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EXECUTIVE SUMMARY 
SURVEY 
This report serves to highlight the digital games industry in southern Sweden through a thorough 
survey of all active games companies in Skåne and Blekinge. The survey also contains quotes from 
interviews with select developers as well as analysis of national and international trends. It is 
published for the first time in 2014 by Game City in cooperation with Invest in Skåne. This report is 
Game City's first official publication. The goal is for it to become an annually recurring event that can 
be used to track developments in the games industry in the region.   

GAME CITY 
Game City is a newly founded organization that is working to develop and maintain southern 
Sweden as Europe's leading region in the development of digital games. This includes product 
development, operations, services, gamification, education and research related to digital games. In 
2014, the organization is ramping up their operations, and the first item on the agenda is this survey. 
Game City currently has about twenty members, from two-man company Mediocre to medium sized 
companies like Tarsier Studios to larger companies like Massive Entertainment.  

HIGHLIGHTS 

• The survey has identified 32 companies that are active within digital game development in 
southern Sweden. 

• In 2012 these companies had a combined turnover of SEK 269,4 million. 

• The majority of the companies are profitable and report a combined profit of 9,9 million SEK 
for 2012. 

• The companies employ 535 people of a total of 29 nationalities. 

• The industry continues to expand, with 6% growth between 2011 and 2012, and with clear 
indications for continued growth in 2013. 

• It is a young industry. The majority of the companies were founded after 2010 and the average 
age is five years. 

• Games are developed for all leading platforms, from PC to consoles such as PlayStation and 
Xbox to mobile platforms like iOS and Android. 

• The level of quality is world class. Over 20 titles have received a Metacritic ranking of 80 or 
more.  

• There are five university programs in game development as well as five polytechnic programs, 
which together have 680 students enrolled at this time. 

• The biggest challenges are the availability of talent as well as financing and investors with 
knowledge and understanding of the games industry.  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FOREWORD 
The games industry continues to grow rapidly. The Swedish Games Industry Game Developer Index 
of 2012 reports that the Swedish game industry grew by 215% between 2010 and 2012, and 
everything points to continued success. Sweden is one of the world's largest exporters of video 
games, with many exciting companies operating on a global market. 

Minecraft creators Mojang alone had a turnover SEK 1.5 billion in 2012, and big companies like 
DICE, Starbreeze and Massive continues to deliver successful, high quality games. Simultaneously, 
new companies are emerging who are successfully challenging established industry conventions. 
Two-man companies like Simogo and Mediocre are standing out with multiple successful launches 
on mobile platforms. They show that you do not need hundreds of people to deliver games that 
reach a global audience and wins praise from critics and players alike. There are also medium-sized 
companies like Tarsier Studios who have established themselves as the main supplier of one of Sony 
Computer Entertainment's key brands; LittleBigPlanet™. 

The number of new companies is increasing rapidly and has almost doubled since 2010. 
Additionally, there is a large spread in terms of types of games, platforms and audience. Creativity 
and innovation are at the center, and the majority of the companies in southern Sweden develop 
games based on their own brands. Only a few of the companies are working with the more 
traditional publisher funded model, while the rest have chosen to engage in more open and fast 
moving platforms, with great success. Southern Sweden also has a strong community and an open 
culture that is characterized by entrepreneurial spirit and a strong belief in the future. Here 
companies communicate openly and support each other when the wind blows. Perhaps this is one 
of the main reasons that games companies are thriving in the region. If you change jobs, it’s usually 
to another company in the region, or to try your wings at running your own business. 

There are of course also challenges. Here the need for investors who can and want to understand 
the gaming industry stands out, as well as the difficulty of finding the right talent for their growing 
businesses. 

Our goal with Game City is to develop and maintain southern Sweden as Europe's leading region in 
the development of digital games. It is clear that the potential in southern Sweden is great, and 
through our work we intend to create the conditions for more growth, innovation and 
entrepreneurship. We look forward to the work, and the industry's continued growth over the 
coming years. 

!
The Game City Board  

Malmö, August 2014 

 
Peter Lübeck, Emma Mellander, David Polfeldt,  

Karin Ryding, Ann-Sofie Sydow and Martin Walfisz  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SURVEY 
NUMBER OF COMPANIES 
This survey has identified a total 32 companies that are active within game development in Skåne 
and Blekinge, the two southernmost provinces of Sweden. The survey only includes companies that 
have been verified as being active and operating within game development. There may be additional 
companies in the region that have not been included in the survey. 

It is a young industry. More than half of the companies have been founded since 2010 and the 
average age of all the companies is five years. The company that stands out from the crowd is 
Ubisoft Entertainment Sweden AB (Massive Entertainment) that was founded in 1997 and has been 
active in the region since then. The small town of Karlshamn takes the lead in terms of startups, with 
all five of the youngest companies having their seat there. Four of these are in the games incubator 
GamePort, operated by Blekinge Business Incubator AB (BBI). 

Youngest 

 
A few regional companies have also been lost in the past couple of years. This includes 
Junebud AB and Global Southend Productions AB, who were two of the major players in Malmö 
with about 20 employees each. Junebud went bankrupt in 2012 and the latest available annual 
report is for the fiscal year 2010-2011. Global Southend Productions AB's staff and technology were 
acquired by Massive Entertainment in 2013 after financial difficulties.  
 

Company Founded

Stormhatt Studios AB December 2013

Nemoria Entertainment AB September 2013

Gatling Goat Studios AB September 2013

Station Interactive AB May 2013 (previously Tarsier Studios)

Dead Shark Triplepunch AB April 2013
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TURNOVER AND PROFIT 
The Swedish games industry has been very successful in general in recent years and had a 
combined turnover of SEK 3,7 billion in 2012, according to the Swedish Games Industry Game 
Developer Index. The index also shows that the industry grew by 215% between 2010-2012. 
Stockholm is clearly in the lead, and individual actors like Mojang account for a significant portion of 
the total turnover. In 2012 the Minecraft creator alone had a turnover of SEK 1.5 billion. 

In southern Sweden, the industry grew by about 50% over the same period and shows a 
continued, albeit reduced, growth today. The surveyed companies had a total turnover of SEK 269.4 
million in FY 2012, showing a growth of about 6% from last year's SEK 253.6 million. Massive 
Entertainment alone represents more than half of this with a turnover of SEK 160 million SEK in 
2012, up from SEK 130 million in 2011. In second and third place are Tarsier Studios and Frictional 
Games. Seven of the companies are so new as to not have had any economic activity that year. 

Tarsier Studios’ turnover decreased from SEK 29.1 million in 2011 to SEK 25 million in 2012 as a 
result of the completion of its LittleBigPlanet™ PS Vita project, as they no longer required as many 
consultants and short term contracts. Frictional Games managed a record growth from SEK 14.7 
million in 2011 to SEK 19.6 million in 2012, which amounts to 33.2% growth.  

Some of the surveyed companies have chosen not to share their data. In cases where no public 
data was available, such as for Simogo, the companies have not been included in the totals. The 
total turnover for the region is therefore higher than stated, but it is not clear by how much. Simogo 
alone have recently achieved global success with several of their games and are thus likely to 
contribute greatly to the region's total turnover and profit. King, whose parent company is not 
registered in the region, has not shared any numbers for their business and are only included in the 
survey in terms of number of employees.  !

Largest turnover 2012 

 
Turnover per employee is not possible to calculate directly based on the totals since data is not 
available for all companies. If calculated based on the 22 companies for which complete public data 
is available, we end up with 730 000 SEK per employee for FY 2012. 

!

Company Turnover 2012 (k SEK)

Ubisoft Entertainment Sweden AB SEK 160 084 k

Tarsier Studios AB SEK 25 008 k

Frictional Games AB SEK 19 645 k

Global SouthEnd Productions AB SEK 13 621 k

Mediocre AB SEK 13 505 k
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The combined result for the same period, 2011-2012, has decreased since the year before. In 
2011 the companies made a total profit of SEK 25.6 million compared to about SEK 10 million in 
2012. The big difference is in part caused by the record results achieved by a small number of 
companies in 2011, which were not repeated in 2012. Illusion Labs, who alone had a turnover of 
almost SEK 32 million in 2011 and a profit margin of nearly 60%, has chosen to shift the beginning 
and end of their financial year and has thus only accounted for 6 months during 2012. This reduces 
their reported revenues to SEK 11.9 million, which has a relatively large impact on the totals. 
Frictional Games and Pixelbite who also had very good profit margins in 2011, with 74.2% and 
69.11% respectively, both see a decline in 2012. Other reasons for the decline in overall 
performance is that companies such as Tarsier Studios have decided to invest a significant portion 
of their profits in the development of its own IPs. Even though this means decreased results at this 
point, it may result in increased profits in the future. 

Largest growth 2011-2012 

 
The survey only includes results for the financial year of 2012. With at least seven new companies on 
the map it will be exciting to see how the industry's total turnover and profits are affected in the 
coming year. Companies like Mediocre and Simogo have made very successful launches during the 
year and will most likely report very positive numbers. Simogo stated in an interview with 
GamesIndustry.biz  that they are expecting to double its turnover in 2013 with the successful launch 1

of Year Walk and Device 6 for iOS. 

 

Company Growth 2011-2012

Planeto AB 2855,38 %

Grapefrukt (webbfarbror AB) 1594,00 %

Redikod AB 461,18 %

Binary Peak AB 78,74 %

CommuniSport AB 70,03 %
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EMPLOYEES 
According to the data provided by the companies themselves, there are 535 people involved in 
game development in Skåne and Blekinge today. The official record from 2012, found in the 
companies’ annual reports, shows that 341 people were employed by the companies in 2012. As 
the data found in annual reports does not include founders and owners who are working for a 
company, as well as others who are not necessarily employed in a legal sense, a direct comparison 
of this data would not be entirely accurate. However, the data from this survey still indicates a sharp 
increase in the amount of employees. In the cases where companies have chosen not to share their 
current employee numbers, the data has been retrieved from their latest annual report and may 
therefore differ slightly from today's numbers.  

Number of employees 

 
The majority of the companies (about 65%) answered yes when asked if they plan to hire over the 
next 12 months. Six companies are uncertain and a few do not plan to grow at all. A few companies 
would like to expand if funds were available, e.g. through external investment.  

Top employers 

 
In terms of manpower the companies say that it is generally difficult to find people with strong 
technical expertise within each discipline, such as technical designers, programmers and animators. 
Smaller companies calls for strong generalists, as they are less able to allocate specialists. Senior 
talent is very hard to come by, which is made clear by the recruiters and headhunters who are 
constantly searching for talent among the southern Swedish companies, for both national and 
international contracts. In addition, several of the companies highlight the difficulty of finding women 
with expertise in game development, making it hard for them to improve gender equality. 

Company Number of employees

Massive Entertainment 300 people

Tarsier Studios AB 40 people

Star Vault AB 16 people

Frictional Games AB 13 people

Illusion Labs AB 11 people
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"Diversity is very important. Our games cater to a very diverse audience, 
and it would be great if our team composition could better reflect this.” 

MARTIN WALFISZ, PLANETO 

!
Some of the smaller companies also calls for access to marketing expertise as they have a hard time 
handling that on their own. However, it can be difficult for a small company with limited resources to 
justify hiring someone with that expertise.  

Recruitment is primarily done through existing networks, where the smaller companies mainly look 
among people they already know. Game educations in the region and in the rest of the country are 
also an important source of fresh talent. However, in order to locate senior talent you often have to 
look outside of Sweden. !

"Most of our senior talent is currently being recruited internationally. A full 
30% of our employees are non-Swedish-born. Junior talent is recruited 
from educations like The Game Assembly." 

 DAVID POLFELDT, MASSIVE ENTERTAINMENT !
 

Tom Clancy’s The Divison by Massive Entertainment 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EQUALITY AND DIVERSITY 
The percentage of women remains low in the games industry, even though the trend is pointing 
upwards. The Swedish Games Industry reports that it was 15% in the country as a whole in 2012.  

Of the surveyed companies that have chosen to answer the question, the majority (16 companies) 
said they have no female employees. The companies that stand out from the crowd is Ozma with 
50% women and Station Interactive with about 40%. Station Interactive have been working hard to 
find skilled and diverse staff, but found it to be difficult. It is also difficult to attract senior staff to 
Karlshamn.  !

“We just have to put in a little extra effort when looking for new staff. Right 
now we are looking to expand and are in contact with several promising 
candidates. It would be nice if there was some way to highlight local 
talent in order to improve collaboration between game studios in the 
south of Sweden as well as freelancers. Then we would not have to 
contract people located in Canada, Asia or the U.S. We would rather 
work locally and support the industry in Sweden and Blekinge. There are 
many people under thirty in the games industry, so by investing in the 
games industry we could create more jobs for that age group.” 

MATTIAS NYGREN, STATION INTERACTIVE 
 
 
The surveyed companies display an impressive diversity when it comes to nationalities, with 
employees from a total of 29 different countries. Massive Entertainment takes the lead with all 29, 
followed by Tarsier Studios. !

“We are currently pretty good at diversity in terms of nationality, age and 
background, but today we only have about 10% female employees. I 
think that a multi-faceted team is better at finding new solutions and 
providing new perspectives, so for us it is very important. It also improves 
the dynamics of the team.” 

OLA HOLMDAHL, TARSIER STUDIOS !
!
!
!

!
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Nationalities 

It is apparent that gender equality is an engaging subject. The majority of the companies report 
that gender equality has benefits such as increased creativity, new perspectives and an increased 
ability to relate and appeal to a wide audience. Gender equality also contributes to a more 
stimulating company culture and increased morale. Several companies, including those that have no 
female employees, state that they are tired of male-dominated attitudes and violent games and 
believe that improved gender equality can help change this for the better. They also suggest that the 
industry is in need of new perspectives in order to continue to grow and develop, and that 
homogeneous groups can be directly harmful to product development. Showing that anyone can 
work with games is also considered to be important, if nothing else because of the general need for 
more talent. !

“Internationally, the game industry is unfortunately still having problems with 
sexism and a general macho culture. In Sweden it's different, but even 
here I think that more women in the industry would make a difference.” 

KARIN RYDING, OZMA SPELDESIGN 
 
 
Some companies, however, were clear to point out that talent and expertise is paramount, and a few 
seemed almost provoked by the question of gender equality.  

Several companies highlighted that cultural diversity also helps with new perspectives and the ability 
to develop products that appeal to a global audience.  !

“We appreciate diversity and think it is very important. Gender and 
nationality aside, it is vital for any business that individuals can be true to 
themselves and be passionate about their work. Conformity hinders 
creativity, diversity stimulates it.” 

HENRIK JOHANSSON, MEDIOCRE  

Australia Austria Bulgaria Canada Denmark

Finland France Germany Hungary Iceland

Ireland Israel Italy Netherlands New Zealand

Pakistan Philippines Poland Portugal Rumania

Russia Slovakia Spain Sweden Switzerland

Ukraine United Kingdom USA Uzbekistan
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PRODUCT AND MARKET 
The majority (13 of 24) of the surveyed companies stated that they are targeting mobile platforms 
such as iOS and Android with all or part of their business. PC comes in second, with 11 companies 
targeting the platform. Only a few of the companies state gaming consoles such as PlayStation and 
Xbox as their target market. It is clear that the trend is moving away from traditional gaming consoles 
towards more open and accessible platforms, which is also confirmed in interviews with the 
companies.  

The product portfolio of the companies has a wide spread. Here can be found a variety of different 
types of mobile games, quiz games, educational games, atmospheric adventure games, and AAA 
console games. 

Own intellectual property is a clear focus. The majority of the companies spend 90% or more of 
their time on the development of games based on their own intellectual property (IP). They have 
either already released or plan to release games based on their own IP in the near future. Several of 
the companies put great emphasis on creative freedom and want to develop games that stand out 
from the crowd creatively. Other companies spend a significant amount, sometimes 100% of their 
time, on various contract assignments for others. 

Year Walk for iOS by Simogo !!
“We want to create games that break the conventions of what games 

should be and how both gamers and other people think about games. 
We will never make a game that involves shooting and killing soldiers or 
aliens. We want to tell other types of stories and reach other audiences.” 

MAGNUS “GORDON” GARDEBÄCK, SIMOGO 

!12



GAME CITY SURVEY 2014

Tarsier Studios offices in Malmö. Photo: Acromacy Media !!
“Tarsier have had several years of steady growth and positive results. Our 

next goal is to expand and eventually get a 100% own IP out on the 
market. Working with a major publisher like Sony gives financial security, 
and we want to use a portion of that money to build something we feel 
really represents all the creative potential that is gathered here at the 
company.” 

OLA HOLMDAHL, TARSIER STUDIOS !
The games developed in southern Sweden are generally of a very high quality and have been well 
received by both critics and gamers. Here is a selection of games developed by the surveyed 
companies, with their aggregated Metacritic scores. Metacritic distills the opinions of the most 
respected critics writing online and in print to a single number . 2

!
!
!
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Metacritic score 

Covers from some of the games with the highest average score 

Title Company Published Platform Metacritic

Device 6 Simogo 2013 iOS 92

Beat Sneak Bandit Simogo 2012 iOS 92

Far Cry 3 Massive Entertainment 2012 X360, PS3, PC 91

World in Conflict Massive Entertainment 2007 PC 89

Labyrinth 2 Illusion Labs 2009 iOS 89

LittleBigPlanet™ PS Vita Tarsier Studios 2012 PS Vita 88

Year Walk Simogo 2013 iOS, PC 87

Bumpy Road Simogo 2011 iOS 86

Ground Control Massive Entertainment 2000 PC 86

Amnesia: The Dark Descent Frictional Games 2011 PC 85

rymdkapsel Grapefrukt 2013 iOS 85

Kosmo Spin Simogo 2010 iOS 83

Dominions 3: The Awakening Illwinter Design 2006 PC 82

Sprinkle Mediocre 2011 iOS 81

Ilomilo SouthEnd 2011 Xbox 360 81

Granny Smith Mediocre 2012 iOS 80

Smash Hit Mediocre 2014 iOS 80

Nimbus Noumenon Games 2010 PC (Steam) 80

Ground Control II Massive Entertainment 2004 PC 80

Touchgrind Skate 2 Illusion Labs 2013 iOS 80
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When it comes to sales figures the developers are generally quite secretive. However, it is clear 
that developers like Mediocre, Simogo and Illusion Labs have done very well from sales of their 
mobile games. Mediocre reported that their last game Smash Hit sold better than all their previous 
games combined. 

Smash Hit by Mediocre Games AB !
 
Frictional Games have built a very strong business around their atmospheric horror and adventure 
games, which to date have been released exclusively on the PC. 

Massive Entertainment and Tarsier Studios are financed exclusively by publishers, which means that 
it is difficult to deduce what the sales data look like. On VGChartz.com it is estimated that the sales 
of LittleBigPlanet™ PS Vita has reached 720 000 copies worldwide , which can be compared to the 3

PS Vita itself which has sold a total of about 8.6 million copies worldwide . 4

Several of the games developed for iOS have been featured on the App Store, which has led to 
greatly increased exposure and sales. These include Smash Hit, Device 6 and rymdkapsel. Being 
featured on the App store can be decisive in whether a product gets a successful launch on iOS or 
not. 
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Revenue models vary greatly but Free2Play, which is very popular internationally, has not had the 
same impact among the developers of southern Sweden. Here it is more common to use the pay-
up-front-approach, although the pricing varies greatly. Mediocre chose to release their game Smash 
Hit for free, with the caveat that you can not save your progress without buying the game. In an 
interview with IT24  in March 2014, only three weeks after its release, Mediocre announced that the  5

game had been downloaded 27 million times. Between 2% and 5% of players had chosen to pay for 
it which amounts to somewhere between 500.000 to 1.300.000 copies sold. In Simogo’s case they 
chose to step away from the low pricing that was common on the App Store when they released 
their game Year Walk. !

“When we developed our first game Kosmo Spin in 2010, we set the price 
at 7 kronor, because that was what everyone else was doing. The 
problem with that is you have to sell millions of copies to earn a decent 
salary. When we released Year Walk, we set a much higher price, and it 
worked out great for us. With Year Walk and Device 6 we have reached a 
new type of audience who would never define themselves as ‘gamers’, 
and we have managed to keep the higher pricing of our games.” 

MAGNUS “GORDON” GARDEBÄCK, SIMOGO !
How the games are marketed also varies greatly. Social media and YouTube is used throughout 
the companies. Many rely on building and maintaining communities, others on digital advertising. A 
few rely entirely on word of mouth, which also usually happens via social media like Facebook and 
Twitter.  

In Massive’s and Tarsier’s case it is the publisher who manages marketing of the games. Tarsier 
market themselves via their own website, Facebook and Twitter, while Sony Computer 
Entertainment handles all of the marketing for the LittleBigPlanet™ franchise. 

!16
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LOCATION 
Of the 32 surveyed companies, 22 are based in Malmö, 8 in Karlshamn and two in Helsingborg. 
When asked if they have ever thought about moving almost all said no. Some of the companies are 
planning or considering moving within the region, mainly to Malmö. A few companies mention 
Germany, France or the UK as a possible alternatives, but there are currently no such plans in place.  

It is clear that Malmö is an obvious choice for many. Malmö combines excellent connections to 
Sweden and the rest of the world with good accommodation opportunities, diversity, support 
functions and the opportunity to expand their network. The culture in Malmö is described as open 
and inviting and people share a strong belief in the future of the city. Malmö was recently ranked as 
the world's 4th most innovative city by the OECD after Eindhoven, San Diego and San Francisco, 
based on the number of patent applications per capita . 6

Malmö University. Photo: Peter Lübeck 
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Karlshamn complements Malmö. Here can be found a beautiful, family-friendly town with cheap 
accommodation and close proximity to nature and the countryside. In addition, Blekinge Institute of 
Technology (BTH) provides games educations in town, which means a steady stream of new talent. 
With the incubator GamePort and events like Game Concept Challenge, young developers get the 
opportunity to try their wings and start a business in a safe environment. This becomes particularly 
clear when one looks at the number of startups in the town. Even established companies like Tarsier 
Studios started out in Karlshamn and remained in the town for many years. After a restructuring and 
subsequent buyout what was Tarsier Studios’ Karlshamn office is now its own company called 
Station Interactive. It's still the same people and the same offices, but with a new name and new 
plans. !

“Sure, we might not have the hottest clubs if you want to go dancing, but 
we and Karlshamn have much else to offer our employees. Many of 
them are parents, which can mean other priorities. It is for example much 
easier to get day care in Karlshamn than in Malmö, and it is much 
cheaper to buy a house or apartment as well as find accommodation to 
rent. Everything is close and it is a safe society. Nature is just around the 
corner and we have a fantastic view of the sea from the office.” 

MATTIAS NYGREN, STATION INTERACTIVE 
 

Station Interactive’s office in Karlshamn. Photo: Acromacy Media 
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Some companies have chosen to work from home, including Frictional Games and Mediocre. 
They have no permanent office and are spread across various cities. 

!
 

!
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Skåne

 Blekinge                

Blast Door Interactive AB

Binary Peak AB

CommuniSport AB

Defrost Games

Grapefrukt (webbfarbror AB)

Haunted House AB

Illusion Labs AB

Midasplayer AB / King.com

Mediocre AB

Ozma Speldesign AB

Planeto AB


Primary Hive

Redikod AB

Redgrim AB

Saguru AB

Star Vault AB

Simogo AB

Supervurpa Handelsbolag

Tarsier Studios AB

Massive Entertainment

VisionPunk

Imperial Game Studio AB

Coastalbyte AB

Dead Shark Triplepunch AB

Forgotten Key AB

Gatling Goat Studios AB

Nemoria Entertainment AB

Noumenon Games AB

Station Interactive AB

Stormhatt Studios AB

Pixelbite AB

Frictional Games AB

Karlshamn

Malmö

Helsingborg
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FUTURE AND OUTLOOK 
Overall, the companies seem satisfied with their situation, but there are definitely things that can be 
improved.  

The lack of available investment is raised by many companies as their main challenge, and many 
would like to have grow their business if the opportunity existed. They mean that there is a distinct 
lack of investor understanding or willingness to invest in the games industry. !

"When I started Star Vault AB there was not much to get help or information from 
in Sweden. I was told it’s not possible to start the way we did. Quite a few 
people told us not to start the company or get investors but to join a current 
company instead, which I found very sad to hear within Sweden. I understand 
why there hardly is any game companies that started like us due to this, and a 
huge factor is when investors doesn't understand the games industry." 

HENRIK NYSTRÖM, STAR VAULT !
“It's very difficult to find funding for game companies in Sweden. In many 

cases it does not seem like venture capitalists or angel investors are 
particularly familiar with what game development is, or that it is an 
industry with tremendous potential.” 

ROBIN HJELTE, FORGOTTEN KEY !
The pressure on the Nordic Game Program reached a record high this year, with 185 applications 
from 175 companies  vying for a total of three million Danish kroner. This is regarded as one of the 7

few opportunities available for small start-ups to get established. Unfortunately, the future of the 
program is uncertain. !

“It's crazy when you think about it. Over 150 different companies have 
applied for the money this year. I think it shows how many businesses 
that are out there, but how little money there is to find today. 
Unfortunately, 2014 is the last year we are able to distribute this money. 
What will happen in the future is not entirely certain yet. The problem is 
that game development falls in between the traditional definitions of 
culture and business. It is both culture and business.” 

JACOB RIIS, NORDIC GAME !
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The five biggest challenges 
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LittleBigPlanet™ PS Vita by Tarsier Studios 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Locating the right talent to enable growth

Being too dependent on your clients

To market and reach out with your games

Finding new clients for consulting work

2
3
4
5

Securing investment in order to grow your company1
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TRENDS 
During interviews with the companies a few strong trends are observed. One of the most talked 
about trends is Virtual Reality (VR), which has been made clear with endeavors such as the Oculus 
Rift and Sony Computer Entertainment’s Project Morpheus. There are great opportunities to create 
amazing gaming experiences using VR technology, but there is little money in it for the developers at 
this point in time. 

Vision Punks’ office i Malmö. Photo: Vision Punk 
 
 
“There is so much going on in VR right now, and I don’t mean just in the 
entertainment world. Virtual reality can be used for surgeries, to train 
soldiers or to allow realtors and architects to show their properties to 
customers. VR will become much more than just games. Facebook's 
acquisition of Oculus Rift was one of the best things that could have 
happened to VR. Suddenly all those investors who previously would not 
even consider VR have opened their eyes to the possibilities.” 

CARL LUNDGREN, VISION PUNK !
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Mobile games are no longer a trend but a fact. The segment is growing rapidly and almost all 
southern Swedish developers are working with mobile gaming projects in one form or another, or are 
planning to do so. Illusion Labs were out early on iOS and have had time to release 11 games, 
mainly different versions of their successes Labyrinth and Touchgrind. Simogo and Mediocre are also 
very active on iOS and has managed to release five and four games respectively on the platform. 
Grapefrukt’s first game rymdkapsel had a successful launch and sold about 200 000 copies in the 
first six months . Today the game is available for seven different platforms. 8

Crowd funding also continues to be a hot topic, with more and more projects managing to secure 
funding through various crowd funding channels. This is seen as an alternative to traditional 
publisher financing. 

Gamification, i.e. the application of game design methodology on non-gaming related areas, such 
as health care or transportation, is expected to grow tremendously in the coming years. !

“It’s obvious that many organizations and businesses in the region are 
interested in gamification, as the topic is increasingly discussed in 
different contexts. The potential in using the regions’ game development 
expertise on wider business and societal challenges seems huge.” 

MARTIN WALFISZ, PLANETO !
Indie development is on the rise and many of the developers in southern Sweden value creative 
freedom higher than growth and profits.  !

“I do not think size is synonymous with success, which I think that Markus 
Persson has proven with Mojang. We want to grow, but in our own pace. 
To grow big or earn lots of money is not a goal in itself. Money is not the 
most important thing for us, we just want to have fun and do our own 
thing. Money is just a necessary tool on the way. Creative freedom and 
the ability to follow our instincts are the most important things.” 

CARL LUNDGREN, VISION PUNK !
The new game consoles are absent, at least among the smaller developers. At Tarsier Studios 
and Massive Entertainment however, game consoles are still the main focus. Massive’s new game 
engine Snowdrop has been developed for the new generation of consoles, the PlayStation 4 and 
Xbox One, as well as PC. Tarsier Studios works exclusively with Sony Computer Entertainment and 
thus only develops games for their PlayStation brand of consoles. 
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OTHER ORGANIZATIONS 
In addition to the companies mentioned in the survey are the following companies operating in or 
near the games industry. Because they are not engaged in actual game development they have 
been excluded from the survey.  

ProCloud Media Invest AB is a game development production company that also has a project-
based fund. They mainly work with existing brands (IP) and has offices in Malmö and Los Angeles. 
The company had a turnover of SEK 10,9 million fiscal year 2012-2013 but has no employees.  

Nordic Game Resources AB operates the annual industry conference Nordic Game Conference in 
Malmö. They also participate in, and cooperate with, other international conferences in the games 
industry, where they work to highlight the Nordic games industry. The company reported a turnover 
of SEK 8,3 million in FY 2012-2013 and has four employees.  

Nordic Game Conference 2013. Photo: Nordic Game !
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EDUCATION AND RESEARCH 
Southern Sweden has an established game education situation, with five higher education programs 
as well as five polytechnic programs. Blekinge Institute of Technology (BTH) provides higher 
education in both Karlskrona and Karlshamn and has a large number of students every year. The 
Digital Games program in Karlshamn has had a major impact on the industry in the area. Several of 
the companies that have moved on to the incubator GamePort stem from the education, and a 
number of past graduates are working in the games industry today.  

BTH in Karlskrona provides three game education programs; Master of Science in Games and 
Software Engineering, Technical Artist and Game Programming. Technical Artist and Game 
Programming which are each three year programs had about 80 and about 90 students respectively 
in the spring of 2014, while the five-year M.Sc program had 178 students.  

BTH Karlshamn provides the three-year program Digital Games since 2004, focusing on either 
programming, design or graphics. In spring 2014, the program had about 100 students. Thus BTH 
currently has a total of around 450 game development students, with more than 200 new students 
arriving each year.  

Malmö University provides a game programming education since 2010 and currently has about 90 
students, with 70 new students arriving in the fall. They state that about 20% of the students who 
has finished the program have jobs in the games industry today.  

The Game Assembly (TGA) is a two year polytechnic program in Malmö educating programmers, 
level designers, technical artists and 3D artists. There are currently 123 students enrolled at TGA, 
with an additional 94 people arriving this fall. Approximately 90% of the students who have 
completed the program have jobs in the games industry today. Since its inception in 2008, 285 
students have graduated.  

Malmö Polytechnic University provides a one year education in mobile game programming since 
January 2014. The program has 35 students, with 35 new students arriving in January 2015. The 
education has close ties to the industry in the region, and has guest lecturers from Mediocre and 
Planeto. !

"At The Game Assembly we put great emphasis on teaching the craft of 
game development. This means that we do not only teach programming, 
3D graphics, level design and the more technical bits of graphics 
production, but also how to collaborate between disciplines with a 
methodology where we mimic the day-to-day of the games industry in 
the closest possible way. We are convinced that this is what makes our 
students so sought after.” 

ANN-SOFIE SYDOW, TGA 

!
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Representatives from the educations highlight that it is difficult to find good teachers with experience 
of the games industry. This is particularly difficult for the academic programs, which also require 
teachers to have some form of academic education.  !

“There is a balance between having teachers with good academic 
qualities and finding people who have practical experience of working 
with games. There are many talented game developers who have 
learned to code or draw on their own, without going to school and 
getting a master's degree. Of course you can always bring in people like 
this as guest lecturers when possible. Talented programmers and artists 
who are also good teachers are probably the most difficult to find.” 

JONAS SVEGLAND, BTH - DIGITAL GAMES !
Polytechnic and academic programs are complementary and fulfill different needs. Polytechnic 
programs are more practically oriented, have shorter duration and gets students in direct contact 
with the professional world through internships. The academic programs are more theoretical and 
have the goal of developing the medium as a whole in the long-term. They also provide the 
opportunity for further education and even game related research. 

Several of the developers emphasize that the games educations are important for providing new 
talent, and several people who graduated from BTH and TGA have been employed by companies in 
the region. !

“The Game Assembly is undoubtedly a very important resource for game 
developers when it comes to recruiting. It is one of the best game 
educations in Sweden today. With that said, I think the educations in 
Skövde and Stockholm are doing a good job, but TGA stands out. We 
feel that the quality of the students from the TGA is very high. Many of 
Tarsiers founder attended the School of Future Entertainment in 
Karlshamn, so the game educations play an important role in making the 
south of Sweden a leading part of the Swedish games industry.” 

OLA HOLMDAHL, TARSIER STUDIOS !
Unfortunately the educations are not able to fill all the competence needs, and the lack of senior 
talent still inhibits growth for the companies in the region. 

!
!
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SUPPORT FUNCTIONS 
The region has several support functions that can assist both startups and established companies.  

Media Evolution is a cluster organization working to strengthen innovation and growth in southern 
Swedish media industries. They run projects and offers services in three areas: meeting places, 
market creation and competence development. Several of the companies in the survey are 
members and through Media Evolution they have gained access to free professional development, 
amongst other things. 

Media Evolution City in Malmö. Photo: Media Evolution/Sebastian Borg !
MINC is an incubator in Malmö offering business development, a creative work environment, an 
international network, mentors as well as coaching and support. They are not targeting any specific 
industry and instead has a more general approach working with startups from various fields, 
including games. Among other things they collaborate with The Game Assembly, aiming to inspire 
their students to dare to pursue their own ideas and start their own businesses.  

Drivhuset helps new entrepreneurs to start and run businesses, or otherwise realize their ideas. 
They offer guidance, training and a creative work environment for entrepreneurs. They collaborate 
with some game educations but are not specifically targeting games development at this point.  

Blekinge Business Incubator (BBI) which is headquartered in Karlskrona, is one of the ten best 
performing incubators in Sweden . They run the game focused incubator GamePort in Karlshamn as 9

part of their regular incubator business. Six of the companies in the survey are currently housed at 
GamePort, and both Tarsier Studios and Noumenon Games began their operations while in the 
incubator.  
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Game City is a newly founded organization that is working to develop and maintain southern 
Sweden as Europe's leading region in the development of digital games. This includes product 
development, operations, services, gamification, education and research related to digital games. 

Game Concept Challenge (GCC) in Karlshamn is an annual competition in which teams get to 
present their game concepts to a jury consisting of games industry professionals. The winner gets a 
spot in the GamePort incubator, access to mentors in the games industry as well as a small amount 
of money to develop their game concept further, towards a finished product. The competition has 
been around for years, and it was also here that Tarsier Studios got its start with the game concept 
which later became the hyped The City of Metronome. One of the latest companies to get started 
this way is Forgotten Key who have won GCC three years in a row.  

Aer by Forgotten Key !!
“We started Forgotten Key during our studies at the Digital Games 

program at Blekinge Institute of Technology in Karlshamn. Game 
Concept Challenge has really been the springboard we needed to dare 
to take the company forward. Today we have five people working full time 
on developing our next game; Aer.” 

ROBIN HJELTE, FORGOTTEN KEY !
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CONCLUSION 
It is clear that the games industry in Skåne and Blekinge has a very exciting and promising future 
ahead of it. There are plenty of success stories, and with a number of exciting launches in the 
coming year, there is every reason to believe that the trend will continue. The growth potential can be 
considered very good, with most companies having plans to expand their business. The lack of 
available capital and investors who understand the industry is holding them back, but if improved 
there is promise of continued growth.  

The region is characterized by an open and social culture, with good communication and 
collaboration amongst businesses. The available support functions improves conditions for both 
startups and established companies and makes it attractive to establish and operate businesses in 
the region. The game educations ensure that there is a steady stream of new talent available, and 
also generates several new companies every year. The need for senior talent remains strong, and 
there are many players fighting over the existing expertise in the region. 

The game developers of southern Sweden are at the forefront of a fast moving industry. Innovation is 
at their core, they develop games for all platforms, and are early explorers and adopters of new 
trends and technologies. The smaller companies are flexible and can act quickly, while the larger 
companies are now established organizations with stable economies and steady growth. 

The games industry in southern Sweden is still in its early days. It's a young industry with great 
potential, and the coming years looks like they will be very eventful. This is only the beginning of a 
very exciting future for the industry in the region. 

!
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METHOD 
This survey has been conducted in several steps. First a list of all companies active in game 
development in Skåne and Blekinge was created. This was done by compiling information from 
various sources, including the Swedish Game Industry’s Game Developer Index 2012, a list of 
Swedish developer compiled by Sara Casén with contributions from hundreds of developers in the 
country and by searching the company database at allabolag.se for all companies listed as being 
involved with game development. 

All companies were then verified to be active and operating within the games industry. A 
questionnaire was created containing questions regarding the current state of affairs, future, 
challenges etc. This questionnaire was then sent to all companies on the verified list, and the 
answers then served as basis for this report. Of the 32 companies listed 24 have completed the 
questionnaire. After the survey responses were received, data on turnover, profit and number of 
employees was verified and complemented using allabolag.se. 

The same process was repeated for the game educations, whereupon a new questionnaire was 
created focusing on their operations. Only two of the educations completed the questionnaire, but all 
educations have provided data on the educations and number of students.  

All data was acquired and all interviews were carried out in May 2014, after which this report was 
created to encompass the results of the survey.  

There may be additional companies active within game development that have not been identified 
using this method, and thus were not included in the survey.
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This report is produced by REGN Consulting on behalf of Game City 
and funded by Invest in Skåne. 
!
Game City is a nonprofit organization that is working to develop and 
maintain southern Sweden as Europe's leading region in the 
development of digital games.
!
Invest in Skåne is a regional business promotion agency for Southern 
Sweden whose mission is to attract foreign investment to the region and 
to promote exports and internationalization.
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