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DOCUMENTED CHANGE PROCESSES ACROSS THE BSR WITH UPDATED REGULATIONS, STRATEGIES AND SCHEMES

1. Introduction

Recap: From innovation dialogue to action plan

The ambition of the Baltic Game Industry project was to empower a booster for the regional
development of the game industry by enabling both the public authorities and the game communities
to implement measures and framework conditions to foster growth.

To tap into the full potential of the collaboration of nine individual regions of the eightriember
countries bordering the Baltic Sea, the first step was to map the BSR game industry and provide a
sound basis for exchange between public authorities and industry stakeholder (innovation dialogues)
and determination of activities (action plan, ugation and VR pilots) to reach the project goal.

The attempt at a snapshot of the current situation proved to be unwieldy for several reasons: e.g.
there is no a specific NACE (Statistical Classification of Economic Activities in the European
Community) tassifier, allowing to identify game development enterprises under a game
development category; incongruent definitions and analytical categories used to classify statistical
information; the fact that for many regions no facts on the game industry haenlgathered, and

if at all only natioawide. This snapshot was to cover not only the current situation of the game
industry but also reflect the economic climate and include factors that may incite or inhibit the
appeal of the region for game companiesdettle there. For this purpose, we identified ten areas:

=

Availability of young talents

Availability of senior talents

International success

Positive awareness

Investment activities

Existing game community

Gamesupporting Lobbying with poliegnakers
Good lving conditions

Good salary conditions

Entrepreneurial spirit

=A =4 =4 =4 =4 4 A =4

=

We gathered as much information as possible into an interactive online Ywdiph the incongruity

of the gamerelated statistics, we decided to use a mood barometer based on estimates ofardlev
experts to reflect the climate for the game industry. The reason for this investigation was to have a
shared understanding of where the potential for improvement and remedial action lies and to
identify respective actions. Whereby the transnational lexage was to inspire and guide each other

with respective experiences, good practices and success stories. The idea was to compare the mood

1http://profile2020.balticgames.eu
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DOCUMENTED CHANGE PROCESSES ACROSS THE BSR WITH UPDATED REGULATIONS, STRATEGIES AND SCHEMES

barometers of 2018 with those of 2020 to evaluate whether the actions taken or initiated have
(already) shown an ingxt.

The research confirmed the need for much closer cooperation of the regional authorities and their
agencies, with stakeholders from the game development ecosystem to hightlight actual challenges
in startup and scalaip of games businesses. This wa$eetuated in the secalled innovation
dialogues which brought stakeholders from different groups to the table and provided an
environment for intensive discussion and capacity building on all sides about the requirements,
needs, backgrounds, approaches,asening, history, attitudes, and limitations of authority or
influencial capacities.

The main takeaways of these innovation dialoguesere the ensuing Action Plans. However, the
documentation of these dialogues embodies far more than just a set of reptrey provide valuable
suggestions and practices on how to shape a productive encounter and exchange of two factions that

often seem to be at the opposite ends of the demagdhnt chain, with very different responsibilities

and procedural environments. Wile in some regions the dialogues themselves have been
LISNLISGdzt §8R | yR (Kdza O2yatAaddzis I 4OKFy3ISé Ay (K
authorities with constructive input for the design of an action plan, published output 2.3 of the BGI
project?

From action plan to change process

In parallel to initiating or implementing the action plan, more intangible activities not always
specifically mentioned in the plans were ongoing measures to enhance framework conditions and
forster a positive climate for the game industry. The impactlodde activities were improvemens
such as putting the industry on the political map, increasing the appreciation of the industry,
strengthening the ties between public organisations and industry stakeholders, community building
efforts, promoting the regioal game industry, enhancing the location marketing and facilitating
recruitment of experienced nofU senior professionals.

In the following, the public authorities have portrayed the change process in their region. As with
the description of the innovatio dialogue, here to an additional benefit can be found in the different
practices, success stories, ideas and approaches and taken as inspirations by other iafioraly,

the governmental policymakers are likely to change with every election, whedies an additional
challenge to implementing a consistent change process. Also, a lot of planned measures were put on
hold due to the pandemic and the ensuing encumbrances in travelling, physical meeting and event
execution. Nonetheless, the changes iated and outlined in this document are remarkable and
testify to the strong impact the BGI project had on the promotion of the game sector.

2http://baltic-games.eu/171/outputs/frameworknprovement/- see the pdfs in (2) Communicatiorap and an
innovation dialogue documentation

3 See documentation of the dialogues ending with the English summary of the action plan (footnote 2). For the native
language action plans, se&ip://baltic-games.eu/171/outputs/frameworknprovement/- pdfs in (3) Action Plans and
Strategies for Framework Change Processes

#046 BALTIC GAME INDUSITRY
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DOCUMENTED CHANGE PROCESSES ACROSS THE BSR WITH UPDATED REGULATIONS, STRATEGIES AND SCHEMES

2. Denmarkc Norddjurs

2.1 The role of the Innovation Dialogues

Several challenges weridentified during our
innovation dialogues with both key loca N
stakeholders, as well as external experts ar

organisations. We concluded that in order fc “ConprTioNS
any framework conditions to change, followini
challenges needed to be addressed:

AVAILABILITY OF
YOUNG TALENTS

GOOD LIVING
CONDITIONS

AVAILABILITY OF
EXPERIENCED
TALENTS

1 A lack of public-private partnerships,

where municipality, educational
institutions, and game incubator

. GAME-SUPPORTING I‘NVT‘E‘RN‘I@TIONAL
strategically work together. POLICY MAKERS SuCcEss

9 Attracting talent to a municipality outside
the few larger cities in Denmark, require
raising awareness and being proactiv P CoMMONITY
with activities that puts the ecosystem anc

POSITIVE
AWARENESS

INVESTMENT

the city on the map. ACTIVITIES

1 There is a clear lack of physic:
infrastructure that showcases all the gam ooxrvexcaon | ARGET YEAR 201
development activities going on along e —
G¢KS DIFIYS aArfSés
educations and the game incubator ar.
physically loated.
1 The mutual dependency of education institutions, the game incubator and the municipality,
requires a cluster development approach to a clear, agrapdn common development plan.
Following our innovation dialogues, we analysed the results in SWOTT&WS which served as a
basis for our action plan development.

Image: Mood barometer 2013021

We determined the following 4 action areas with corresponding activities within our overall action
plan would serve as a way of strengthening the framework support of game development in
Norddjurs:

Action Area 1: Creating a common vision and plan for physical development of the game
community

A. Engaging experts in physical planning and city development
B. Identifying key local stakeholders
C. Development workshops with local stakeholders

Action Area 2: PubliePrivate Partnerships

6| #046 BALTIC GAME INDUSTRY



DOCUMENTED CHANGE PROCESSES ACROSS THE BSR WITH UPDATED REGULATIONS, STRATEGIES AND SCHEMES

A. Increased dialogue and cooperation between Norddjurs Municipality and the local game
ecosystem
B. A united development strategy for the game community
C. Raised awareness and branding of the game community and furagipgrtunities
Action Area 3: Cluster development

A. Research on cluster development and mapping potential clusters forjpesttice knowledge
B. Study trip, analyses, and recommended activities for developing aflellged game cluster
Action Area 4: Creativéalents for the future

A. Host a development workshop on the role / lack of role of the game community within the
existing business supporting scheme
B. Followup activities on the results of the workshop
It is important to point out that the activities in thaction plans are not standlone activities but
overlap and are sometimes dependent on other activities within the action plan in order to be
effective.

2.2 Change Process

Context of Change Implementation

A key challenge during the project was theroduction of a new national business support law,
which reduced the number of public organisations who can support business development from
three to two. From being supported on a national, regional, and local level, business support can
now only be spported on a national and local level. This change has had an impact on several of the
action areas, as the regional level has played a key role in supporting local initiatives traditionally.

Results of the effected improvement process

Local funding foGame Hub Denmark incubator activities

One of the key issues for the development of the game industry in Norddjurs is a continual flow of
financial support to provide quality activities and to promote game incubation. As a consequence of
the abovementionedchanges in the public business support structure, we started looking into local
political and financial support for activities that could increase the success of the incubator and
growth of their startups. Through a lobbying effort and a series of infafrmeetings where the
incubator met with local politicians, a partnership agreement was signed agreeing on financial
support from Norddjurs Municipality in the order of 1.2 m DKK foryedr period. The funds were
also available for the incubator to be @ as cefunding in larger projects.

A united development strategy

Following the informal meetings regarding financial support, it became clear that a more united
development strategy for the game sector in Norddjurs was needed. Therefore, the relevant
educational institutions, Game Hub Denmark and Norddjurs Municipality worked together on
prioritising the goals of a united development strategy, that can be implemented in cooperation.

#046 BALTIC GAME INDUSTRY
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The strategy was a snapshot analysis of the entire game ecosystenrddjiNis, combined with the
long-term potential and finally the goals and needs of the ecosystem in order to succeed.

Pause on physical infrastructure development

The entire game ecosystem in Grenaa is located on a single street, and the trajectory of game
RSPSt2LIYSyd SRdzOF GA2Y aNMHzya |ft2y3¢ GKS aDFYS aAif
eventually would end up in Game Hub Denmark, if they want to start their own game business.
However, there is a massive potential for investing in the enhancemetineophysical infrastructure

2T GKS aDIFIYS aAfSéd ¢KSNB Aa y2 LKeaAlOlft SOARSYyC
game incubator in the country, which means neither foreign investors, game promoters, local or
national stakeholders can see whagbes on.

The action plan strived to create a common physical development plan, where each institution would
incorporate the promotion of game development in their physical infrastructure development plans.
However, the plan was put on hold, partly due@oonomic struggles of Norddjurs Municipality, as
well as due to the stakeholders realising a need to create a common language and branding and
marketing cooperation, before the partners could agree on how to create the physical infrastructure.

A common laguage for branding and advertisement

During the series of meetings between stakeholders and partners during the work on development
strategies, it became clear that local cluster needed to get to know each other much better.
Furthermore, there needed todan agreement on how to promote the local cuslter, using common
terms and a common language when promoting, lobbying, and working on showcasing the qualities
of the ecosystem in general, and the incubator in particular.

Work has progressed on getting céontable with understanding each organisation, the structure
and their interaction with the game ecosystem, and how the financial support structure is set up for
each organisation. Furthermore, a opager has been created that each partner can use wheneve
they are promoting the ecosystem and specific partners to external stakeholders. Creating a common
language and agreeing upon how to promote the ecosystem towards a multifaceted group of
stakeholders is a long process, and something that is still beorged on.

Cluster crossroad

Norddjurs Municipality has worked towards making the entire game development ecosystem into a
full-fledged cluster. The development of the incubator and the series of game developioeumnsed
education that has grown in Grenahad taken place autonomously, outside of the existing public
business development schemes. This means that they had not received any type of support other
than the most general business support, and only had limited options finding external funding for
dewvelopment projects on a local, regional, and national level. As the incubator has matured, it has
had more luck in gaining regional support and then through that, alséueding. However, with the
departure of the regional business support scheme from Blandaw, this has left yet again a gap,
with very limited possibilities for specific financial support on the national level.

8| #046 BALTIC GAME INDUSTRY
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By NorddjursMunicipality becoming a partner in developing a game cluster in Grenaa, the chances
of getting more funding and thereby developing the entire ecosystem has increased. This is a long
term effort with a focus on triplehelix cooperation, meaning PAs, eduiaial institutions and
private game companies via the game incubator. In the cluster, the partners have to work closer
together, both internally, but also externally towards stakeholders.

The cooperation is now in place; although various economic prierii@ve put a strain on the level

of commitment each partner to dedicate time into the cluster development, which is a-feng
endeavour. Therefore, the cluster is heading towards a crossroad, where the choices are staying as
a local cluster in Grenaa opening up and merge with other regional and national partners and be
part of a larger cluster of game development, with stronger financial support.

G ¢ KS 51| ydaldfdtmatdis€ussions and lobbying

The Danish way is a way to describe the methods hesad to create change as envisaged with the
action plan. We have worked in a very informal environment, where the hierarchy in each
organisation and stakeholder institution has had very little impact. This means as an example that
our mayor has visited thgame incubator on several occasions, has talked strategy and development
with the head of the incubator, but also with the enrolled students / stapis.

Norddjurs Municipality has also used this approach to lobby towards more public funding specifically
dedicated to game development, which is a letegm effort but where some of the results hopefully
will be showing in the coming years.

Conclusion

All in all, the action plan has significantly helped to develop the game development ecosystem in
Grenaa, wile at the same time also highlighting the needs and potentials that can be worked on. It
has also given a much clearer picture that some actions are more-sfiontand should be prioritised

first, while other more longerm actions can be made easier biyishing some of the faster
implementable activities within the action plan.

#046 BALTIC GAME INDUST®Y
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3. Estoniac Tartu

3.1 The role of the innovation dialogues

Background
908y (K2dzaAK 9&0G2YyAl Qi
young and emerging indUStry’ in 2012’ th GOOD SALARY AVAILABILITY OF

CONDITIONS YOUNG TALENTS

GameFounders, a stattp accelerator and pre

seed fund working exclusively with gam

studios, started its operations in a hub iI  soouving
Estonia. The slow growth, a lack @spurces

and educational opportunities were the ke
challenge for the game development industry , .~
A small number of companies and a hic roucy ks
number of enthusiasts represented the

industry.

AVAILABILITY OF
EXPERIENCED
TALENTS

INTERNATIONAL
SUCCESS

EXISTING GAME

a POSITIVE
COMMUNITY S5

Today, the sector employs around 500 peopl mum
the largest pool of compdas consists of small INVESTMENT

teams with up to 5 employees (80 % of th

whole sector). An estimate of 70 companie

places the industry size in the lower range « START YEAR 2018 TARGET YEAR 2021
the whole BSR. Two NGOs dedicated —
supporting the game community were establishe Image: Mood barometer 2032021

in 2017¢ APT Gamé&enerator (in Tartu) and Gamelab (in Tallinn).

However, with all that taken into account, the lack of attention and support from the government,
in Estonia, as the game industry is part of the creative industries sector and therefore curated by the
Ministry of Culture, was the major setback of the game development industry.

Initiating the dialogue between industry and government

After initiating meetings and interviews with the relevant stakeholders (representatives from the
ministries, game studios, etcwe identified the following critical problems:

1. Lack of strategy/action plan for communication and lobbying outside the game

development community

2. Little knowledge of the game sector in the VC/business angel community.

3. Lack of support measures (basiodncing, ceworking space) for game staups.

4. Lack of skilled specialists in some technical areas (UA, Unity/Unreal development, etc.).
Our approach for the innovation dialogue was influenced by the fact that although Tartu City
Government is responsiblr the framework change process, it was essential to share knowledge
and information between us, Tartu Science Park (responsible for the incubation programme), the
local game community and other relevant stakeholders in the region and beyond.

10| #046 BALTIC GAME INDUSTRY
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The innovatbn dialogues were very important to establish a working relationship between these
stakeholder groups and build understanding and trust that could be converted into common
initiatives and actions. Yet, in order to get a more detailed overview, bigger mgetvere held

during key regional events that enabled us (Tartu City and Tartu Science Park) also to get more depth
insight into the community.

Determining the action plan

We have chosen a bottorap approach for Tartu; we have identified thechallenges, collected
necessary data and now we are trying to solve those problems on the regional level. In order to
compile the action plan for improving framework conditions for the game industry, an analysis on
the status in other countries and regiongas conducted. During the analysis, 11 people were
interviewed, including industry insiders, people from the ministry and experts from across borders
(e.g. from Finland and Sweden). In addition to that, the relevant documentation and strategy papers
were analysed and the industry development situation in Finland and Sweden mapped. One of the
outcomes of the aforementioned analysis was the S\WhWaErix of the Estonian game industry.

The main aim was to develop a dialogue between the different institutiorss thad a limited
understanding of the activities, resources, and powers of the other parties. These meetings and the
discussions helped to prepare an action plan addressing following challenges or requirements:

1 Lack of a national support scheme for the gamdustry- Facilitating inclusion of a game
development component on the local level in Tartu. The most efficient and feasible course
of action was deemed to be a focus on human resource development via trainings,
workshops, seminars, jams / hackathonand creation of a systematic approach by
introducing an incubation scheme.

1 Lack of funding The community today is based on enthusiasm and the people developing
games are doing it as their hobby. Public support instruments are mainly dedicated to
companés which are making R&D projects, however, not many small enterprises are familiar
with it and do not have the knowhow to use these instruments.

1 Lack of knowledge We lack senior experts, either developers or mentors, therefore new
game startups do notreceive the necessary advice from mentors, which could be very
beneficial during a startip phase. One of the biggest gaps may also lie in the sales and
marketing knowledge regarding games, because many sipst who managed to create
really good producthave little experience with how to sell those products.

9 Lack of specific educationA noteworthy point was made that there is not much game
specific education in Tartu and in Estonia. In Tartu, ICT curricula are being taught in Tartu Art
School etc., howeer, those provide only parts of game development study subjects, such as
3D modelling or other elements of game development. It might be possible to cooperate with
the Tartu Vocational School who is under the responsibility of the Tartu City Government an
might be more flexible than traditional educational institutions.

1 The most valuable observation was that local business support organisations and the game
community are open to the idea of including game development elements and are favouring
the creatbn of the incubator for which they already had some specific ideas on what and

#046 BALTIC GAME INDUS[TRY
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how that could be achieved. This gave a great perspective at what future action plans could
look like and a bright outlook that these stakeholders would commit to help drattiegn.
On the basis of our SWOT and TOWS analysis, we found that the following three actions would serve
as a way of strengthening the framework support of game development in Tartu:

Action 1: Incubator for game industry stamips

i Establishing incubator and office space for stapis
1 Launching a mentoring and assistance programme
Action 2- Game development education in Estonia

1 Launching a pilot programme in game development clulisigh schools
1 Enhancing the curriculums and courses to educate specialists in different fields of game

development
Action 3- Communication and dissemination

1 Raising awareness for the game industry potential among decision makers in ministries and
governmert
1 Raising general awareness of games' potential and role

3.2 Change Process

Recap of Change Implementation
T 10GA2ya FNB R2ySs K2gSOSNE &42YS aidAiatt ySSR Y2
1 Initiatives implemented by other organisations have become a key factor irsticeess of
actions, which have accelerated some of the changes. The video made (additional activity
which was not planned originally) for showcasing our potential and opportunities was an
essential part for communicating the game sector.
1 The speed and ordeof actions were affected by the need for planned measures or changes.

Initiated Change / Improvement Processes

During the BGI project, we started to contribute to the implementation of various other initiatives,
the generation of ideas, the organisatia@i events that contributed to the promotion of the game
industry in Tartu and helped to improve the business environment for game companies.

When starting with the project, we, together with the Tartu Science Park found that the ideal place
for the gameincubator could be under the Creative Industry Centre. Although this has not
materialised, the collaboration between Creative Industry Centre and Tartu Science Park has resulted
in launching an incubation programme aimed at game developers and film indagstmpanies
interested in gaming.

Video games have evolved into complex works of art, where game design marries many other art
forms including 3D animation, music, and storytelling. The desire to be actively involved in an
engaging story is a basic humampulse, and the main reason behind the success of computer games

12| #046 BALTIC GAME INDUSTRY
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is the interactivity they offer. Games and films are likely to merge since people would prefer to
engage in something that combines different forms of entertainment. In the future, the mavilés
be playable, and games allow players to access more rdikgecontent within them.

Technical competence and experience will be brought to participants together with APT Game
Generator, Tartu Film Fund, and international partners of the Baltic BEsqdqrroject. Participants

will have access to international mentors, free participation at international events and numerous
relevant workshops.

The role of the City Government is to support such initiatigege are to grant the sustainability of
the emsystem and support viable ideas.

Although we were not able to make significant influences to enhance the game development
education in Estonia, we were able to support the local community in organising events and the APT
Game Generator got funded by tlodty in order to help youth education in gaming.

Furthermore, we mapped the local situation and found also enthusiasts working on VR games from
the University of Tartu, that we missed during the initial mapping in 2018.

Together with the Tartu Science lRaand sTARTUp Day, we launched a STARTUp Talks series event
on gaming. STARTUp Gaming the place to be for game developers, professional gamers, and
gaming enthusiasts to learn about the latest developments and learn practical skills from some of
the most talented professionals in the world.

Assessment of change impact so far

1. Game incubation is continuing after the BGI project and a framework for the sustainability has
been created.

2. Game education needs more attention in all of the educatiorlevGood to see that the youth
education is being tackled.

3. The awareness about the game industry potential among decision makers in ministries and
government needs more lobbying. The local / regional level is already on board. In February 2020,

City d Tartu underwent a change in the city government. The new coalition agreement between the
9aldz2yAly WwWSTF2NY tINIe yR GKS {20Alf 5SY2O0NX GAO
participate in supporting business accelerators and incubators in iatiow fields (space technology,
0A20SOKy2f2383x O02YLJzi SNJ 3 YS AYyRdzaliNRI SGOd0Es Y
local ecosystem. Furthermore, STARTUp Day business festival (with 4,400 participants in 2020) has

put gaming as one of the keagpics into their programme.

4 https://balticexplorers.eu/
5sTARTUp Gaming 20i&0part ofsTARTUp Talksan official sideevent series 0§ TARTUp Day 202the biggest business
festival in the Balticeaking place on 2729 January.
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4. Finland- Helsinki

4.1 The role of the innovation dialogues

ENTREPRENEURIAL
SPIRIT

Framework Conditions at the Beginning
of the BGI Project CCoNDITIONS

AVAILABILITY OF
YOUNG TALENTS

When the BGI project started, the Finnis

game industry was already well developed i 600D LIVING
comparison to other Baltic Sea countries. Tt

Finnish industry had maturity and it was on

quest to greater stability. The number o ‘
studios and employees in the indugtwas Gﬁﬁﬁﬁiﬁﬁfé
relatively high compared to other countries

in region ¢ with about 250 studios (104 in

Helsinki area) and 2,750 employees (sourc B OMMUNITY
Finnish Gamendustry Report 2016 In 2016,

Finnish game industry had a turnover c ACTIVITIES.
2,500 million euros (sourceEinnish Game
Industry Report 2016 and public authdties
on both the local and national level were
beginning to acknowledge the game industry
as significant economic driver.

AVAILABILITY OF
EXPERIENCED
TALENTS

INTERNATIONAL
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Image: Mood barometer 2023021

The game developer community was, and still is, strong in Finland and especially in Helsinki. It is a
community that is eager to slre their learnings with each other and nurture the growth of new
game developers. There are also established organisational structures to maintain and support its
growth and development.

The public government attitude towards games industry was (antisjirather positive. However,
overall, even in Helsinki there was a need to discuss the benefits the industry brings for the city and
its needs. The City of Helsinki and the local game industry had a joint understanding of the key
challenges to be addresd on the local and national level. On national level the biggest problem
seemed to be a low prioritisation of the industry and its key challenges by policy makers, particularly
in non-economic government sectors.

When it comes to direct public supponyith three interest and lobby associations and with two
incubators with special focus on games, the Finnish game industry had already rather good support
structures. Financially, the Finnish game industry benefitted from public funding, such as Business
Finland grants, and other support instruments. Furthermore, positive investment climate supported
the growth of the industry and experimentation of new things. However, private investments were
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lacking as the investors lacked an understanding of the gamesing and also the availability of
seed funding was identified as a problem.

At the beginning of the project, the three project partners in Helsinki joined their forces to map the
current state of the industry and to the form a mood barometer. In many waifgation was already
greatg e.g. when it came to international success, existing game community and positive awareness
¢ but there were some challenges to tackle by the project as weadbpecially the availability of
experienced talents was letting ¢hindustry down. The mood barometer helped the project partners

to identify the areas of focus on in the upcoming innovation dialogues and the SWOT analysis.

Innovation Dialogues Giving Important Guidance of Needed Changes

In the beginning of the dialogue process the project partners noted the importance of communicating
effectively with public governance authorities, game developer studios and indie developers alike.
Therefore, the project partners in Helsinki chose to aggoh the innovation dialogues with an
intermediate approach with Neogames being the one organising and moderating the dialogue
events. Neogames was an ideal candidate for this role due to its experience on acting as an
organisation bridging the gap betweelifferent actors in the local game industry ecosystem.

After finalising the mapping of the current framework conditions and analysing the possible focus
areas that should be improved in particular, the partners in Helsinki launched a series of innovation
dialogues. The innovation dialogues were held in spring of 2018. The first dialogue focused on talent
attraction and ceoperation between the industry and the city of Helsinki. The meeting united games
industry HR specialists and public authority represgives from the city and the national
government too. During the meeting, especially the need foioperation between different actors

in marketing Helsinki as a place to work and spouse support measures were underlined.

The second dialogue focused ohatlenges and opportunities game industry entrepreneurs face in
the Helsinki region. The meeting was attended by game entrepreneurs and city officials. The meeting
discussed the challenges companies face in Helsinki, solutions to them and what kind oift gy
start-up companies need. Most of the attendees could be profiled as indie developers. During
discussions it was emphasised that stags need more information on different funding
opportunities and business models. Pemrpport was also considerad be extremely important for
young startups.

The third dialogue was organised with leading global game developer studios located in the Helsinki
region. The discussion highlighted especially the need to solve immigretlated challenges, the

need tomake Finland more attractive for global talents and that Business Finland plays a crucial role
GAGK Ada FdzyRAY3I YR GKS AYLERZNIFYyOS 2F LkRftAOe Yl
game industry so that the decisions they make do not make litléato access new markets.

After these three innovation dialogues, Neogames called together a work group with people from
different parts of the city governance (different divisions such as International affairs, Culture and
Leisure and Education weregsent) and the Metropolia University of Applied Sciences. In a work
group meeting in October 2018 the group discussed the next steps ammpetion with different
actors who should be engaged in the upcoming action plan.
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Creation of the Action Plan

As the action plan had to focus on actions and approaches that would be possible to realise during
0KS LINp2SOGQa tAFSGAYSSET a2YS ARSIA RA&aOdzaaSR gAd
Those discussions and topics, however, are kept in mind fazdoterm development and lobbying

efforts. As the current strategy of City of Helsinki covers the years-2021, it was decided that

the action plan should address its implementation.

Three main action areas were identified: access to support, marketirdy talent attraction, and
smooth transitions to amateur talents.

Action 1: Improving accessibility of public support measures for games industry SMEs
This action had two main ideas:

1. Access to information: to map the gaps and bridge the gaps in accesftmation on
support measures

2. City of Helsinki supporting games industry: to identify the lead body in city administration
for strategic development of support measures targeted to game industry and to
institutionalise these measures

Action 2: A publieprivate cooperation in city marketing and talent attraction
This action was focused on two themes:

1. Talent attraction: establishing eoperation model for supporting talent attraction

2. Talent integration: finding ways to support talents and thi@imilies in relocating to Finland
Action 3: A clear route for games industry professional for amateur talent
This action focused on following topics:

1. Tackling the barriers of the entry to Finnish game industry for young talents: support
measures for studets to find their way to industry and implementation of BGI incubator

2. Intergenerational knowledge transfer: facilitate int@mmunity knowledge transfer and
better matchmaking for local internships

4.2 Change Process

Context of Changémplementation

The change process did not take place in vacuum, so this chapter also explains what external factors
influenced in the implementation of the change process. Consequently, the first part describes the
changes in the environment, i.e. efforttsat were made outside the action plan, supporting the goals

of the action plan, and challenges faced during the implementation.
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Now that the BGI project is ending some parts of the change processes are sgitlimyn under
dedicated new projects and eoperation practices. Therefore, the second part describes efforts that
are still ongoing by city governance or some other actor.

The third part describes how we implemented the action plan and what we achieved with it.

During the change process, Neogamegaorised three work group meetings with representatives
from different departments and divisions (such as international affairs, economic development,
education, culture) of the City of Helsinki, representatives from Metropolia and the Helsinki Games
Capitd cluster organisatiohc in October 2018 (engaging the key stakeholders in the drafting process
of the action plan), in February 2020 and in September 2020 (in order to follow up and discuss the
implementation of the action plan).

During the action plaimplementation phase, Finland arranged a parliament election in spring 2019.
Negotiations on the new government and its policy programme took place over the summer 2019.
Even though it was long known that elections would come and depending on the rethsts,
government might be very different (or very similar) to the last four years, during the drafting of the
action plan it was not possible to foresee the results and what would be the topics put on the policy
programme of the new government. However, li® new policy programme defined the resources

of the City of Helsinki and therefore would have a significant impact on realising a number of key
parts of the action plan (in particular talent attraction and integration), during 2018 Neogames
adopted someof the project priorities in its own policy recommendations and pushed the new
government to address them.

tdzGdAy3a GKS 3AFYS AYRdzZAUNER 2y GKS 3F28SNYYSyYyGo
priority

The key lobbying efforts of Neogames on the policggvgamme of the new government addressed a
number of key issues that are relevant for the games industiry particular related to immigration.
The success of these lobbying efforts led to changes in the action plan implementation.

Neogames drafted avorking document on optimising the Finnish immigration process for highly
qualified experts’ as the innovation dialogues had stressed the importance of making the whole
process smoother. All in all, during the action plan implementation phase, Neogames had 12
meetings with various key decision makers on the immigration process and talent attraction. In the

end, lobbying efforts together with industry stakeholders brought resgltee new government set

a onemonth immigration process as one of this targetsdamhe government agreed to increase
aAINAQE O60KS CAYYAAK AYYAINIGA2Yy | 3SyOey FdzyRAy 3
support measures for talent attraction and integration.

Furthermore, as moving to Finland might bring costs to thertedanoving here, Neogames lobbied
for having tax relief on the moving costs paid by the employer. This was adopted to Finnish legislation

6 https://helsinkigamescapital.fi/
7 http://lwww.neogames.fi/wpcontent/uploads/2018/04/NeogameErityisasiantuntijarOleskelulupalraft08. pdf
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in 2020: 50 % of moving costs paid by employer become tax free income in the personal taxation of
employees.

New Progct to Support Talent Attraction and Talent Integration

The need for better support and coordination for both attracting talents and integrating them to the
Finnish society was highlighted during multiple discussions with the city governance. With the help
of funding from the new government, the City of Helsinki launched a project céflednational
Talents Accelerating Growtin autumn 2019. The project activities focus on attracting talents to
Helsinki and helping talents to integrate in Helsinki area. This project continues until summer 2021.
It is cofunded by the ministry of employment and economic development, the citieslelsinki,
Espoo and Vantaa and other project partners.

Thelnternational Talents Accelerating Growpinoject is largely based on the work done during the
BGI project. Many actions named in the action plan about talent attraction and talent integration
and also some in the action plan on finding routes for amateur talents were realised under its
umbrella.

We do not foresee an immediate effect of these changes, but a-teng impact as there is an
SEGNBYS O02YLISGAGAZ2Y FT2N) ieza® GFHtSyia o6GKS aglk NI
Tough Spots

As mentioned before, the change process did not take place in the vacuum, and we faced a couple
of issueg first in early summer 2019 when Games Faclalpsed its activities and the second one
as the COVI9 pandemic reached Finlartliring spring 2020.

As the implementation of action plan started, the City of Helsinki and Neogames received worrying

news about the Games Factory. The community space for games in Helsinki would be closing its doors
soon (during early summer 2019). Where action plan was drafted, we expected the Games Factory

to provide more possibilities for knowledge transfer in daily life and as a place for different events.

This space maintained by the Games Factory was also the home of the Farm League gamerincubato
pilot, run by as part of the BGI project. Overall, Games Factory was proven to be important for

I StaAy1AQa 3ILYS SO02aeaiSY 6AGK Al0a RAFFSNByG TFdzy
was noted as crucial for the ecosystem development asdavellbeing. With this understanding and

based on the capperation models established under the BGI project, both the city and Neogames

united their forces to remedy the situation. In the end, already in autumn 2019, Helsinki Games
Capital was launche@nd it took over key activities that were earlier carried out by Games Factory.
¢tKAa OKIFy3aS G221 GAYS IyR NBaz2dzNOS&asz odzi GKAA 62
In March 2020, the COWAD® pandemic forced Finland to move to working from reartt also meant

that meetings and events scheduled under the BGI project and beyond had to be cancelled or moved
online. As of September 2020, many game developer studios have successfully relocated their staff

8 https://www.metropolia.fi/fen/rdi/rdi-projects/the-internationattalents-acceleratinggrowth-project
9 Games Factory was a unique game industry community hub in Helsinki.
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from their offices to homebased work, butrtade missions that are important for companies seeking
publishers and investors are either cancelled, postponed, or changed to online events. The City of
Helsinki and Neogames have been looking and, if the global situation remains gloomy for longer time,
will continue to keep on looking for the best ways to help the companies in this new situation.

The COVIEL9 pandemic has seriously decreased the immigration to Finland. Since QOWVi&s
affected both the immigration process and talent attraction andeigutation, the situation has to be
monitored and new discussions have to be conducted by all key stakeholders in the Helsinki
ecosystem.

In the end, the COVHDI situation highlights the need to keep working with the themes introduced

in the action plan aer the BGI project ends. Even though the outbreak significantly slowed down
the change process, both the City of Helsinki and Neogames are engaged to continue with the
process. Neogames is dedicated to follow in relevant stakeholder groups, such as thame
industry HR group. The plan is also to continue the activities of the BGI working group, consisting
members from different departments and divisions of the City of Helsinki and representatives from
Neogames, Metropolia and Helsinki Games Capitalréfie project. The BGI project demonstrated
that discussion groups of this kind are a good way to keep things moving forward and ensuring the
development of the game ecosystem.

Initiated Change / Improvement Processes

Action 1 Improving accessibility of public support measures for game industry SMEs

Introducing new support measures, such as funding tools, would have not been possible in Finland
GAGKAY . DL LINRP2SOUQa tAFSOAYSD® | 26SOSNE &ich adl NI
were mentioned in the action plan. Business Finland, a public agency for economic development, is

a great supporter for Finnish game industry and, partly based on the work done in the BGI project,
Neogames was commissioned to map potential new suppoeasures targeted to audivisual

industries in 2019.

Action 2: A publieprivate cooperation in city marketing and talent attraction

As aforementioned, the implementation of this action has been realised by shared efforts from
Neogames and the City of Helsinki, especially with lthternational Talents Accelerating Growth
project. Thidnternational Talents Accelerating Growpioject ontinues until summer 2021.

Talent attraction: Establishing a Helsinki model for talent attraction and creating-apeoation
model for supporting talent attraction

A cooperation model for talent attraction was drafted during the BGI project (the masiglart of

0KS daLy@AraArot S {PodOSimpemdniattoNZnd theibdiNipSudude enperation

10|n Finnishhttps://www.hel.fi/static/kanslia/elo/kuvaneogames2019.pdf summary in English:
http://www.neogames.fi/wpcontent/uploads/2020/06/Arnvisiblesuccessstory.pdf.
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activities is yet to be discussed. Both the city and Neogames are engaged to implement this model
and to build activities around it.

Talent integration: Finding ways to support global talents and their families in relocating to Finland
and integrating into local communities

In Helsinki, the reopening of International House Helsinki and its services in October 2019 again
under the same roof was iportant part of helping people relocating to Finland. International House
Helsinki, managed by the City of Helsinki, offers every service needed when relocating to Finland
under one roof. The service model is so popular that the house is working at édbsql the time
(excluding during COWII®O lockdowns).

The spouse programme, part of tHaternational Talents Accelerating Growfroject, continues
until summer 2021.

Action 3: A clear route to a game industry professional for amateur talent

The implenentation of this action and its sulctions has supported the availability of young talents
and the existing game community. It is also related to gaupporting lobbying with policymakers
and good living conditions. The implementation has been a shafidtdrom the City of Helsinki
(Economic Development, NewCo Helsinkifernational Talents Accelerating Growthroject),
Neogames, the Metropolia University of Applied Sciences and Helsinki Games Capital.

Tackling the barriers of entry to the Finnishngaindustry: Implementation of BGI best practices on
games industry incubators and finding support for the continuation of incubator activities

On the city level, discussions about needs to support game incubation agoiolg. NewCo Helsinki

is planning a accelerator that would also host game stams based on good experiences in
AyOdzo 62N FOGAGAGASE YR |1 StaAay|iAQa 3ILYS SoOz2aeaid
mentoring activities tested during the BGI project.

Tackling the barriersfeentry to the Finnish game industry: identifying and creating support measures

to students to find a route to entrepreneurship

The International Talents Accelerating Growfiroject by the City of Helsinki has started a- co

operation between higher educatio institutes in Helsinki area and potential employees, with

support of the industry through Neogames. The idea of thisoperation is to make sure that the

young talents will find the next step into the Finnish job market after graduation. As startin@ éne

own business right after graduation is definitely not for all, this kind ofoperation between

universities and business is very important for keeping international talents in Finland after their
graduation. Neogames and Helsinki Games Capital havmiped to have 3 mentoring workshops
G§23SGKSNI RAdzNAY 3T &ALINAY3I Hnum F2NI I StarylAr | YADSNE.
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Neogames conducted a sur/épbout the employment of game education graduates in Finland from
2016-2019. This survey has severaldings that are important for developing new ways to integrate
graduates into working life.

Inter-generational knowledge transfer: Mentoring, int@mmunity knowledge transfer and better
matchmaking

Intra-community knowledge transfer and peer support happens on daily basis in Arcade5, the venue
formerly managed by Games Factory and now, after summer 2019, by Helsinki Games Capital. Both
the City of Helsinki and Neogames have supported the work ofitktl§&ames Capital and are
founding members of the new organisation. Keeping the venue alive and as a community space
dedicated for the game industry in Helsinki was crucial for achieving-oggnamunity knowledge
transfer goal of the action plan. Helsinkdames Capital offers office space for multiple game
companies. It provides space for game industry community events and organises them both online
and on site.

Achievements

Action 1 Improving accessibility of public support measures for gamédustry SMEs

The implementation of this first action necessitated game indu$tigused lobbying efforts and thus
a shared effort by the City of Helsinki, NewCo Helsinki and Neogames. Also, Business Finland has
played significant part.

Mapping the gapsh access to information on support measures

This question raised during the dialogues was: Are there really not enough support measures or is
the issue rather that people do not know about the already existing support measures? To investigate
this further,0 KS FANR G aDS0O CdzyRSR LIAf2(¢ 61 a 2NHIFIYyAASR
all interested game developers where Horizon2020 and Creative Europe funding opportunities were
introduced as well as European loan and equity funding for game dpgedo This pilot helped the
project partners in Helsinki to conclude that the problem is battthe availability of funding
(especially to firstround startups) and the knowledge of already existing funding and support
measures. As we identified a gapgame developers having enough information of different funding
opportunities and support measures, the City of Helsinki, Neogames and Business Finland decided to
have a second pilot of the Get Funded event in January 2020, again open for all interested gam
developers. The second Get Funded pilot adapted to the lessons learnt from the first event with more
targeted information provided. There were almost 60 attended@#is event was organised by
Neogames, City of Helsinki and Business Finland.

Identification of a lead body in city administration and institutionalising key support measures for
local SMEs

11 https://neogames.fi/theemploymentof-gameeducationgraduatesin-finland/
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The first concrete achievement of the BGI project was realised when NewCo Hélgiaki,of the

/I Ade 2F |1 Stary|1AQa 2NHI yA talibugdngss, laghBintedd MO #EnBkKR 2 Y
Keinonen as a game industry contact person in spring 2019. NewCo had piloted travel grants for
Helsinkibased startups (including game startups) in 2018, and this support continued partly due to

BGI actions. NewCo offefree business advisory. Thanks to the BGI project, these support measures
have become more accessible for game developer studios, as companies know who to contact and
discuss their challenges and support needs with. These consultancy activities wergledtwhen

in autumn 2019, NewCo hired a second person dedicated to games companies.

Action 2: A publieprivate cooperation in city marketing and talent attraction

As availability of senior talents is crucial to future success, there is a connectiotetadtional
success as well. Many other aspects from the mood barometer are also related: positive awareness,
existing game community, garsipporting lobbying with policymakers and good living conditions.

Lobbying on the national level was a very impottanparticular with a new government elected, as
described earlier. Getting the government to set a target of having a maximum 1 month to the whole
immigration process for highly qualified experts was a big success.

After this policy programme was adapte Neogames and other industry stakeholders discussed
intensively with the government in summer and autumn 2019 about the funding of the immigration
services. Following this discussion, the government promised to increase the funds to immigration.
These eforts and achievements were important regarding talent attraction and implementation.

Talent attraction: Establishing a Helsinki model for talent attraction and creating-apeoation
model for supporting talent attraction

Neogames facilitated meetings tweeen the game industry HR group and City of Helsinki

representatives in November 2019 where they discussed the importance of public authorities
working with talent attraction being present in future HR group meetings as well for real public
private ccoperation.

¢tKS /AGe 2F 1 StaAY1A FYR aSGOGNRLR2t ALl I prandzdidhd? NIl SR ¢
videoabout the game ecosystem in Helsinki for talent attraction purposes as part of the BGI project.

Idea behind this video was to promote Helsinki and also provide information about the game
ecosystem in Helsinki. Part of this material was also used in BGE@B Ol Qa 26y ©@OARS23Z
material from all the project cities, to promote the BSR as a game industry hotspot.

In early spring 2020 Neogames met Deputy Mayor responsible for the culture and leisure sector to
discuss the results from the Invisible Succ8sory described above. They discussed on how to make
game culture more visible in the city.

12 https://newcohelsinki.fi/en/
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During Pocket Gamer Connects in Helsinki (October 2019), the City of Helsimkjacosed, for the
first time, a game industry focused evening reception. Thenéwy programme targeted the
promotion of Helsinki as a place to work.

Talent integration: Finding ways to support global talents and their families in relocating to Finland
and integrating in local communities

Supercell organised together with other companies in Helsinki area a meeting for spouses in 2019.
Neogames supported this action as the first step in this BGI action, on helping spouses and families

of foreign talents to relocate in Finland. This event viedowed by the launch of City of Helsinki

spouse programme inside itaternational Talents Accelerating Growphoject in spring 2020. With
bS23YSaQ KStLX GKS LINRPINIYYS NBIOKSR GKS 3IlFyYSa
the programme to cormanies and by hosting a call between the companies and the spouse
programme. Because of the COVID situation the programme started in an online form but later

on there will be also orsite meetings and events for the spouses. The idea of the spousegmoge

Aa (2 SrasS (GKS &L}l dzaSaQ AydSaNIGAz2y Ay 1 Staiayilir
be running until June 2021.

The City of Helsinki also noticed the need to have its services available in English, as Finnish is not a
language to bdearned in a few months. In spring 2019, the mayor called in a task force of English
service development. The game industry was represented in this task force by Neogames and
Supercell. The task force worked through the spring. In October 2019, the cihcHad the
Development Agenda for the Englitlanguage Seices in HelsinkiThis development agenda was

Ffa2 LINBYAASR (G2 KIF@S LISNXYIySyld FdzyRAy3a o6& (G(KS Y

Action 3: A clear route to becoming a game industry professional for amateur talent

Tackling the barriers of entry to Finnish game industry:lémentation of BGI incubator

The Metropolia University of Applied Sciences piloted a game incubator called Farm League during
the BGI project. The pilot raised interest among the game developers and received a lot of positive
feedback as a practicable ap@ach to support young teams in their own companies and game
projects!3

Tackling the barriers of entry to Finnish game industry: Implementation of BGI best practices on game
industry incubators and finding support for the continuation of incubator a®ivi

As the situation of funding incubator activities on the same level than during the BGI project proved
hard to reach within this timeframe, Farm League rebranded itself as the Living Game Intelligence
Network (LGIN) to be a more opemded mentoring ad support network for game stamips. This

is a way to carry on with the learnings made during the BGI project without the need for significant
extra funding that a full incubator would need. It must be therefore noticed, that LGIN in this form
cannot be & holistic in their support for young game stamps as Farm League was. However, LGIN

13|n this pilot, there was a special focus on mentoring, and these key findings have been summa&rigedti.4 Both
Neogames and the City of Helsinki have supported the inoubg providing their knowledge and support.
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is considered to be more inclusive and to have more variety in the companies and more engagement
from the teams and community than a traditional incubator with much mbmeited focus group.

For LGIN, the findings made during this P@lject have been essential for developing its concept
and activities.In November 2020, it was announced, that Business Finland is buyingugtart
mentoring services from Metropolia and Wiubsequently secure LGIN's work until the end of 2021.

Inter-generational knowledge transfer: Mentoring, int@mmunity knowledge transfer and better
matchmaking

In parallel to the pilot and study on mentorship byFarm League, then LGIN, the City afkHels
supported IGDA to organise the IGDA Leadership Day event and a mentor café. IGDA Leadership Day
took place at the end of September 2019 in city hall. After BGI, LGIN will institutionalised these
events.

Furthermore, in December 2019, Helsinki Gamepital piloted an event called Game Industry
Retrospective together with the City of Helsinki to have a whole event of sharing learnings and
knowledge between different persons and companies in the game industry. This was a good way to
share knowledge inde the industry.
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5. Germanyc Berlin

5.1 The role of the innovation dialogues

In Berlin we have many official structures that cat: ENTREPRENEURIAL
to the games industry:

GOOD SALARY
CONDITIONS

AVAILABILITY OF
YOUNG TALENTS

1 Senate Chancellery Department Media and
Broadcasting, Web Policy

1 The Senate Department for Economics, Ener CoNbitions
and Public Enterprises with a dedicated offic
for the game industry

1 Media.netbb and game.nebb (a network “ioswicui
organisation for the game community, finance ‘ l
by the State of Béin)

AVAILABILITY OF
EXPERIENCED
TALENTS

INTERNATIONAL
SUCCESS

1 Medienboard BB (the public funding agency) B OMMUNTTY AWARENESS
1 Berlin Partner (a PPP with a dedicated offic
for the game industry) \Ervities.

1 game e.V. (the German Game Association, |
in Berlin plus a Berlin chapter) AT YEAR 2018 ARGETYEAR 202
i Stiftung Digitale Spielekultufa foundation for ——
promoting digital game culture) Image: Mood barometer 20123021
XFYR YIye Y2 N®iveigitatwdsyahdi &
events. Hence, the Berlin game community is highly accommodated by support from different
perspectives. As often, however, with such multifarious configorai there is the risk of overlap,
ambiguity, controversity of approaches and ideas, and a lack of respective coordination amongst
those. This made the innovation dialogues so valuable: upon kind invitation and organisation of the
Senate Chancellery anddéhSenate Department for Economics, Energy and Public Enterprises, the
key players came to the same table to discuss their views on requirements, demands and priorities,
their preparedness, their scope and its limitations of support, with the ambitionnt finutuals areas
and shared convictions of how to best support the regional game community. Admittedly, the fact
that so much support by the Berlin Senate is already in place and is being supported, made it
challenging to discern what the scope of additidrsupport could or should be. Nevertheless, all
agreed that no matter how well supported or not, how lively or how creative the Berlin game
RSOSt 2LISNJ a0SyS YAIKG 0SSz GKSe& KI@SyQid &SaG O LIWISH
partly to dueto nation-wide circumstances, others are more specific for Berlin.
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From the point of view of economic development policy and what in terms of responsibility the public
authorities could contribute, concerned the appeal of Berlin for imgernational player and the
jdzSadA2y 2F Sy dNBLNBYSdzNRA I f-upadtiver\Berlin ganye ladldécapeK A A K &

Discerning the actions that would foster these two aspects with public support, resulted irtéomg
goals and a reinforcemertf existing strategies as described in the action ptéor Berlin.

5.2 Change Process

The German Game Fund

In 2019, one radical change in the national support strategy encumbered the regional efforts to
execute the action plan agreed on: in the coalitiagr@ement, the new government had introduced

a substantial funding for the game industry: the German Game Fund (50 million Euro). This absorbed
nearly all attention of the game business due both to the time pressure for application, but also due
to the factthat for 2019 the de minimis rule was still in place (for 2020 the notification approved by
the EU allowed for the exemption of de minimis limits for game development on the basis of a culture
test).

¢KS SyadzZAy3a ylLiaAz2ylf G NXzy éollafoeathoh liefvéen megimidt hamd8 A Y LIS
industry and public authorities. The game experts and companies who took part in the innovation
dialogues, did so on their own time and account, as most were not employed in organisations that

were remunerating for repreenting the industry. The little time they could offer to the process of
framework change, was now invested into preparing at full speed their applications.

This in particular affected the action 2 and the establishment of a game hub.

Actions in Progress

Planned action: Establishment of a physical game hub

Based on the understanding of the idiosynchratic nature of the Berlin game landscape and on the
observation that there is a notable tendency to transform conventional game incubators in hubs with
a more sophisticated strategy of fostering entrepreunial miset and startup growth, the action
planned for Berlin was for the PA to support the establishment of a physical game hub.

To this end, interested parties in establishing such a game hub were inbyedhe Senate

Department for Economics, Energy and Public Enterprises to apply for an EFRE scheme that would
provide the foundation for a sustainable operation of such a hub. In parallel, support was provided

14 http://baltic-games.eu/files/bgi goa2 output 1 getbe.pdf
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in finding a strategy in terms of a feasibkghl framework and céinancing concept and a suitable
location. When the German Game Fund came into play, the question of applying for the EFRE funds,
which necessitated the creation of a network association, was put on hold, as most game companies
involved applied for the Game Fund, and thus exhausted their de minimis limits. New attempts in
2020 were then obstructed by the onset of the pandemic and lockdown regulations. However, now
that the Game Fund has been notified, the pursuit of establishing a gambehas been taken up
again.

Planned action: Enhanced access to support for games

Regardless of the new Game Fund, action for enhanced access to support and increased support
were executed. The strategies implemented here were manifold:

1 Increased fundsdr game with the Medienboard BerlBrandenburg (the public agency for
funding film and interactive audiovisual media)

1 Intensified offers of explanation on how and where to receive funding (e.g. in events such as
G/ FaK YS AT @2dz Olyés GazySeé YR | 2ySe¢

1 Installation of an officer dedicated to games within the Senate Department for Economics,
Energy and Public Enterprises

1 Consolidated information on support organisations and schemes within the newly created
2yt AYyS LIXFGF2NY GDIF YS A thé gublid authdrites SNI Ay €3 FAYL Y
Inclusion of three game expert consultants into the pool of coaches of the business
development agency and bank of the Federal State of Berlin (IBB)

1 The Senate Department for Economics, Energy and Public Enterprisgsubléshed a call
for a PR video on the regional game industry which not only introduced Berlin as Games
Capital but also provides success stories with relevant public funding schemes

Planned action: Capacity Building of Investors and Funding Agencies

Thecapacity building is reflected in the initiatives taken towards supporting the growth of emerging

games business. E.g. the Senate Department for Economics, Energy and Public Enterprises financed

a new format to be included in the renowned Berlin Game Wpatgramme, which would bring
023SUGKSN) AYyUiSNBaGtSR Ay@gSadz2zNBR |yR . SNIAy 3IIYS
al Aa0SNOfFradaad ¢KAAa gl a G2 O02YLX SYSyd GKS FOGAGAGA
by EFRE fund, which created a netk of publishers and investors and organised mancaking

events for regional game companies with them. This new format was planned to be implemented in

the 2020 games week in April as physical event and was thacheduled for 29 October as online

event.
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Implemented activities

Though largely intangible, the innovation dialogue and the above described initiatives contributed
to placing games more centrally on tipolitical and economic development map. The Governing
Mayor of Berlin opened the Gamesweek Berlin, attended the opgwirthe eSport arena, the Berlin
Senate regularly reports on Game industry events and initiatives, the Senate Chancellery organised
a panel on game productions for n@ntertainment industries, and much more.

The German Game Fund, with the notificati@lows for higher funding amounts which will attract

larger international companies to Germany. Here lies an opportunity for Berlin, with their big game
community and large amount of young talents, both as sigrs and young professionals. The public

support was directed in particular towards enhancing the location marketing for Berlin as games
K2dalkRdzr Sodd gA0GK FTAYlIYyOAy3d G(KS 0 NFofWRorkshgpR 2y f Ay
adzOK a a¢ltSydFSaidArgdrt k[ SiQportidgShe resrdithd&hRoé young | w DI
GrftSydasz aDIFYS/FYL) . SNIAY [/ 2YYdzyAde 9@SyAy3ae Ay
studies.

The publielINA @F 0 S LI NIYSNBRKALI 2NHIYyAalGA2yY a. SNIAY
collaborates with the Berlin Senatand over 230 companies dedicated to promoting their city. They

have an officer dedicated to catering to the game industry. Complementing the heightened location
YEN]SGAY3IT . SNIAY tFNIYSNIAYAGAFGSR | G¢CAMES b ¢ ! ¢ ¢
O2 YLJ y A S a BRiysto tels Betlih gamhed & games related companies are invited to join this
22AYyG GFrfSyd FGGNY OQGAzy OFYLI AIAY dzy RSNIJ G§KS dzYo NB
to generate attention and link it to the respectivaompanies and job offeres. Besides the pure
marketing, this includes a heduunter for direct search and a connected talent pool to find suiting
candidates around the world. For this recruiting services Berlin Partner is paying the costs (roughly

M p | etténdling!companies only need to pay a otime participation fee which is used for a central

landing page the target grouppecific social media communication of the twmmwnth campaign.

These efforts to attract more senior talents to Berlin and big in&ional companies were flanked
by workshops on how foreign talent recruitment, in particular from AW contries, supported by
the Senate Department for Economics, Energy and Public Enterprises.

15 https://www.gamescapital.berlin
16 https://www.businesslocationcenter.de/en/recruitircampaigns/
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6. Latviac Ventspils

6.1 The role of the innovatiordialogues

Snapshot of the Latvian Game Industrv

ENTREPRENEURIAL
SPIRIT

With a total of roughly 61 game
O2YLI yASaszs emc YA CCoNDITIONS
ey YAftA2Y LINRPFAG
game industry belongs to the young an
emerging game industries within the ConbitioNs
BSR. There is definitely room fao
improvement, as it lags far behind othe
Baltic states such as Lithuania, whogamesuerormng

LOBEYING WITH
POLICY-MAKERS

annual turnover in 2017 was
I LILWINREAYI G§St& ewmn
Nordics such as Finland, whos EXISTING GAME
GdzNy 2SN AY HAamMy ¢ commE

AVAILABILITY OF
YOUMNG TALENTS

AVAILABILITY OF
EXPERIENCED
TALENTS

INTERNATIONAL
SUCCESS

POSITIVE
AWARENESS

INVESTMENT

Nevertheless, in the last 4 years ther

has keen a slow but steady rise in bott
turnover and profit of game

development companies registered an
operating in Latvia, mainly thanks to
the input of smartphone game developers Image: Mood barometer 2013021
Approx. 80 % of games developed were digital

games and 10 % were board games.

START YEAR 2018 TARGET YEAR 2021

The survey conducted by the LGDghows that the total turnover of the industry experienced a

slight decrease mainly due to the fact that Suricate Games (a complex of game development studios
f20FGSR Ay WwWAIIFIOI GAGK | ( dpeddtdrd $NatvEaTn 2018 ¥l dvds € o Y
completely liquidated in 2019. However, due to the rapid growth of Estoty (mobile games),
Gamelnsight (mobile games), Fufla (mobile games), AmberGames (browser games) and
FunGenerationLab (mobile games) as well as otmmpanies, in 2018 this figure has increased by

over 34 %.

The same survey concluded that there are about 450 game developers in Latvia, which is slightly less

than a year before. 80 % of these employees are based in Riga, while the remaining 20 % work i
adzOK OAGASa a WSt3IFI@FE haANBI anNHzZISI HVihivshA SNI = v
Parnu, Tallinn. The gender breakdown in the industry is as follows: 83 % male, 17 % female.

17 Latvian Game Developer Industry Data 2019
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With an average of 5 employees per company, the Latvianegadustry is dominated by small firms.
In contrast to these lowanking figures, Latvia has the largest number of technical incubators that
can also cater for game staups.

Another positive aspect is the recent addition of a bachelor's programme i8.20KA University of

l LILJX ASR { OASyO0Sa KIFIad AYUGUNRRIzOSR | addzRé LINPINI YY
university is located in Riga.

With regard to organising industry specific events, support mechanisms and policy4iudotsting,
overwhelmingly most of the work has been done by the LGDA.

Before VentspildMunicipality participated in the BGI project, there were no game development
companies nor industry specific events as well as support programmes and policy maker lobbying to
speak of in this region. Thus, regional game industry development had to hidrbuil scratch, which

was both an advantage and a challenge at the same time. The advantage was that in the beginning
phase of the development, Ventspils Municipality was able to adapt best practices from other regions
where this industry is already boongn The challenges were the lack of talents as well as a lack of
financial and infrastructure resources that held back the development of the game industry.

The first task carried out by the project partners was mapping the current state of the industry in
order to form a snapshot of industry state called a mood barometer (see image below).

Availability of young talents

Availability of experienced talents

Image: Estimated mood barometer at the beginning of the project

At that time there was a no communication and collaboration between policymakers or public
entities VDGnd industry experts such as LGDA. Therefore, the initial mood barometer reviewed at
a later stage by LGDA representatives, was estimated to be too optimistic. In a way, this highlighted
of the main problems for the growth of the game industry: a lackaither missing communication
channels between LGDA / game developers and policymakers, educational establishments, and local
governments.
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Developing the action plan

Ventspils as a BGI project partner investigated both strengths and weaknesses of theiirgne
game industry from different perspectives such as availability of support mechanisms, infrastructure,
education and so on. As a result, SWOT and TOWS matrices were formed allowing to estimate the
directions and scope of possible strategy developmantl thus what actions must be taken to
strengthen the weak points.

The action plan of Ventspils describes 3 main actions.

Action 1: Provide high quality and competitive education opportunitiéisat are based on the needs
of the current and future Game dustry labor market.

1 Providing game development education opportunities for schagéd youth.

1 Increasing the number of higher education graduates with knowledge relevant to the
industry.

1 Focusing on lifetime education and the quality of acadep@csonnel.

Action 2: Grow of the local community.

1 Creating a unified system for access to information.
9 Organising industry events for both professionals and newcomers.

Action 3: Develop and attract financial support mechanisms and tools.

1 Supporting game startips and existing companies.
1 Developing industrmoriented business incubator.

9 Attracting foreign investments.

1 Lobbying for governmental and municipal support.

6.2 Change Process

To ensure good communication and collaboration between existing game industry representatives
and local regional entities such as Ventspils Municipality, VDC initiated and developed a joint
memorandum of understanding between VDC, Ventspils High Technétagy (VHTP), Ventspils
University of Applied Sciences and LGDA. This document outlines actions and responsibilities for each
entity, allowing to jumpstart the practical development of the game industry.

The next step required a loAgrm development plann the form of a strategy which was nen
existent for the game industry. To overcome this, Ventspils Municipality decided to involve industry
professionals to develop the strategy based on LGDA experience and knowledge. But first, Ventspils
as an ecosystenof different entities had to be aligned towards the common goal of developing the
game industry.

The fact that it has become the first precedent of a public organisation collaborating with LGDA
makes this memorandum unique in Latvia. VDC continued to gttem the collaboration with LGDA
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and invited game development industry experts and board members to discussiosganised
events with VHTP and AHK andealuated previous assumptions of the Latvian game development
industry. This led to the creatioaf a better estimate of the mood barometer in the beginning of
April 2020.

Initiated Change / Improvement Processes

Action 1: Creation of high quality and competitive education opportunities that are based on the
needs of the current and future Game intlydabor market

Talent growth is recognised to be crucial for industry development, especially in its early stage.
Therefore, the main project focus is kept on educational programmes and community growth which
is not possible without industry experts wong as mentors and academic personnel. Currently
gamerelated education in Ventspils is extrarricular, hence voluntary or optional. Therefore, the
COVIB19 crisis slowed down and in some cases, even stopped the development ebfdaee game
educationas core (compulsory) education comes with higher priority during the pandemic.

A few initiated changes are listed below:

 VDC organised anei2 N f SRdzOF GA2y Il f LINPINIYYSZ 4. aa
children from grade 10 to 12;

1 The project partners worked together with LGDA to organise the Global Game Jam Next site
in Ventspils (previously the event happened only in Riga);

1 Information of existing and upcoming resources, events, education options are now shared
via VDC and VentdpiUniversity information channels as well as has been spoken about at
live events (for example Ventspils Tech Up);

1 Groundwork for covering the travel expenses of local youth for taking part in national game
development events was being laid, but due t@t@OVIEL9 pandemic this course of action
stopped;

1 A series of workshops were planned in Ventspils, each led by a different Latvian game
industry veteran and covering a different theme connected to game development. Only the
FANRG 62NJ aK2Qd 345 NEH & AK St R-UIDIE B thadB onisite Sveritsh + L 5
impossible;

1 In February 2020, VHTP together with LGDA organised GameHack, which was also supported
by VDC: a game jam for both new and existing game projects. The event also featured
mentoring £ssions and an opportunity to acquire financial support for the development of a
game;

f LY WdzyS wnuwn Iy 2ytAyS 3LYS 2FY a+F &l N¥a { LITuwc
to compensate for the loss of esite workshops. This event was unique in thetféhat in
each team a mentor (a Latvian game industry professional) assumed the role of a team
member, working side by side with the rest of the team as well as mentoring them, providing
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the most realistic experience of what it is to be a part of a garaeetbpment team in an
online environment. The game jam was available for people of all experience levels;

1 Inautumn 2019, after a VDC initiative, Ventspils University of Applied Sciences introduced a
G.Farxoda 2F DIFIYS 5S@St2LIySyié¢ O2dzNBRS TFT2NJ Ada L

1 VDC worked together with LGDA in organising the yearly Latvian Game Development
conference. Due to COWUID®, the conference was cancelled.

1 11 experts were hired to create educational materials regarding game development. The
subjects ranged fronprocedural animation to optimising games for mobile platforms. The
materials will be available on the VDC homepage.

Action 2: Growth of the local game community

Local community growth plans took its toll when the CO¥fDpandemic started. To overcome this

VDC decided to use LGDA as a communication platform. This allowed VDC to reach already existing
game development communities. In this matter a publication was released summarising all the
available Latvian online channels and resources and this infoomatias also shared at live events

(EKA University of Applied sciences guest lecture, Ventspils game development workshop to list some
of the examples). We strongly believe that other regional communities must follow the example and
thus use the LGDA commigation framework.

Action 3: Development of financial support tools.

¢CKS LJ2LJzt I NAalGA2y 2F [D5! Qa @I AtlFofS NBaz2dz2NOS.
already implemented financial support tools: organised attendance of European Game Industry
events, financial support for attending game development courses, covering mentorship and game
publishing costs.

S5dzNAyYy 3 GKS LINRP2SO0G AYLIX SYSyiGl A2y 5/ OSYyGNB YI
programme which provides financial support (lip2 emp ®nnn0 F2N) odzaAySaasSa
develop their product or service in Ventspils. Currently other support mechanisms provided by
Ventspils Municipality are not available.

Effected / Manifest Changes / Improvements

Action 1: Creation of high ality and competitive education opportunities that are based on the
needs of the current and future Game industry labor market

VDC will supervisa new Science and Innovation Centad Ventspil$® which will not only hold
exhibitions but also provide infrastructure for companies (offices, conference halls, etc.) and provide
critical infrastructure necessary for allowing a drastic increase of current extracular education
offers. During the imf@mentation of BGI, games have become an integral part of future education.

18 http://lwww.Ink-industries.lv/ien/news?id=146
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In this matter, future iterations of game industry development in this region will be required as the
demand is increasing.

One might highlight that due to development of relatiomith LGDA, the accessibility of new and
most importantly qualified Latvian game industry professionals has increased. This is an important
point to acknowledge as industry professionals play a key role for boosting the local academic
personnel and thus th education of the future.

Action 2: Growth of the local community

Game jams and game development hackathons were heavily promoted during Europlay and Summer
DFYS WIY o6+ &aFN}ya alJTudz T1FLWGSO0Od 5/ KIFa ONSLEFGSR
game industry also after the BGI. During the game jams all games were open sourced, and the code
of each game was turned into tutorials. This will increase the educational capacity and attract more
talent.

Together with Rocknight Studio, VDC createdtidl videos on following topics:

1 How to use game jams for your personal game project development?

1 How to start streaming your game development / gameplay? Tips and tricks.

1 How to organise online game development events using streaming services?
Now communication between VDC and LGDA has become a common practice. LGDA sends updates
to VDC about industry events and opportunities. This in turn allows VDC to share this information
further with the local community. In the future, similar events to #worganised in Riga will inspire
and boost the game development community in Ventspils and thus will be organised locally (monthly
game development meetups for example). The newly forged relationship with LGDA has also put the
city of Ventspils on the raat as a potential site for national level events.

Action 3: Development of financial support tools.

No additional financial support tools are planned as the community must still grow. Current financial
support tools may serve the purpose together with @dy existing business incubators. Additionally,

with strong support of LGDA, VDC participates in negotiations for creating a new NACE (Statistical
Classification of Economic Activities in the European Community) classifier, allowing to identify game
develgment enterprises under the game development category.

Our aim is to change the current situation in Latvia by providing a choice for game devevelopment
companies to shift their category from IT or other to game developers. We believe that the new NACE
classifier will allow us to monitor the game development industry more efficiently. More efficient
monitoring will allow us to identify the best support mechanisms which have the highest impact on
the game development ecosystem.
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/. Lithuaniac Vilnius

7.1 The role d the innovation dialogues

After initiating meetings with  the
representatives of the game developer
association, we identified critical problems:

1) The game industry lacks attention from
the government. The video game industry is
equivalent to the film, theater, and music
industry and the game industry generates
more revenue than the Lithuanian film and
music industry combined. It is a significant
industry that employs professionals in a
variety of fields, but the focus on the game
industry is significantly less than on other
creative industries.

2) Lithuania did not have official statistics.
The data of each organisation is stored, the
data of theindustry is not systematised, only

assumptions are made.

3) A lack of talents. There were no or only a few Image: Mood barometer 2018021
professionals of advertising, marketing specialists in the
game industry at all. The biggest gap was between the demand and supply of senior pnod¢ssi

Even though Lithuania had very significant parts of the ecosystem in 2017, such as the biggest game
festival in the Baltic states and a Lithuanian Game Developers AssociqtignY(that were
representing game developers on the political level anete also organising learning events, etc.,

the Lithuanian game development industry had a lot of challenges that needed to be overcome to
boost the growth of the ecosystem.

Slow growth and a lack of resources were the key challenges for the Lithuamia dgvelopment
industry. The industry was represented by a high amount of small companies. The average size is 8
employees per firm which is rather small compared to most of the BSR. This low average of
employees resulted from the fact that 3/4 of Lithuani game companies only employed up to 4
employees. This indicated that Lithuanian companies struggle to-4qale

¢tKS O2YLI yASaQ ANRoUK ¢l a KAYRSNBR o0& GKS T O
a financial injection from external sowss: private investors were cautious when thinking about the
possibility to invest in a game industry company. There were public grants which aimed to foster
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