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The global games industry is tough. You ne&xperience,
talent, bravery, resources andinstitutional support to
succeedd all of which you can find in Finland.

Finland has decades of experience developing globally
successful and ground-breaking games.
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== Finnish game industry FINLAND

A Finnish authorities have supported the game industry for decadeBublic
innovation and funding groups support gaming, as do universities, trade
groups and industry associations.

A Games educationis an established and respected field in Finland. It is
offered in adult education centers, vocational colleges, universities of applied
sciences and universities.
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game design or principals into norgame contexts.
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= = Games education FINLAND
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Many of the educational C\:
technology solutions T =
have been developed

together with Finnish 3
teachers, and tested in

Finnish schools.
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= = Vibrant gaming community FINLAND

A The industry and gaming community has also supported its own growth, for
example through events and industry camaraderie.

A For example, theSlush startup and technology event is organized by
university students.

A The Assembly demoscene and gaming event began in 1992 and is still held
twice a year.
I The community has helped several generations of Finnish games professionals.
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Assembly is also
one of the major
Finnish esports
events.
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== History of Finnish game industry FINLAND
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== Nokia 6 a Finnish trailblazer FINLAND

AGrzam y| Al AD| A vVA|H2E€EAARTHEARABVvY pAAS
y| B "t Aly EO©| * AARMANME vA uGVEBR|n f1qu? |
| OA" ty|y 29 ¥ tum ArAE " mA2EO E©| O |

A, fAKGrz22m Al |BmArg2Eopr g2 N|UEWEHP 2 Y] m?
ul ¥myT A| Bnmy¥ BO|ly | ®a2v| NO2v©e vipu?2 |
Aot | mfy m ©mfy©| vy ¥mu| AOGAE| pA

A:9 EoQUARWmMBP| § Gr22am | O2E|y EO©| ptua’
aqE| AfmE2*m” Em | fE pr*b|ly E! EO| ¥m



In 2019 the turnover for
the Finnish games industry
was about 2.2 billion euros,
up 4.7% from 2018.
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== Finnish success stories FINLAND

A The new Millennium saw the release of two groundbreaking Finnish games:
the social networking gamedabbo Hotel by Sulakein 2000 and the third-
person shooterMax Payneby Remedy Entertainment in 2001.
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the most successful Finnish game franchise to date. Angry Birds has
expanded to movies, toys, music and even drinks.

A Supercell was founded in 2010 and released the mobile gantéay Dayand
Clash of Clansa few years later. By 2016 Supercell was valued at over 10
billion USD, making it the most valuable Finnish games company.



20 new game companies
were founded in 2018
and 10 were founded In
20109.



