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COMPUTER 
GAMES
There are few more successful producers 
of computer games in the world than the UK.



The UK has the largest games 
development sector in Europe, 
generating £2 billion in global 
sales each year and contributing 
some £1 billion to national GDP1. 
Key centres include Brighton, 
Cambridge, Dundee, Guildford, 
London, Liverpool, the Midlands, 
Newcastle and Yorkshire2. 

Globally renowned for their 
innovation, UK computer games 
studios create diverse, humorous and 
eclectic interactive entertainment 
widely regarded for its excellence 
by an international audience. From 
Tomb Raider to Harry Potter to Grand 
Theft Auto, UK-made games rank 
among the most popular in the world.

The UK is home to some of the 
world’s most profitable games 
development studios, all of them with 
a proven track record of developing, 
publishing and distributing first-class 
content, both at home and abroad. 
Ninety five per cent of UK games 
developers export at least some of 
their products3, and on average 45 
per cent of turnover is generated 
from international sales4. Established 
overseas markets include the US, 
Europe, Canada and Japan5. 

The high quality of the country’s 
games output reflects a strong 
bedrock of technical talent and 
training. Over three-quarters of 
the UK games workforce holds 
an undergraduate degree, and 
there is a higher proportion of 
postgraduate degrees than in any 
other games sector in the world6.

All the large international studios 
have UK-based developers, and many 
have established their European 
headquarters in Britain. A major 
draw is the quality and size of the 
British games audience, which is 
one of the most established, diverse 
and progressive in the world. 

A strong commitment to research 
and development helps UK games 
studios embrace new technologies 
and stay ahead of the game.  
British games designers have 
created new genres, from massively 
multiplayer online games to god 
simulations, as well as leading in the 
development of other categories, 
including real-time strategy, 
racing and role-playing games.

The UK is increasingly successful 
at producing games for social 
and mobile platforms, and many 
companies are taking advantage 
of the new opportunities 
offered by self-publishing7.

And it is not just escapist, thrills-a-
second games that are produced. 
The UK games industry is also 
actively engaged in social issues 
and hosts a well-established serious 
games scene. In particular, the UK 
is a world leader in creating games 
that both entertain and educate 
children. Key examples include 
Moshi Monsters, made by British 
entertainment company Mind Candy.

Case Study
Serious Games International

Serious Games was spun out of 
the Serious Games Institute at 
Coventry University in 2012 to 
develop commercial products that 
bring the excitement of computer 
games into real-life applications. 

Recognising from day one the 
need to go global, Serious Games 
immediately began to research 
potential overseas markets.  
Having decided to focus on 
Southeast Asia, the company 
joined UKTI trade missions to Hong 
Kong, South Korea, China and 
Singapore, meeting local government 
representatives and potential 
clients. This helped it to decide on 
Singapore for its regional hub. 

“UKTI has the local knowledge and 
contacts you need to get you in 
front of the right people,” says Tim 
Luft, managing director of Serious 
Games International. “Trade missions 
are an inexpensive and effective 
way to get a feel for new markets, 
and launching our new Singapore 
office through the Overseas Market 
Introduction Service (OMIS) really 
kick-started our business there.”

A strong commitment to research 
and development helps UK games 
studios embrace new technologies 
and stay ahead of the game. 
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UKTI
UK Trade & Investment is the Government Department that helps  
UK-based companies succeed in the global economy. We also help  
overseas companies bring their high-quality investment to the UK’s  
dynamic economy acknowledged as Europe’s best place from which  
to succeed in global business.
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