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ata collection was performed on a sample of 54 gaming companies, which represent about 8% of the Czech games industry market. The rest of the data was calculate K

N by a qualified estimate. Data on employees' salaries were evaluated by a separate survey on a sample of 220 respondents. K RO U PA H E I_A N
(db) Data collection and anonymization was done by KROUPAHELAN, data processing was done by the Czech Game Developers Association.




