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● Coordinator of Game Courses at 

PUCPR (2015);

● Organizer of the Global Game Jam 

Curitiba (2010), which is one of the 

largest game jams in the world;

● First job in the games industry 

(2004): Continuum Entertainment.

● I LOVE to organize jams and play 

parties!

Hello!!



Global Game Jam Curitiba:



Continuum… Inferno…



The Jam Vibe



PUCPR - Gaming courses



The Jam Vibe



Brazil today (market)
● Emerging consumer market:

● 10th in the world
● US$ 2,3 billion in sales

● 73% of the population plays games and 
50% consider themselves gamers

● 48% prefer mobile gaming platforms.
● Same issues from 2013:

● High taxes for tech products
● Language Barrier (portuguese)

R$ 4.000,00 =~
US$ 800,00

R$ 9.000,00 =~
US$ 1800,00



46º (2012) => 38º (2013) => 70º (2023)



● Focus on international scene (58%) 
and entertainment (86%)

● Grown from 2013 to 2023:
● 200+ dev groups -> 1.000+ dev 

groups
● 2.000 professionals -> 13.000+

professionals
● Indie groups, students,medium-size 

companies and even Unicorns and 
Multinational Companies

Brazil today (development)



Brazil today (development)



BRAZILIANS today (development)



● Events:
● Brasil Game Show: 300.000+
● BIG Festival: now gamescom latam
● GameJam+ / GGJ: international game 

jams
● Associations and groups:
● ABRAGAMES
● 17 Regional Associations

Brazil Ecosystem



2013…



Our future



Hello
● I’m Thais but you can call me Thais



● It felt like a dream

● It felt invisible (even though 
there are Brazilian games 
from the 1980's)

● There were dev groups, but 
mostly from corpo types

● A lot of devs and companies, 
but people didn't talk

When I joined





● No government funding

● No dev kits/big company presences

● Little publisher presence

How Brazil was different 
from Indie game the movie



● Students

● Artists

● Jr developers

● Weirdos 

The strategy

● Bars

● Expositions

● Jams

● Hangouts

● Online forums

● Informal gathering

The groups



● Get to know more developers

● Talk shop

● Future collabs and partnerships

● Bigger bargaining power

Why community?



● NO

● And that's part of why 
community is important 
too!

And everybody plays nice?



● Some governmental funding

● Some big companies

● People talk and make friends across the country

● Laws are being approved to help developers

● State, city, profession based and gender based communities

● There are many, many small studios and indie developers

● I'm happy now, thanks for asking 

How things change?





HI, I’M ARTHUR!



DIFFERENT ORIGINS,
DIFFERENT REFERENCES

≠



FORGE YOUR UNIQUE PATH



GLOBAL REACH

WITH LOCAL ROOTS



A DECADE OF ADVENTURES



CHAMPION YOUR
CULTURE & VOICE



BUILD A NEW STANDARD







IN 2017 I JOINED ARVORE





Today ARVORE is the leading 
XR Studio in Latin America



The XR Industry 
in Brazil Today
● Unfortunately Brazil represents less than 

1% of our sales, so we have to focus on US 

Market which represents over 70%.

● But why Brazilian Market is so behind? 

● For XR industry go mainstream, 

companies have to go beyond US borders

$499
$958
R$4.785k

$549,99

$1.021
R$5.099k

$3.499
$5.400
R$27.000K

USA Dominates The Market by 31.22% 
Fastest growing is Asia Pacific

QUEST 3 PSVR 2 VISION PRO



Sandro Manfredini
Co-Founder at Aquiris
Business Director at Epic Games
Former President of Abragames (2018-2021)
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Foundation
The dream takes off
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Apple Arcade

2023
EGS + Switch Crossplay



International Relationships
We are far from the industry

Takeaways
Brazilian Trade and 
Investment Promotion Agency

+



No Funding
Studios with VC investment 

are rare in Brazil

Takeaways

Source: BRAZIL INDUSTRY GAME REPORT 2022



World-class talents
(Google, Facebook, and other big techs have 

development offices in Brazil)

Takeaways



IT’S DANGEROUS TO GO ALONE, TAKE THIS…



thaisweiller@gmail.com arthurprotasio.com
ana@arvore.io
@anagamedev

linkedin.com/in/
sandromanfredini

Thais SandroArthur Ana

“Make small 
games”

“Together we 
can change 
the world”

“Don’t 
hesitate to 

embrace your 
voice and 

experiment”

Brunodepaula@gmail.com

Bruno

“XR is here to 
stay and it’s 
not too late 
to dive in”

“Any industry 
relationship 

can be 
helpful in the 

future”

YOU’RE NOT ALONE, TAKE THIS…
IT’S DANGEROUS TO GO ALONE, TAKE THIS…
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