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the Internet and mobile phones, or is

left to one of the three big producers

of console games (Sony, Nintendo and

Microsoft). So the really decisive factor

in choosing a location for a games

producer or publisher is the attractive­

ness of the city or region for creatives,

the presence of a network of gaming

and other companies to cooperate with

creatively and technologically, and

enough critical mass to result in

economies of scale. The Amsterdam

Metropolitan Area shines in all these

areas. Since younger demographic

groups spend more time on playing

games than watching TV, the number

of games businesses that have been

started up here or located here has

grown explosively. In the triangle

formed by Amsterdam, Utrecht and

Rotterdam, a conservative estimate

puts the number of companies actively

involved, directly or indirectly, in the

production of virtual games at over 100.

Together, they have a total turnover

amounting to over one billion euros.

This makes the The Amsterdam Metro­

politan Area a focal point of European

just by being here. For developing

games, it's vital that you stay in touch

with what's alive in the youth culture,

and as far as I know, nowhere else in

Europe is there as much movement in

that area than here. Also, there's a

continuing cross-pollination process

going on, with other games businesses

of course, but also with people who are

interested in more traditional forms of

design and with media companies too.

Add to this the fact that you really can

fly everywhere from Amsterdam, as well

as have access to the most powerful

broadband connections, and I think it's

no surprise that Streamline Studios gets

at least one Platinum title (selling a

million copies or more) every year, and

has built up a portfolio of 35 titles."

VIRTUAL BUSINESS

Devising, developing and publishing

computer games is a pre-eminently

virtual business. Traditional location

requirements such as needing to be

near the market or the presence of a

good logistics network, hardly count in

the games industry. Distribution is via

"Every day, dozens of new games

enter the market worldwide," says

American-born Fernandez. "In the

midst of this huge product offering,

you can only distinguish yourself if

your concept fits perfectly with the

target group, and both the design and

the creative interpretation are of the

highest quality. We stay ahead in the

race, because we can still get the best

and most creative game and level de­

signers, draughtsmen and developers,

to work for us. And they always seem to

think that our address in Amsterdam is

one of the most attractive parts of the

job contract.

"For creative people, living and working

here is an extra plus. We're inspired

For games

producer

Streamline Studios, being in Amster­

dam is key. Co-founder and partner

Alexander Fernandez is convinced

that the location of his business, with

its 50 employees of 18 different na­

tionalities, plays a decisive role in its

international success.
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games technology. One of the figure­

heads of this still young industry is

Guerilla Games, which was recently

bought by Sony. The design and coor­

dination of its megaseller Killzone, for

example, were done from a 17th-cen­

tury canal house in the heart of the

city. While Guerilla Games aims espe­

cially at the console market (games

which can only be played on purpose­

built games computers such as Nin­

tendo Wii and the Sony Playstation),

producers such as Gameworld, Zylom,

Playlogic and Spill Group are mainly

active in online or casual gaming.

Their games are accessible via the In­

ternet, and users pay for registration or

if they download a game. Spill Group,

based in Hilversum, is a major power

in this segment: it has over 60 million

international visitors a month on its

several gaming sites, enough to score

highly in the rankings of the most vis­

ited web addresses.

Another sector of the games industry

that's currently gathering momentum

is the field of serious gaming. This cat­

egory covers all applications that have

an educational purpose. For example,

Delft-based knowledge and research

institution TNO worked with several

games companies to develop a game

in which surgeons can practise their

hand-eye coordination. And that's still

just a warm-up for the many applica­

tions that this still relatively new

specialism offers: think of the possibili­

ties in the field of e-Iearning, company

training and product instructions, for

example the Amsterdam knowledge

institute Waag Society ("developing

innovative technology for creative

applications") is currently busy making

an inventory of the several options,

and the opportunities arrived at so far

promises to become much larger,

according to director Marleen Stikker.

"This really is an enormous growth

market," she says." And as a region, we

have already gained a strong position."

CO-DEVELOPMENT

Within this rapidly growing and matur­

ing network, Streamline Studios, with

its eclectic group of national and inter­

national partners, has a unique place.

"We specialise in co-development

services for third parties," explains

Alexander Fernandez. That means that

a company with a good concept for
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- The games industry is a rapidly growing segment

of the entertainment and media sector.

- In 2012,accordingto estimates from the OECD

and business consultants Pricewaterhouse­

Coopers, its global turnover will be $68 billion

(€43.3 billion), up from $42 billion today.

- The total market for media and entertainment

products is currently $2200 billion (€1400

billion).

developing a new gilme can come to

us for support for the actual creation

and all other design activities. Together,

we can profit in time and efficiency."

The last point is especially important,

as the production of new games is be­

coming increasingly expensive, while

their earning time is constantly getting

shorter. "Five years ago, you could still

produce a game for two or three million

euros, whereas nowadays you have to

raise 20 million or more for a project,"

explains Fernandez. "The consumer is

only getting more demanding, and

expects any new release to be more

GUERRILLA GAMES

Guerrilla is a young but rapidly expand­

ing game development studio, with a

growing reputation as one of Europe's

leading game developers.

Guerrilla's outstanding technology

and strong creative and artistic vision

quickly elevated the company to a

prominent rank among Europe's game

developers. After the successful re­

lease of Killzone for PlayStation 2, the

company was acquired by Sony Com­

puter Entertainment in 2005. It went

on to release the critically acclaimed

Killzone: Liberation for PlayStation

Portable, and is currently working on

Killzone 2 for PlayStation 3. The devel­

opment studio is based in the heart of

Amsterdam, the Netherlands.

www.guerrilla-games.com

life-like and to offer more challenges.

At the same time, you can see that the

technology is developing so fast and

the global competition is so fierce that,

in extreme cases, your have to try to

recoup your investment in just a couple

of months. That means that production

times must be accelerated, and that

the basis of the creative process must

be standardised, wherever possible.

We can do that." After a few growing

pains in earlier phases, Alexander Fer­

nandez believes Streamline Studios is

now pre-eminently positioned to make

an even bigger jump in the coming

years. "This industry is experiencing an

enormous acceleration in growth," he

says. "Almost every day, there's a new

business opportunity. You can also see

that more and more foreign players

have found their way to Amsterdam.

Actually, we're currently working mainly

with non-Dutch partners on new

projects. Right now we're busy produc­

ing a new game with a Swedish pro-

OPEN SOURCE 3D ANIMATION

Last April, the Amsterdam based

'Blender Institute' premiered the short

3D animation movie 'Big Buck Bunny'.

The movie differentiates itself by its

totally open character. The movie ­

including all materials in the animation

studio - are freely accessible for every­

body to reuse, learn from or just enjoy.

ducer, and we have contacts with

other clients in and outside Europe."

The advantages of the Amsterdam

Metropolitan Area as a location, noted

at the start of this article, stand to

become even more attractive thanks

to what Fernandez calls, "the power of

critical mass." He explains: "In the past,

when it came to games, you thought

immediately of San Francisco or

London. Now, you can see that there's

so much happening in Amsterdam,

and so much knowledge and expertise

meet here, that it has become the third

gaming hotspot. And of course, that's

the best impulse imaginable."

STREAMLINE STUDIOS

COUNTRY OF ORIGIN THE NETHERLANDS

ESTABLISHED IN THE AMSTERDAM

METROPOLITAN AREA SINCE 2001

EMPLOYEES SO

INDUSTRY VIDEO GAME INDUSTRY /

INTERACTIVE ENTERTAINMENT INDUSTRY

ACTIVITY HEADQUARTER

"The main intention of the movie was

to stimulate the development of open

source 3D software" said producer

and Institute director Ton Roosendaal,

"But the result equals on an artistic

level as well as on a technical ingenuity

the quality of what you would expect

from large animation studios".

www.bigbuckbunny.org
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