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DISCLAIMER: This presentation contains forward-looking statements. These statements have been

made by the Directors in good faith based on the information available to them up to the time of

their approval of this presentation. Due to inherent uncertainties, including both economic and

business risk factors underlying such forward-looking information, actual results may differ

materially from those expressed or implied by these forward-looking statements. The Directors

undertake no obligation to update any forward-looking statements contained in this presentation,

whether as a result of new information, future events or otherwise.
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* 2021 revenue estimate based on company complied consensus (September 2021). 

Provision of these forecasts does not imply Keywordsô endorsement or concurrence 

with the analyst information
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2021 
ú500m*

9,000+
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~3,000 Developers, Artists, Creatives

5,000+ Technicians, Linguistics, Support Experts

70+ studios |   23 countries    |     5 continents



5

Game Development

Game development services including full game development, 

co-development, porting of games from one platform to another 

and remastering, tool development and consulting services on 

a work-for-hire basis, such as player behaviour research.

Audio Services
Multi-language voiceover recording, original language voice 

production, music management, sound effects and related 

services for the video games industry, film and TV.   

Functional Testing
Quality assurance, including testing game for defects and 

compliance with hardware manufacturersô and distribution 

platformsô specifications, as well as test automation tools and 

services, crowd based and focus group testing solutions.

Localization 

Translation of in-game text, audio scripts, cultural and local 

adaptation, accreditation, packaging and marketing materials in 

over 50 languages. Includes our proprietary technologies for 

content management, machine translation, crowd sourcing and 

workflow management.

Art Services

The creation of video game graphical art, including 

concept art, 2D and 3D art asset production & 

animation. 

Marketing services 
Marketing services includes the creation of game 

trailers, marketing art and materials, PR and full brand 

campaign strategies.

Player Support 
365/24/7, multilingual customer support delivered in-

game and on-digital community and social platforms, 

where we ensure our customers have a safe player 

environment

Localization Testing

Testing for out of context translations, truncations, 

overlaps, spelling, grammar, age rating issues, 

geopolitical and cultural sensitivities and console 

manufacturer compliance requirements in over 30 

languages using native speakers.
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An average of 8,944 people in 

H1 2021, working in over 50

languages, more than 70

studios, in 23 countries, on 5

continents

Player Support

Art Services

Game Development

Localization

Functional Testing

Localization Testing

Audio Services

Marketing Services



We work with 23 of the top 25 games companies by revenue 

and 10 of the top 10 mobile games publishers by revenue.* 

* Newzoo, Top 25 public companies by game revenues in Q3 2020 and 

App Annie, Top publishers of 2020/21 7
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