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Your response 
Question Your response 

Consultation question 1: Do you have 

any comments on the proposed 

guiding principles? Do you consider 

these guiding principles to be 

appropriate and sufficient to guide 

calculation (and verification) of QWR?  

If not, what changes or additions would 

you recommend and why?  

Where applicable, please provide 

evidence to support your responses. 
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Ukie, the trade body for the UK’s video games and 

interactive entertainment industry, represents over 700 

businesses of all sizes, from independent studios to 

multinational publishers. Our members operate across 

console, PC, mobile, VR/AR, and esports platforms, 

providing interactive experiences that reach audiences 

worldwide. The sector is deeply committed to online 

safety and the protection of players, particularly minors, 

and has invested heavily in parental controls, moderation 

tools, age ratings, and AI-powered safety systems. These 

measures demonstrate our commitment to creating a 

safe, fair, and inclusive online environment. 

While Ukie’s members support the objectives of the 

Online Safety Act (OSA), we have significant concerns 

regarding the draft guidance on qualifying worldwide 

revenue (QWR), particularly around proportionality, 

practicability, and alignment with how video games 

companies generate and report revenue. The guidance, as 

currently proposed, risks imposing disproportionate, 

arbitrary, and administratively burdensome obligations 

that could undermine compliance, distort outcomes, and 

stifle innovation. Given the diverse nature of video games, 

it would be nearly impossible to establish standard 

practices or calculations. As a result, companies would 

struggle to predict their fees for any given year, and 

Ofcom would face similar challenges in forecasting its 

funding stream. Further, companies will undoubtedly 

apportion revenues in myriad ways, specific to their own 

policies and services, requiring Ofcom to review individual 

apportionment calculation methodologies from hundreds 

of companies. 

Ukie recognises that the guiding principles in the draft 

consultation are intended to provide a framework for 

calculating QWR. However, our members believe that 

they are insufficient in their current form to provide 

clarity or confidence, particularly for the video games 

sector.  
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As currently described, the principle of completeness 

requires companies to include worldwide revenues with 

little or no connection to UK users. For globally operating 

companies offering multiple unregulated services with 

ancillary features comprising regulated services, 

disaggregating worldwide revenues by UK users or by 

specific features is practically unfeasible and inherently 

disproportionate, particularly in cases where UK-specific 

revenues or user numbers may be a very small percentage 

of total worldwide revenues or user numbers. In terms of 

proportionality, the materiality of the elements of user-

to-user interactions as ancillary features, in the context of 

all revenue generated from the publishing of videogames 

is very low. A rigid application of completeness could 

force inclusion of incidental revenue, creating an undue 

burden relative to the actual risk posed by the regulated 

services. For example, in live service games where 

regulated social features such as text chat are embedded 

within a broader monetised environment, it would be 

almost impossible to determine what fraction of revenue 

relates directly to the regulated features. Users may be 

paying (either upfront or through an ongoing 

subscription) for access to the live service game as a 

whole or may be purchasing, through microtransactions, 

in-game content that is not user-generated or in anyway 

connected to the regulated features - yet this principle 

could require inclusion of all revenues, which is 

disproportionate. 

The principle of accuracy presents similar challenges. 

Ofcom’s guidance (paragraphs 84–87, 89–92) encourages 

providers to use a “just and reasonable” basis for 

apportionment. However, video game revenue models 

are complex, combining upfront purchases, subscription 

packages, and in-game microtransactions. In live service 

titles, revenue may fluctuate seasonally, and only a small 

portion of users may engage inconsistently with optional 

regulated features, which are often an ancillary and minor 

part of the overall service. Attempting to attribute 

revenue precisely to the regulated features of the title is 

both arbitrary and practically unachievable. Reasonable 

estimates based on internal management data or service-

level revenue should meet the accuracy principle, with an 

understanding that granular, feature-level disaggregation 

may not be feasible. 
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Ukie’s members would also like to raise an important 

point on the treatment of platform and payment 

processing fees. As currently drafted, Ofcom’s guidance in 

paragraph 3.40 indicates that payment processing fees 

can form part of a provider’s revenue. While we recognise 

the logic of this approach for certain business models such 

as marketplaces or distributors where these fees form 

part of their own revenue-making activities, this 

interpretation does not reflect the commercial reality for 

video games companies. In our sector, platform fees 

levied by third-party intermediaries such as Apple or 

Google are not received by the games provider and 

therefore should not be considered part of qualifying 

worldwide revenue. We respectfully ask that Ofcom 

clarifies the scope of paragraph 3.40 to make clear that 

payment processing fees paid to third parties, whether 

deducted at source or otherwise, should be excluded 

from revenue calculations for the purposes of QWR. This 

clarification is necessary to avoid the risk of double 

counting the same sums across multiple providers and to 

ensure that companies are not unfairly required to 

include revenues that they do not ultimately benefit from. 

Excluding such third-party fees from QWR would be a 

proportionate and transparent approach, consistent with 

regulatory fairness and industry certainty. 

For many of the same reasons, the causality principle also 

presents challenges. As highlighted in paragraphs 84–92, 

features that are ancillary or embedded within a game, 

such as optional voice chat might not even be considered 

to contribute even contribute indirectly to overall 

revenue. Revenue from in-game purchases or cosmetic 

items cannot reasonably be linked to these features, 

making strict application of causality arbitrary. We 

recommend that the guidance explicitly permit the use of 

proxies, such as a proportion of active monthly users, 

geographic allocation, or service-level aggregation, where 

direct causal attribution is not possible. This approach 

reflects operational realities while ensuring the principle 

of causality is applied in a meaningful, proportionate 

manner. 

While objectivity and transparency are important in 

principle, they must be carefully balanced against 

commercial sensitivities. Video games providers operate 

in highly competitive global markets, and requiring 
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disclosure of detailed internal accounting or granular 

user-level data risks exposing sensitive commercial 

information. Transparency requirements should 

therefore be designed to enable Ofcom to verify that 

methodologies are reasonable without mandating 

exhaustive or intrusive disclosure. In this context, it is also 

critical that Ofcom clarifies how it will treat revenue 

information and supporting evidence submitted for the 

purposes of QWR calculations. These disclosures should 

be treated as confidential regulatory filings, comparable 

to tax-related submissions made to HMRC, with explicit 

assurance that they will not be published or disclosed 

under the Freedom of Information Act. Such a 

commitment would ensure that companies can engage 

openly and transparently with Ofcom without risk of 

commercially harmful disclosures. Finally, while 

consistency in reporting is important, it should not 

prevent providers from refining their methodologies in 

response to better data or evolving business models. 

Ukie strongly urges Ofcom to provide additional, sector-

specific, guidance on calculating QWR, as currently none 

of the examples provided are particularly useful 

analogues for the games industry, the nature of user-to-

user interactions in games, and the overall risk to users. . 

Guidance should clearly address challenges for companies 

with multiple services and outline how revenue should be 

apportioned when regulated features are ancillary, 

optional, inconsistently used (and therefore not valued as 

necessary or indispensable) and not directly monetised. 

The guiding principles should explicitly include 

proportionality, clarify what constitutes reasonable 

accuracy, and provide workable guidance on causality and 

evidence. Without these clarifications, compliance 

burdens may become disproportionate, irrelevant 

revenue could be captured, and uncertainty could 

undermine both investment and adherence to the OSA. 

 

Consultation question 2: Do you have 

any comments on the proposed range 

of apportionment methods? Do you 

consider these apportionment 

methods to enable consistent 

application of ‘just and reasonable’ 
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Ukie welcomes Ofcom’s recognition of the need for 

flexibility when selecting an appropriate method to 

apportion QWR, as outlined in paragraphs 84–106. The 
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apportionment whilst accommodating 

a provider’s individual circumstances 

and business model?  

If not, what additional methods or 

changes would you recommend and 

why? 

Please provide evidence to support 

your responses. 

inclusion of usage-based, advertising-based, cost-based, 

and existing apportionment methods demonstrates an 

understanding that providers have different business 

models, feature-sets and inter-relationships between 

primary services and ancillary regulated features, and 

data availability. However, the methods outlined are not 

well aligned with the operational and commercial realities 

(for both service providers and individual users) of the 

video games sector, and without adaptation, could lead 

to arbitrary or inconsistent results. 

Usage-based apportionment, as described in paragraphs 

89–92 and exemplified in case studies 6 and 7, assumes 

that metrics such as time spent, page views, or 

transaction volumes can be reliably linked to revenue. 

This assumption is fundamentally misaligned with video 

games, where revenue generation is often decoupled 

from usage, and particularly usage of regulated features. 

Players may spend hours in free-to-play modes 

generating no revenue, while others make substantial 

purchases in a short time, and each of those groups may 

spend very different amounts of time engaging with the 

regulated features of the service. Attempting to allocate 

revenue based on usage would therefore produce 

outcomes that do not accurately reflect UK-linked 

revenue, particularly for regulated ancillary features 

embedded within but independent of broader monetised 

services. The alternative value-based or willingness-to-

pay methods mentioned also assume that it is possible, 

and proportionally feasible in terms of materiality, to 

calculate the impact on revenue if ancillary regulated 

features were absent.  Such empirical data would require 

significant investment by game companies and would 

likely yield inconsistent results across the industry. 

Advertising-based apportionment is largely irrelevant to 

the video games sector. Advertising revenue in games can 

be a minor component, with core income derived from 

game sales, subscriptions, or in-game transactions, and in 

addition, the advertising is often in no way tied to or 

associated with the regulated features of the service. Case 

study 8 illustrates the appropriateness of advertising-

based methods for a music content provider with user-

generated chat functionality, but in video games, applying 

this method risks overvaluing marginal revenue streams. 

Using advertising as a proxy for revenue contribution in 
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games would therefore be disproportionate and could 

distort QWR calculations. 

Cost-based apportionment is similarly misaligned. Video 

games development involves significant upfront 

investment, followed by long-term revenue generation 

across multiple platforms and jurisdictions. Case study 9 

demonstrates how costs might be apportioned for a 

hardware device with integrated services, but in practice, 

allocating revenue by development cost for games does 

not correspond to the UK-referable revenue associated 

with regulated features. Ancillary features, such as chat, 

are created as part and parcel of the overall development 

process for a video game, and then embedded in a 

monetised environment, and cost-based apportionment 

may result in arbitrary or misleading outcomes. 

Ukie therefore recommends that Ofcom explicitly 

recognise geographic allocation and service-level 

aggregation as legitimate apportionment methods. UK-

specific sales, downloads, subscriptions, and active users 

are typically well tracked and provide a proportionate, 

practical, and transparent basis for calculating UK-linked 

revenue. Where regulated and non-regulated features 

cannot be precisely separated, apportionment at the 

service level, supported by reasonable internal proxies, 

should be deemed acceptable. This approach aligns with 

the “just and reasonable” standard in paragraphs 84–87, 

respects operational realities, and reduces administrative 

burdens while maintaining fairness. Recognising these 

apportionment methods would also have the added 

benefit of making the calculation of QWR considerably 

more manageable for both SMEs with limited internal and 

external accounting resources and larger companies with 

multiple in scope services.  

Flexibility should also be maintained in the application of 

apportionment methods. Providers must be able to refine 

methodologies as better data becomes available or as 

business models evolve. The video games sector is highly 

dynamic, with rapidly emerging monetisation models and 

cross-platform ecosystems. Rigid approaches could 

inhibit innovation, reduce compliance efficiency, and 

generate arbitrary results. Unlike social media platforms, 

where revenue is continuously linked to user engagement 

and user-generated content, most video games generate 
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revenue through transactions that are only indirectly 

linked to regulated features. Recognising these 

differences is critical to ensuring that QWR calculations 

remain proportionate and reflective of actual UK risk. 

Online functionality in games, such as voice chat and text 

messaging is typically ancillary to the core gameplay 

experience and often designed with robust safety 

measures, age appropriate restrictions, and parental 

controls in place. Features of video games that are within 

scope of the OSA can even take the form of something as 

simple as a player’s username that appears in a 

leaderboard of high scores - this type of content can be 

easily subject to proactive and reactive content 

moderation, and it is almost impossible to associate that 

to actual revenue generation. Unlike social media, where 

user to user interaction can be constant and 

unpredictable, interactions within games are optional, 

often structured, time limited, and confined to specific 

modes or environments, only some of which may involve 

regulated features. As a result, applying guiding principles 

such as completeness or causality in the same way as for 

social media risks capturing revenue that is unrelated to 

UK users or to the regulated features themselves. This 

distinction underscores the need for proportionality and 

sector specific guidance when applying QWR principles to 

the video games industry, ensuring that compliance 

obligations reflect the actual scope and risk of online 

interactions rather than imposing a one size fits all 

approach. The inherent difficulty and impracticality of 

applying the proposed guiding principles and 

apportionment methods to the video games sector is 

highlighted by the fact that across the 9 case study 

examples included in the draft guidance, not a single one 

is an example from the perspective of a provider of a 

regulated video game service. 

The draft guidance on QWR, as currently proposed, risks 

imposing disproportionate burdens, capturing irrelevant 

revenues, and generating inconsistent outcomes. We 

urge Ofcom to revise the guidance to allow for UK-linked 

revenue, service-level aggregation, reasonable internal 

proxies, and a flexible interpretation of consistency, 

proportionality, and causality. We also urge Ofcom to 

work on developing video game sector-specific case 

studies to apply to its guidance on this topic, and we 
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would be happy to work closely with Ofcom on this to 

explain more clearly our concerns and help with creating 

practical solutions. These changes would provide 

certainty, fairness, and flexibility, enabling the OSA to 

achieve its objectives without undermining the 

competitiveness, growth, or innovation of the UK video 

games sector. 
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