


FINLAND - THE 
BEST PLACE IN 
THE WORLD TO 
DEVELOP GAMES



The global games industry is tough. You need experience, 
talent , bravery, resources and institutional support to 
succeed ȏall of which you can find in Finland.

Finland has decades of experience developing globally 
successful and ground-breaking games.



Finnish game industry

ÅFinnish authorities have supported the game industry for decades. Public 

innovation and funding groups support gaming, as do universities, trade 

groups and industry associations.

ÅGames education is an established and respected field in Finland. It is 

offered in adult education centers, vocational colleges, universities of applied 

sciences and universities.

ÅV¹µ| 5ª¶¶ªÅ© v¹µÁm¶ª|Å mÄ| m´Å¹ |ÒÁ|ÄÉÅ mÉ Ȗgamification ȗǻ ¹Ä uÄª¶¥ª¶¥

game design or principals into non-game contexts.



Games education

Å.yËvmÉª¹¶ y¹|Å¶șÉ |¶y ÑªÉ© ¥ÄmyËmÉª¹¶Ǻ 5ª¶¶ªÅ© |yËvmÉª¹¶m´ ª¶ÅÉªÉËÉª¹¶Å m´Å¹

¹Û|Ä́ª¤|´¹¶¥ ´|mÄ¶ª¶¥ ¤¹Ä É©| ¶|v|ÅÅmÄÓ vÄ|mÉªÐ| m¶y É|v©¶ªvm´ Å²ª´´ÅÉ¹

vÄ|mÉ| ¥mµ|ÅȀ

ÅY©| 5ª¶¶ªÅ© ¥mµ| ª¶yËÅÉÄÓ y¹|Å ¶¹É ¹¶´Ó ¤¹vËÅ ¹¶ |¶É|ÄÉmª¶µ|¶ÉȀ;Ém´Å¹

y|Ð|´¹ÁÅȖÅ|Äª¹ËÅ ¥mµ|Åȗǻ ¹Ä ¥mµ|Å ¤¹Ä m ÁËÄÁ¹Å| ¹É©|Ä É©m¶ |¶É|ÄÉmª¶µ|¶Éǻ

ÅËv© mÅ |yËvmÉª¹¶ ¹Ä ÉÄmª¶ª¶¥Ȁ

Å;¶ Ä|v|¶É Ó|mÄÅ m É©ÄªÐª¶¥.yËvmÉª¹¶ Y|v©¶¹´¹¥ÓȌ.yY|v©ȍ Å|vÉ¹Ä ©mÅ

y|Ð|´¹Á|yǻ µ|Ä¥ª¶¥ 5ª¶¶ªÅ© Å¹¤ÉÑmÄ| m¶y |yËvmÉª¹¶ ÅÉÄ|¶¥É©ÅȀ



Many of the educational 

technology solutions 

have been developed 

together with Finnish 

teachers, and tested in 

Finnish schools.

R©¹É¹Ǻ U¹u¹aË¶y|Ä²ª¶yȆ[¶ÅÁ´mÅ©



Vibrant gaming community

ÅThe industry and gaming community has also supported its own growth, for 

example through events and industry camaraderie.

ÅFor example, the Slush startup and technology event is organized by 
university students. 

ÅThe Assembly demoscene and gaming event began in 1992 and is still held 

twice a year. 

ï The community has helped several generations of Finnish games professionals. 
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Assembly is also 

one of the major 

Finnish esports 

events. 



History of Finnish game industry

Å5ª¶¶Å ©mÐ| u||¶ ª¶É|Ä|ÅÉ|y ª¶ v¹µÁËÉ|Ä ¥mµ|Å ¤¹Ä m´µ¹ÅÉ mÅ ´¹¶¥ mÅ É©|Ä|

©mÐ| u||¶ v¹µÁËÉ|Ä ¥mµ|ÅȀ ;¶ É©| |mÄ´ÓǖǞǚǕÅ É©| µmÉ©|µmÉªvm´ ÅÉÄmÉ|¥Ó

¥mµ| Gªµ ÑmÅ ËÅ|y uÓ v¹µÁËÉ|Ä Åvª|¶ÉªÅÉÅ mÅ y|µ¹¶ÅÉÄmÉª¹¶ É¹¹´ÅȀ 5ª¶¶ªÅ©

Ä|Å|mÄv©|ÄÅ ©my É©|ªÄ Ð|ÄÅª¹¶ ª¶ǖǞǚǙȀ

ÅY©| ÞÄÅÉv¹µµ|Ävªm´ v¹µÁËÉ|Ä ¥mµ|¹Üvªm´´Ó y|Ð|´¹Á|y ª¶ 5ª¶´m¶y ÑmÅ

v©|ÅÅǻ y|Ð|´¹Á|y ª¶ǖǞǜǞȀ

ÅY©| ÞÄÅÉ ¥´¹um´´Ó yªÅÉÄªuËÉ|y v¹µµ|Ävªm´ 5ª¶¶ªÅ© ¥mµ| ÑmÅ m ÅÁmv|ȐumÅ|y

Å©¹¹Éș|µȐËÁ ´mË¶v©|y ª¶ǖǞǝǛȀ



Nokia ȏa Finnish trailblazer

ÅG¹²ªm y|Å|ÄÐ|Å vÄ|yªÉ ¤¹Ä µËv© ¹¤ 5ª¶´m¶yșÅ vËÄÄ|¶É ÅËvv|ÅÅ ª¶ ¥mµ|ÅȀ G¹²ªm

y|Ð|´¹Á|y É©|ªÄ ÞÄÅÉ v¹µÁËÉ|Ä ª¶ǖǞǜǖȐǖǞǜǗȀ Å G¹²ªm µ¹uª´| Á©¹¶|Å

|ÒÁ´¹y|y ª¶ ¥´¹um´ Á¹ÁË´mÄªÉÓ É©|Ó |¶v¹ËÄm¥|y µ¹uª´| ¥mµª¶¥ |ÒÁ|Äªµ|¶ÉÅȀ

Å;¶ǖǞǞǜG¹²ªm Ä|´|mÅ|y É©| ¶¹ÑȐªv¹¶ªv µ¹uª´| ¥mµ| V¶m²|Ȁ ;¶ǗǕǕǘG¹²ªm

u|¥m¶ Å|´´ª¶¥ É©| GȐ6m¥|ǻ m y|Ðªv| Ñ©ªv© v¹µuª¶|y É©| ¤|mÉËÄ|Å ¹¤ m µ¹uª´|

Á©¹¶| m¶y m ©m¶y©|´y ¥mµ| ÅÓÅÉ|µȀ

Å;¶ É©| ´mÉ|ǗǕǕǕÅ Ñ©|¶ G¹²ªm |ÒªÉ|y É©| µ¹uª´| y|Ðªv| µmÄ²|Éǻ Å¹µ| ¹¤ É©|ªÄ

ª¶É|Ä¶mÉª¹¶m´ Ém´|¶É µ¹Ð|y É¹ É©| ¥mµ|Å ª¶yËÅÉÄÓȀ



In 2019 the turnover for 

the Finnish games industry 

was about 2.2 billion euros, 

up 4.7% from 2018.

Photo: Florian Olivo/ Unsplash



Finnish success stories

ÅThe new Millennium saw the release of two groundbreaking Finnish games: 

the social networking game Habbo Hotel by Sulakein 2000 and the third-

person shooter Max Payne by Remedy Entertainment in 2001.

Å;¶ ǗǕǕǞ É©| µ¹uª´| ¥mµ| vmµ| ¹¤ m¥| ÑªÉ© U¹Ðª¹șÅ Ä|´|mÅ| ¹¤Angry Birds , 

the most successful Finnish game franchise to date. Angry Birds has 

expanded to movies, toys, music and even drinks.

ÅSupercell was founded in 2010 and released the mobile games Hay Day and 

Clash of Clans a 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 

2019.

R©¹É¹Ǻ Vm²mÄª RªªÁÁ¹


