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Retrogaming in Finland

Finland has a long and established history of computer game development, starting from the late 1970s and commercializing in the 1980s. The first esports tournament — which was not called “es
port” at the time but “Finnish Computer Game Championships” - was held already in 1983, and gaming quickly evolved into one of the key leisure activities of adolescents by the early 1990s. The
Commodore 64 played a significant role in this development, as its popularity in the 1980s and still in the 1990s became synonymous with the Finnish gaming generation as a gateway to other typ

es of digital play and programming.

Just as the Asian financial crisis hit Korea in 1997, Finland suffered a deep financial depression between 1990 and 1993, which was soon followed by further interest and investing in computers and
high-class (home) technology, especially with the rise of Nokia mobile phones. Unlike in many other countries, home computers became standard household products across the population and
people still play mostly at home with their own PCs - perhaps due to the scarce density of the population (Finland has only 5M people but is geographically more than three times larger than Kore

a). This cultural context has marked the Finnish retrogaming scene with local characteristics, which can be divided into three distinct domains.

First, due to the long history of Finnish game making and PC driven play, a relatively large number of the local hobbyists are curious about game history and many people have personal game and
computer collections. The geographic nature of Finland supports relatively spacious architecture, thus allowing people to store legacy technologies. This archiving, collecting, and sharing (physic

aland digital) gaming memories is one of the key aspects of Finnish retrogaming.

Second, despite the PC having had a major impact on the history of Finnish computer game development and play, many adolescents of the 1990s and early 2000s had game consoles in their chil
dhood years before moving to use PCs (PC interfaces were never translated to Finnish due to the small population so using one required fluent in English). Almost all international consoles have b

een released in Finland since the late 1980s and today many adults like to revisit their childhood by retrogaming with the consoles that formed a part of their childhood.

Third, due to the increasing boom of home computers (and consoles) in the early 2000s with the Nokia mobile technology boom, the Finnish arcade gaming culture vanished almost entirely. Until
the late 1990s, gaming arcades were still a common particle of Finnish cities and entertainment culture, but as people moved to invest (even) more on their home gaming infrastructures, the intere

st toward arcade games dropped and the business became unprofitable. Today, many people visit arcades as retro game spaces to relive former arcade experiences.



Reflecting upon this historical background, retrogaming in Finland ranges from specific consoles to various personal computers across different decades. There are different active retrogaming gro
ups, entrepreneurs and even museums set around retrogaming and hardware. It is not uncommon to stumble upon a news feature about retro gamers or various social media groups embracing

or seeking to profit from retro games. Below, we elaborate on this history via three parties from whom we asked one simple question:

What is the most distinct feature of Finnish retrogaming?

Ourfirst response comes from PhD Niklas Nylund who works for the Finnish Game Museum in the city of Tampere. The Finnish Game Museum is a collaboration between the city of Tampere, Medi
a Museum Rupriikki, game collective Pelikonepeijoonit and the University of Tampere set to represent Finnish gaming culture and how it has developed over the years. The Museum was opened i
n 2017 and was crowdfunded by Finnish gaming enthusiasts who donated 100,000€ to establish a public archive of game history. It is a meeting place for the past and the present, offering low-thre

shold participation in gaming culture for both locals and visitors.

According to Nylund, the most distinct feature of Finnish retrogaming is its openness, collaboration, and respect for other people in democratic decision making. Finland is a small country, and its
conversation culture is open to an extent that high cultural heritage institutions were from the start interested in having a dialogue with retro gamers and learning from them (and vice versa). Nylun

d adds that experiences have been positive with parties interested in preserving games through projects such as the Finnish game museum and having a shared “round table of game preserving.”

Our second response is credited to Eero Pihkala, the president of Academic Nintendo Club (ANC) in Turku University. ANC is a hobby group offering free-time retrogaming activities around old and
new games ranging from the 1980s consoles to retro esports. These kinds of clubs, academic and non-academic, are common in Finland and differ in format as well as specialization from specific
consoles and computers to genre-based groups. According to Pihkala, representing ANC, “the most distinct feature of Finnish retrogaming is appreciating games equally from all different generati
ons. That's how we can preserve the history of gaming culture(s) and celebrate the legacy of diversity in it as opposed to chasing the latest trends in the AMA-market.” They also add that retrogami

ngis a “fluid concept,” but for the Finns the MS-DOS and PC-based gaming activities form its core.

Finally, we talked to Markus Autio who is the owner of Sugoi, an arcade hall in Helsinki known for its collection of (primarily Japanese) arcade games from the 1990s to this day. In Autio’s view, “Fin
nish retrogaming is about nostalgia. People love to revisit games that they knew as kids or teens. And it doesn't even have to be a game they remember playing, but maybe something they just sa
w in some darkened corner of a mall, having left a lasting impression. Or maybe they read about it in a videogame magazine at the time. The key of this retrogaming is to be familiar with the game i
n one way or another, which sparks nostalgic interest.” Along these lines, nostalgic arcades are currently making a small comeback to the Finnish cityscapes and provide a space for (often social) re

tro game sessions for more and less active hobbyists.

In addition to the above three domains of retrogaming, one more unique feature can be noted as an endnote. From the 1980s to late 1990s, a wave of DIY-games for the PCs (usually MS-DOS) eme
rged in Finland, often representing satiric and parodic themes with dark humor. These games were primarily nonprofit, and the designers were standardly left anonymous. Their shareware distrib
ution occurred via traded disks and early bulletin board systems, ultimately forming a small piece of Finnish gaming history that retro gamers summon by playing them in live-streams and creating
online videos of them. Many of these games include content that is intentionally provocative or hostile; however, instead of refusing to acknowledge their existence, informed retrogaming activitie

scan help understanding their historical context of emergence and to shed further light on their influences on later cultural developments.

Ville Malinen is a PhD Candidate at University of Jyvaskyla. His research is focused on the historical development of F1 racing and motor esports. He has written several journalistic articles about ga

ming in Finnish magazines and newspapers, and is interested in the philosophical issues arising from simulation games.

Veli-Matti Karhulahti is Senior Researcher at University of Jyvaskyla and holds Adjunct Professorship in University of Turku. His research tackles gaming, play, and technology use in many ways, an

d heis the author of the book Esport Play: Anticipation, Attachment, and Addiction in Psycholudic Development (Bloomsbury, 2020).
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