribution 

between staying and considering global or regional moves. Their 

mindset seems less “go anywhere” and more “move, but within 

boundaries.”

Overall, the pattern suggests the industry is still mobile, but less 

nomadic. Flexibility no longer automatically translates into global 

relocation. For many, attachment to place is becoming as important 

as opportunity itself.
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Looking
Forward
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LOOKING FORWARD

This is another question we introduced for the first time - and it cap-

tures the industry’s forward-looking mood.

The dominant expectation is neither strong recovery nor further col-

lapse, but continuity. 30.3% believe the situation will stay about the 

same, making steady state the most common outlook. At the same 

time, pessimistic forecasts (slightly or strongly worsen) together ac-

count for 37.4%, outweighing the 25.3% who expect improvement.

In other words, cautious realism defines the next 12 months. The in-

dustry isn’t betting on a rapid rebound - but it’s not bracing for 

dramatic decline either. The prevailing sentiment suggests consoli-

dation and adjustment rather than acceleration.

QUESTION ASKED: 

In your opinion, how will the overall games industry 
situation evolve over the next 12 months?

?

Strongly 
improve

Slightly
improve

Slightly
worsen

Not sure/ 
no opinion

Strongly
worsen

Stay about 
the same

30.3%

20.5%

27.4%

10%

7% 4.8%

Gamedev Salary Pulse 2026 | 37



Putting a Price 
on Passion
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HOW WE PRESENT 
THE DATA

In this edition of the Gamedev Salary Pulse, salary data is presented 
using regional breakdowns and median values to ensure clarity and 
comparability across markets. We show salaries separately for four 
major regions: North America, Western Europe, Central & Eastern 
Europe, The Nordics. 

This structure reflects how significantly compensation varies depend-
ing on geography and provides a more realistic benchmark for both 
professionals and hiring managers operating within specific regions.

Following feedback from last year’s report, we have also reintroduced 
salary figures in USD alongside EUR, making international compari-
sons easier, particularly for studios hiring globally and for North Ameri-
can readers.

Thanks to everyone who helped us spread the word about the survey, 
we were able to expand the number of job categories presented this 
year. While some specializations are still not shown due to insufficient 
dataset size, increasing representation across disciplines remains a 
priority for future editions.

WHY WE FOCUS ON MEDIANS

All salary figures in this report represent the median annual gross 
salary.

The median marks the midpoint of the dataset - half of respondents 
earn more, and half earn less. Unlike averages, which can be distorted 
by extremely high or low values, the median provides a more stable and 
realistic picture of typical compensation levels within a given role and 
region. This makes it particularly useful for benchmarking and negotia-
tion.

HOW TO USE THIS DATA

For professionals, this report can serve as a reference point when 
evaluating offers, negotiating salary, or assessing career progression. 
However, compensation is influenced by more than seniority alone. 
Studio size, project scope, specialization, and overall experience all play 
an important role.

For hiring managers, the data supports competitive salary structuring, 
regional alignment, and informed budgeting decisions. It can also help 
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identify gaps between internal compensation frameworks and broader 
market expectations.

These refinements ensure the Gamedev Salary Pulse continues to be 
a practical, data-driven resource, offering deeper insights into the 
evolving landscape of game industry compensation.

UNDERSTANDING THE MEDIAN SALARY IN PRACTICE

All salaries in this report are shown as annual, gross figures, meaning 
they reflect pre-tax amounts before any local taxes or mandatory de-
ductions are applied - an important consideration for international 
comparisons, given how strongly taxes can vary by region. 

If you’re working with a monthly rate, multiply it by 12 to compare it 
against the reported median. Being above or below the median does 
not automatically signal stronger or weaker positioning. Think of it as a 
reference baseline, useful for orientation, but never the full story.

FINANCIAL BONUSES AND PROFIT SHARING

Alongside base salaries, we also looked at additional compensation 
and regional gaps remain visible.

North America leads, with 53% of respondents receiving some form of 
bonus or profit sharing, followed by the Nordics at 48.8% and Western 

Europe at 43.6%. Central & Eastern Europe remains the most conserv-
ative market, where nearly three quarters (73.2%) report receiving no 
extra compensation.

The pattern suggests that variable pay is more embedded in North 
America and the Nordics, while in much of Europe, base salary contin-
ues to be the dominant - and often sole - form of compensation.

QUESTION ASKED: 

Do you receive any extra compensation 
such as bonuses or profit sharing?

?

Central & 
Eastern
Europe

Western 
Europe Nordics North 

America

6.6%

9.1%

11.1%

10.2%

16%

17.4%

4.6%

16.3%

27.9%

9%

73.2% 56.4% 51.2% 47%

20.1%

23.9%
Yes, company-
performance/
profit-sharing 
bonus

No, I don’t 
receive extra 
compensation

Yes, bonus 
based on my 
performance 
(monthly/quarterly/
annual)

Yes, bonus 
of other kind  
(eg. royalties tied to 
game/project sales, 
401k matching, 13th salary)

Gamedev Salary Pulse 2026 | 40



Central & Eastern Europe

Western Europe

Nordics

North America

€ 100.000

€ 125.000

€ 75.000

€ 50.000

€ 25.000

€ 0

€ 13,000
$ 14,698

€ 34,080
$ 38,531

€ 28,250
$ 31,939

€ 38,150
$ 43,132

Junior

€ 25,950
$ 29,339

€ 39,200
$ 44,320€ 34,350

$ 38,836

€ 66,530
$ 75,219

Mid

€ 44,350
$ 50,142

€ 55,030
$ 62,217€ 51,000

$ 57,661

€ 97,570
$ 110,313

Senior

ART & ANIMATION

Lead/Expert/Manager

€ 55,000
$ 62,183

€ 71,210
$ 80,510

€ 75,000
$ 84,795

€ 124,180
$ 140,398

Director/Head

€ 47,500
$ 53,704

€ 78,000
$ 88,187

€ 106,440
$ 120,341
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AUDIO
Central & Eastern Europe

Western Europe

€ 80.000

€ 60.000

€ 40.000

€ 20.000

€ 0

€ 12,760
$ 14,426

€ 23,520
$ 26,592

€ 31,460
$ 35,569

€ 46,000
$ 52,008

€ 37,800
$ 42,737

Junior Mid Senior Lead/Expert/Manager

€ 59,500
$ 67,271

€ 67,250
$ 76,033
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BUSINESS DEVELOPMENT
Western Europe

Nordics

North America

€ 25.000

€ 125.000

€ 100.000

€ 75.000

€ 50.000

€ 0

€ 42,020
$ 47,508 € 40,450

$ 45,733

€ 61,030
$ 69,001

€ 47,000
$ 53,138

€ 96,110
$ 108,662€ 93,140

$ 105,304

€ 68,480
$ 77,423

€ 124,180
$ 140,398

€ 73,880
$ 83,529

€ 79,350
$ 89,713

€ 92,120
$ 104,151

€ 119,570
$ 135,186

Junior Mid Senior Lead/Expert/Manager Director/Head
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ENGINEERING
Central & Eastern Europe

Western Europe

Nordics

North America

€ 150.000

€ 200.000

€ 100.000

€ 50.000

€ 0

€ 20,400
$ 23,064

€ 41,090
$ 46,456

€ 29,790
$ 33,681

€ 40,080
$ 45,314 € 34,500

$ 39,006

€ 50,120
$ 56,666€ 42,120

$ 47,621

€ 77,610
$ 87,746

Mid

€ 54,000
$ 61,052

€ 62,810
$ 71,013

€ 63,500
$ 71,793

€ 126,400
$ 142,908

Senior Lead/Expert/Manager

€ 70,500
$ 79,707

€ 83,080
$ 93,930

€ 86,000
$ 97,232

€ 133,050
$ 150,426

Director/Head

€ 70,380
$ 79,572

€ 115,100
$ 130,132

€ 95,870
$ 108,391

€ 164,100
$ 185,531

Junior
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GAME & LEVEL DESIGN
Central & Eastern Europe

Western Europe

Nordics

North America

€ 100.000

€ 125.000

€ 75.000

€ 50.000

€ 25.000

€ 0

€ 15,500
$ 17,524

€ 40,650
$ 45,959

€ 27,300
$ 30,865

€ 38,590
$ 43,630

€ 25,500
$ 28,830

€ 41,790
$ 47,248

€ 36,000
$ 40,702

€ 53,220
$ 60,171

Mid

€ 42,000
$ 47,485

€ 53,660
$ 60,668€ 50,000

$ 56,530

€ 94,240
$ 106,548

Senior Lead/Expert/Manager

€ 47,000
$ 53,138

€ 65,740
$ 74,326€ 60,000

$ 67,836

€ 102,000
$ 115,321

Director/Head

€ 80,000
$ 90,448

€ 82,960
$ 93,795

€ 113,540
$ 128,368

Junior
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HR & OPERATIONS
Central & Eastern Europe

Western Europe

North America

€ 150.000

€ 100.000

€ 50.000

€ 0

€ 15,210
$ 17,196

€ 28,000
$ 31,657

€ 69,090
$ 78,113

€ 40,000
$ 45,224

€ 140,190
$ 158,499

€ 77,500
$ 87,622

€ 57,600
$ 65,123

€ 88,700
$ 100,284

€ 43,640
$ 49,340 € 41,130

$ 46,502

€ 70,000
$ 79,142

Junior Mid Senior Lead/Expert/Manager Director/Head

Gamedev Salary Pulse 2026 | 46



MARKETING & PR
Central & Eastern Europe

Western Europe

Nordics

North America

€ 150.000

€ 100.000

€ 50.000

€ 0

€ 14,590
$ 16,495

€ 25,720
$ 29,079

€ 35,060
$ 39,639 € 32,100

$ 36,292

€ 38,920
$ 44,003

€ 37,800
$ 42,737

€ 60,260
$ 68,130

€ 102,010
$ 115,333

€ 38,800
$ 43,867

€ 43,500
$ 49,181

€ 70,450
$ 79,651

€ 88,510
$ 100,069

€ 108,510
$ 122,681

€ 52,800
$ 59,696

€ 100,000
$ 113,060

€ 92,500
$ 104,581

€ 147,240
$ 166,470

Junior Mid Senior Lead/Expert/Manager Director/Head
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PRODUCTION
Central & Eastern Europe

Western Europe

Nordics

North America

€ 100.000

€ 125.000

€ 75.000

€ 50.000

€ 25.000

€ 0

€ 20,870
$ 23,596

€ 41,690
$ 47,135

€ 25,000
$ 28,265

€ 25,560
$ 28,898

€ 46,620
$ 52,709€ 43,110

$ 48,740

€ 67,860
$ 76,723

Mid

€ 54,000
$ 61,052

€ 62,300
$ 70,436€ 57,170

$ 64,636

€ 82,490
$ 93,263

Senior Lead/Expert/Manager

€ 65,800
$ 74,393

€ 72,310
$ 81,754

€ 72,000
$ 81,403

€ 108,210
$ 122,342

€ 80,000
$ 90,448

€ 92,680
$ 104,784

€ 85,000
$ 96,101

€ 124,180
$ 140,398

Director/HeadJunior
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QA
Central & Eastern Europe

Western Europe

Nordics

€ 60.000

€ 40.000

€ 20.000

€ 0

€ 11,300
$ 12,776

€ 22,950
$ 25,947

€ 16,150
$ 18,259

€ 38,500
$ 43,528

€ 30,500
$ 34,483

€ 54,000
$ 61,052

€ 42,000
$ 47,485

€ 44,300
$ 50,086

€ 19,00
$ 21,481

€ 29,800
$ 33,692

€ 48,000
$ 54,269

Junior Mid Senior Lead/Expert/Manager
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€ 150.000

€ 100.000

€ 50.000

€ 0

TECH ART & VFX
Junior

Mid

Senior

Lead/Expert/Manager

€ 19,690
$ 22,262

€ 36,060
$ 40,769

€ 39,530
$ 44,693

€ 26,500
$ 29,961

€ 33,900
$ 38,327

€ 41,060
$ 46,422

€ 31,690
$ 35,829

€ 67,190
$ 75,965

Mid

€ 47,230
$ 53,398

€ 58,850
$ 66,536€ 54,500

$ 61,618

€ 110,880
$ 125,361

Senior Lead/Expert/Manager

€ 70,840
$ 80,092

€ 80,000
$ 90,448

€ 69,000
$ 78,011

€ 125,950
$ 142,399

Junior
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WRITING & NARRATIVE DESIGN

€ 25.000

€ 125.000

€ 100.000

€ 75.000

€ 50.000

€ 0

€ 66,970
$ 75,716

Mid

€ 37,130
$ 41,979

Junior

€ 107,770
$ 121,845

Senior

€ 108,210
$ 122,342

Lead/Expert/Manager

North America
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CENTRAL EUROPE,
EASTERN EUROPE
& BALKANS

NORTH
AMERICA

NORDICS

WESTERN
EUROPE

REGIONAL SALARY
INSIGHTS

Drawing on all analyzed categories, this overview high-

lights local market fluctuations, compensation trends, 

and any notable outliers.
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€ 80.000

€ 60.000

€ 40.000

€ 20.000

€ 0

CENTRAL & EASTERN EUROPE
Junior

Mid

Senior

Lead/Expert/Manager

Director/Head

Art & Animation EngineeringAudio Game & Level 
Design

HR & Operations Marketing 
& PR + BD

Production QA Tech Art 
& VFX

€ 13,000
$ 14,698

€ 25,935
$ 29,322

€ 44,350
$ 50,142

€ 12,756
$ 14,422

€ 31,455
$ 35,563

€ 37,800
$ 42,737

€ 55,000
$ 62,183

€ 47,500
$ 53,704

Albania, Bulgaria, Croatia, Cyprus, Czechia, Estonia, Greece, Hungary, Latvia, Lithuania, Moldova, Montenegro, 
Poland, Romania, Serbia, Slovakia, Slovenia, Türkiye, Ukraine

€ 14,590
$ 16,495

€ 32,100
$ 36,292

€ 38,800
$ 43,867

€ 43,500
$ 49,181

€ 52,800
$ 59,696

€ 20,870
$ 23,596

€ 25,560
$ 28,898

€ 11,300
$ 12,776

€ 16,150
$ 18,259

€ 54,000
$ 61,052

€ 65,800
$ 74,393

€ 80,000
$ 90,448

€ 20,396
$ 23,059

€ 34,500
$ 39,006

€ 54,000
$ 61,052

€ 70,500
$ 79,707

€ 15,500
$ 17,524

€ 25,500
$ 28,830

€ 42,000
$ 47,485

€ 47,000
$ 53,138

€ 15,210
$ 17,196

€ 28,000
$ 31,657

€ 43,640
$ 49,340 € 41,130

$ 46,502

€ 70,380
$ 79,572

€ 19,00
$ 21,481

€ 29,800
$ 33,692

€ 19,690
$ 22,262

€ 33,900
$ 38,327

€ 47,230
$ 53,398

€ 70,840
$ 80,092
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WESTERN EUROPE
Austria, Belgium, France, Germany, Ireland, Italy, Luxembourg, Malta, 
Netherlands, Portugal, Spain, Switzerland, United Kingdom

Junior

Mid

Senior

Lead/Expert/Manager

Director/Head

€ 125.000

€ 100.000

€ 75.000

€ 50.000

€ 25.000

€ 0
Art & Animation EngineeringBusiness

Development
Audio Game & Level 

Design
HR 

& Operations
Marketing 
& PR + BD

Production QA Tech Art 
& VFX

€ 28,270
$ 31,962

€ 34,342
$ 38,826

€ 51,000
$ 57,661

€ 23,520
$ 26,592

€ 46,000
$ 52,008

€ 59,500
$ 67,271

€ 67,250
$ 76,033

€ 75,000
$ 84,795

€ 78,000
$ 88,187

€ 60,000
$ 67,836

€ 80,000
$ 90,448

€ 29,790
$ 33,681

€ 42,120
$ 47,621

€ 63,500
$ 71,793

€ 86,000
$ 97,232

€ 115,100
$ 130,132

€ 47,000
$ 53,138

€ 73,880
$ 83,529

€ 79,359
$ 89,713

€ 93,140
$ 105,304

€ 27,300
$ 30,865

€ 36,000
$ 40,702

€ 50,000
$ 56,530

€ 70,000
$ 79,142

€ 77,500
$ 87,622

€ 70,450
$ 79,651

€ 100,000
$ 113,060

€ 40,000
$ 45,224

€ 57,600
$ 65,123

€ 25,720
$ 29,079

€ 37,800
$ 42,737

€ 72,000
$ 81,403

€ 85,000
$ 96,101

€ 25,000
$ 28,265

€ 43,110
$ 48,740

€ 57,170
$ 64,636

€ 48,000
$ 54,269

€ 22,950
$ 25,947

€ 30,500
$ 34,483

€ 42,000
$ 47,485

€ 69,000
$ 78,011

€ 26,500
$ 29,961

€ 31,690
$ 35,829

€ 54,500
$ 61,618
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NORDIC COUNTRIES
Denmark, Finland, Iceland, Norway, Sweden

Junior

Mid

Senior

Lead/Expert/Manager

Director/Head

€ 100.000

€ 75.000

€ 50.000

€ 25.000

€ 0
Art & Animation

€ 34,080
$ 38,531

€ 39,200
$ 44,320

€ 55,030
$ 62,217

€ 71,210
$ 80,510
€ 71,210

$ 80,510

Marketing 
& PR + BD

€ 35,060
$ 39,639

€ 38,920
$ 44,003

€ 60,260
$ 68,130

€ 88,510
$ 100,069

€ 92,500
$ 104,581

Engineering

€ 41,090
$ 46,456

€ 50,120
$ 56,666

€ 62,810
$ 71,013

€ 83,080
$ 93,930

€ 95,870
$ 108,391

Game & Level 
Design

€ 40,650
$ 45,959

€ 41,790
$ 47,248

€ 53,660
$ 60,668

€ 65,740
$ 74,326

€ 82,960
$ 93,795

QA

€ 38,500
$ 43,528

€ 44,300
$ 50,086

€ 54,000
$ 61,052

Tech Art 
& VFX

€ 36,060
$ 40,769

€ 41,060
$ 46,422

€ 58,850
$ 66,536

€ 80,000
$ 90,448

Business
Development

€ 96,110
$ 108,662

€ 42,020
$ 47,508

€ 61,030
$ 69,001

€ 68,480
$ 77,423

€ 92,120
$ 104,151

Production

€ 41,690
$ 47,135

€ 46,620
$ 52,709

€ 62,300
$ 70,436

€ 72,310
$ 81,754

€ 92,680
$ 104,784
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NORTH AMERICA
Canada, United States

Junior

Mid

Senior

Lead/Expert/Manager

Director/Head

€ 200.000

€ 150.000

€ 100.000

€ 50.000

€ 0

€ 38,150
$ 43,132

€ 66,530
$ 75,219

€ 97,570
$ 110,313

€ 40,450
$ 45,733

€ 124,180
$ 140,398 € 119,570

$ 135,186

€ 124,180
$ 140,398

€ 38,590
$ 43,630

€ 53,220
$ 60,171

€ 94,240
$ 106,548

€ 102,000
$ 115,321

€ 106,440
$ 120,431 € 102,010

$ 115,333

€ 108,510
$ 122,681

€ 147,240
$ 166,470

€ 67,860
$ 76,723

€ 39,530
$ 44,693

€ 67,190
$ 75,965

€ 82,490
$ 93,263

€ 108,210
$ 122,342

€ 124,180
$ 140,398

€ 40,080
$ 45,314

€ 77,610
$ 87,746

€ 126,400
$ 142,908

€ 133,050
$ 150,426

€ 69,090
$ 78,113

€ 88,700
$ 100,284

€ 140,190
$ 158,499

€ 164,100
$ 185,531

€ 110,880
$ 125,361

€ 125,950
$ 142,399

€ 37,130
$ 41,979

€ 66,970
$ 75,716

€ 107,770
$ 121,845

€ 108,210
$ 122,342

Art & Animation Marketing 
& PR + BD

Engineering Game & Level 
Design

HR & Operations Writing & Narrative 
Design

Tech Art 
& VFX

Business
Development

Production

€ 113,540
$ 128,368

Gamedev Salary Pulse 2026 | 56



Marta Todorczuk
MARKETING & OPERATIONS
MANAGER

Thank you for being part of this year’s Gamedev Salary Pulse.

What started as an initiative to bring more transparency into the industry 
has now become something bigger, an ongoing conversation. 

Each edition builds on the previous one, not just in data points, but in 
depth, nuance, and the questions we ask. Your feedback shapes this report. 
We listen carefully, adjust, refine, and return with something that reflects the 
real voice of our community. I’d also like to personally thank everyone who 
responded when I reached out on LinkedIn (yes - it was actually me, not an 
automation tool). And to those who went beyond filling in the survey and ex-
changed a few messages, I genuinely appreciated those conversations. 

This report exists because professionals and studios are willing to share 
their perspectives. That trust matters. Our mission remains unchanged: to 
be a trusted recruitment partner for both game studios and talent, while ac-
tively advocating for a more open, transparent, fair, and inclusive games in-
dustry.

We’ll continue listening, and we’ll continue showing the data as it is. Thank 
you for being part of it.

CLOSING REMARKS
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HERE IS WHAT MAKES 8BIT YOUR IDEAL RECRUITMENT PARTNER:

11 years of exclusive focus on gamedev recruitment, built by 

industry veterans who understand every aspect of technical, 

creative, and operational roles.

Deep-rooted connections across PC/console, mobile, VR/AR, 

and blockchain studios - matching you with talent that speaks 

your specific language.

An outstanding 96%+ referral rate from 120+ global game de-

velopment clients, with Forbes recognition for remote work 

expertise.

More than recruiters - we’re consultants whose industry insights 

come from years of hands-on experience.

Worldwide talent access with boutique agency attention, plus 

a heart for giving back through pet rescue initiatives.

Explore more
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1
Subscription

Tailored specifically for studios managing a larger volume of roles. You receive a ded-
icated allocation of 100 hours per month from our expert recruitment team to handle 
your diverse hiring needs. Increasing your number of projects won't increase your 
costs, making Subscription one of the most cost-effective recruitment solutions 
available in the market.
Business model: flat fee.

2
Subscription

Flex

Designed for studios seeking a short commitment period, building upon our stand-
ard Subscription service. Tailored for a 1-month duration with an intensive 140 working 
hours, it’s ideal for studios looking to make multiple hires in a short timeframe while 
benefiting from budget predictability. 
Business model: flat fee.

3
Success

Fee

Straightforward process involving a small retainer start fee, with the remaining fee 
payable only upon successful completion of the project. Particularly suited for studios 
newly engaging with recruitment agencies or those anticipating only a single hire in 
the foreseeable future. 
Business model: retainer start fee + success fee.

5
RPO

 (Recruitment Process Outsourcing)

We adopt a classic business process outsourcing approach, taking over designated 
recruitment tasks or the 360° hiring process with a selected recruiter embedded in 
your team. Well-suited for studios seeking comprehensive, strategic and 
long-term recruitment support. 
Business model: flat fee.

4
Retained

Search

Designed for studios of all sizes seeking a flexible and budget-friendly approach 
to recruitment. This model allows for a fixed success fee agreed upon project 
engagement, with a payment structure that divides this total cost into smaller, 
manageable installments as we hit different milestones of the hiring process. 
Business model: success fee segmented into smaller installments.

Job Board 

In addition to our recruitment services, our platform is open for games industry 
job postings. Your listing appears on our website, reaches engaged gamedev 
professionals through Email Job Alerts, and gets a promotional LinkedIn post 
shared with our industry-focused community, just without the full recruitment 
support.

Add a job post

Check our offer

OUR SERVICES:
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8bitplay.com

Follow us:

8bit-agency

8bit.play

8bitgo

We welcome and encourage you to share our findings on social and traditional media, at industry 
events, or any platform to raise awareness about pay transparency and the key trends in game 
development we've identified. Please ensure 8Bit - Games Industry Recruitment (8bitplay.com) is 
credited as the source when you do. While we fully support the use of this information for educa-
tional and advocacy purposes, please remember that any alterations, reproductions, or other 
forms of usage require our prior written approval. Thank you for respecting our terms.

Thank you!

https://www.instagram.com/8bit.play/
https://www.linkedin.com/company/8bit-agency/posts/?feedView=all
https://www.facebook.com/8bitgo
https://8bitplay.com



