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Finnish start-up Supercell reports stellar
game rise

February 12 2014

A woman plays the Clash of Clans game of Finnish computer game maker
Supercell on a tablet computer on December 14, 2012 in Helsinki

Finnish computer game maker Supercell reported on Wednesday a huge
leap in sales in 2013, multiplying its annual revenue by eight, thanks to
two best-selling games.

Founded in 2010, the start-up said in a statement that its revenue in 2013
amounted to 672 million euros ($916.7 million), compared to 78 million
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euros in 2012 and zero in 2011.

Supercell did not publish net profit figures, but operating profit in 2013
was 349 million euros, nine times higher than the 38 million euros
reported a year earlier.

Supercell's success is based on the popularity of two mobile phone
games: Clash of Clans, where the player builds a village and accumulates
resources, and Hay Day, in which the user runs a farm.

In March, the company plans a global launch of its military strategy
game Boom Beach, currently available only in Canada and Australia.

In October, Supercell's founders sold control of the company to two
Japanese investors, mobile carrier SoftBank and game developer
GungHo, which acquired 51 percent of the company's shares for 1.1
billion euros ($1.5 billion).

Its 78-million-euro revenue in 2012 was already more than half of that
of its Finnish competitor Rovio, creator of the popular Angry Birds
game.

© 2014 AFP

Citation: Finnish start-up Supercell reports stellar game rise (2014, February 12) retrieved 24
June 2024 from https://phys.org/news/2014-02-finnish-start-up-supercell-stellar-game.html

This document is subject to copyright. Apart from any fair dealing for the purpose of private
study or research, no part may be reproduced without the written permission. The content is
provided for information purposes only.

2/2


https://phys.org/tags/game/
https://phys.org/tags/revenue/
https://phys.org/news/2014-02-finnish-start-up-supercell-stellar-game.html
http://www.tcpdf.org

