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Specialised Development Organisations and Cluster Development:

Case of Finnish Digital Game Cluster
Abstract

In this paper, the role and functions of so-called local specialised development organisations are discussed. Usually these specialised development organisations are established to develop certain sector or branch of the region. The main task of the specialised development organisations is usually to act as intermediary between and amongst companies, educational and research institutions and general development organisations. For instance, they channel information and knowledge, skills and financial resources. Some of these specialised development organisations can be described distinctively as “cluster organisations” whose main aim and responsibility is to organise cluster activities. The cluster activities are specific events in which clustering, especially collaboration in innovation and learning, can take place. The empirical case examined in this paper is Neogames cluster development programme that aims to develop the Finnish digital game industry and the whole cluster.
It is argued in this paper that the specialised development organisations are facing new challenges. Firstly, being able to facilitate the development of demanding knowledge-intensive companies requires that the competences, activities and networks of specialised development organisations are of high quality. Consequently, their activities should be even more focused and well-defined than they are used to be. These challenges have effects also on the spatial scope of these organisations: local and regional specialised development organisations should develop into national or even international players in order to guarantee sufficient customer base. 
Secondly, it is argued that cluster development could benefit from the ideas of the community of practise approach. Emerging or developing cluster and cluster activities around it can be considered as an inter-organisational or inter-personal community which is a kind of forum for multifaceted learning. The learning is understood here as an interactive, multi-level social process. It is claimed that organisational and individual learning takes place within the activities and practises of the community. 

Introduction 

The current wisdom says that innovation and learning appear increasingly crucial to the success of firms and localities. Very broadly speaking, focusing on these matters is the only way for companies to succeed or even survive in the globalising economy. Schienstock and Hämäläinen (2001) conclude that innovation is a recursive process which concerns all activities from the search for a solution to technical or other problems to a situation in which a new product or production process has been launched on the market (see also e.g. Schienstock & Kuusi 1999). They also emphasise that the concept of innovation should not be restricted only to technical innovations (e.g. new products and technical enhancements of production processes), because social innovations – including organisational, procedural and institutional innovations – are of great importance. The notion of the significance of institutional innovations links this innovation approach directly to the local and regional economic development and innovation policy. 

Companies are not alone in this, because regions and nations are also under the same pressure. In the global network economy, localities and regions compete with each other and, according to a modern scientific view, regions are trying to catch their share of global capital, investments, inhabitants, etc (see. e.g. Kostiainen 1999, Sotarauta & Linnamaa 1997, Cooke & Schienstock 2000). The focus in debate concerning the regional development has lately been quite strongly on external competitiveness. In addition, attention should be paid to the internal or endemic development dynamics of localities and regions. However, from innovation activities point of view, these two issues do not differ that much: an externally competitive locality or region is usually dynamic also in its internal development. 
Improving competitiveness and creating innovations are common challenges to companies and regions alike. This common challenge culminates in companies’ local operational environment. It can be argued, on the one hand, that a good local innovation environment can have a positive effect on the innovation potential of firms. On the other hand, a good local innovation environment increases the external competitiveness of a locality. It has to be emphasized that a region or a city itself is not an actor, but the regional competitiveness is based on the competitiveness of the real actors (e.g. companies, universities, development organisations etc.) locating in the certain region or city. 
From the policy perspective, the regional competitiveness can be developed by creating conditions that enables the development of competitiveness of individual actors. Due to the importance of innovation and learning, it is only natural that local authorities are taking actions that aim to enhance local companies’ and other organisations’ possibilities to innovate. Increasing attention has been paid to this particular dimension in the ensemble of the local business development policy. This dimension can be shortly called regional or local innovation policy. On the other hand, regional innovation policy has its roots in national and regional science and technology policy. The cluster development is a key element of those policy ensembles, both on the regional and national level. 

Within local or regional innovation policy, attention should be paid to the processes and ‘arenas’ or ‘forums’ in which the innovation and learning take actually place. Emerging clusters and the so-called cluster activities around them can be seen as this kind of arenas or forums. The local or regional specialised development organisations take usually care of arranging these kinds of cluster development activities. Although the role of local innovation environment is stressed here, it is important to notice that these arenas, forums or clusters mentioned above need not to be tied  to the geographical borders of the region. They may be national or even international and still feed strongly into the local innovation environment and regional development in general. 
In this paper, the role and functions of so-called local specialised development organisations are discussed. The emphasis is on the cluster development and especially on so-called cluster activities and learning within that context. In this paper, the learning is understood as an interactive, multi-level social process. From this perspective some future challenges are highlighted. The empirical part of the article is based on the research project “City-Regions as Intelligent Territories” (CRITICAL
). Standard case methodology is applied in this paper. The case is based mainly on qualitative data collected in eleven face-to-face interviews with the key actors of Neogames cluster development programme. The duration of interview ranges from 1½ to 2½ hours. In addition to the interviews, other written and electronic material is used. 

The article is organised as follows. First the ther concept of specialised development organisations is introduced and their general activities are analysed. After that some new ideas concerning the cluster development are presented. These ideas originate from the communities of practise approach that is introduced very briefly. After the theoretical part of the paper, the case of Neogames is dealt with. In the end some concluding remarks are presented. 

Specialised Development Organisations and Their Activities

What are specialised development organisations …

Development organisations are organisations whose mission is to facilitate the development of the whole region or locality or the development of certain remarkable sector of that region or locality. These organisations may have this mission “by definition” (e.g. many regional state agencies or agencies established by the local government) or they may have this kind of mission because they want to contribute to the development because of their internal aspirations and motives (e.g. many universities and educational institutes). In general, different kinds of development organisations have activities and offer services that can be described as ‘boundary-crossing’ or ‘boundary-spanning’ activities. It can be argued that the dimension is not as important for all the development organisations but for those which can be characterised as specialised development organisation. 

Namely, according to Sotarauta (2000), development organisations can be divided into two groups: 1. general development organisations and 2. specialised development organisations. The general development organisations are responsible for the development of a region in its entirety and they should be able analyse the forces affecting the region and to allocate the development resources to the most important targets. Cities, municipalities and regional councils are typically this kind of general development organisations on the regional or local level. The general development organisations can direct the activities of specialised development organisations by financing and goal setting. On the other hand, the specialised development organisations can direct to some extent the regional development work as whole by their own actions. (Sotarauta 2000)

Correspondingly, the main task of the specialised development organisations is to develop a certain sector or cluster of the region, or to take care of some other particular task. Usually they act as an intermediary between and amongst companies, educational and research institutions and general development organisations. For instance, they channel information and knowledge, skills and financial resources. To be capable of acting as an intermediary, the specialised development organisations have to have a very good understanding of their own field, both in terms of the nuanced substance and from the more general point of view. In other words, they are network weavers that try to combine the resources and competences of different actors for the benefit of the particular field they are responsible for. (Sotarauta 2000.) Many specialised development organisations can be labelled as intermediary organisations due to their intermediary role. 
In Finland, specialised development organisations are usually established to respond the local needs that differ naturally from each other. Usually these organisations are “implementation tools” of local and regional economic development and innovation policy. Also their juridical forms vary. Some of these organisations are public authorities, some publicly owned companies, some public–private partnerships and some even totally privately owned companies. This means that they are not all under the same kind of political control and tutelage. Consequently, the specialised development organisations are not in the same position in terms of funding either. For these reasons the field of specialised development organisations is very heterogeneous, which is possibly a problem from the central government’s point of view. It may be a problem because these organisations are also important actors in terms of national innovation policy. In this respect, it has been suggested that the central government bodies should pay attention in more unified way to these specialised development, or in other words, intermediary organisations to make the local, regional and national policy making more efficient and effective (cf. Koskenlinna 2004). In principal this is a good aim, but the increasing national co-ordination should not cause any hindrances to the natural development of the specialised development organisations. (For more about intermediary organisations in Finland, see Koskenlinna 2004 and Koskenlinna et al. 2005.) 

… and what do they do?

The activities or services provided by the specialised development can be roughly divided into two categories: 1. support services for companies and 2. boundary-spanning activities for many kinds of actors. First, the internal support services are usually aimed at people (e.g. university researchers) with a business idea, newly established companies or more mature companies that have some problem or that are seeking for a new mode for the business. The two first-mentioned customer groups usually need the so-called incubation services. In practise, the typical support services are as follows:

· evaluation of business plans

· evaluation of technologies and patents

· support for commercialisation of existing technologies and business ideas

· support for technology projects, project planning and management

· market research

· basic business counselling

· in-depth consultancy (e.g. strategy, legal issues, finance)
· educational activities and personnel training (e.g. training programmes for companies within the same branch)

These services are typical knowledge-intensive business services in the sense that they are delivered in close collaboration between the service provider and the customer. In many cases, active participation and openness is needed from both sides. The business environment of many new technology-based or other knowledge-intensive companies is usually very complex including considerable technological and financial risks. Most of the new companies aim at very narrow market that may have very specific characteristics and dynamics. In addition, new technology-based or other knowledge-intensive (e.g. expertise-based) companies suffer usually from the so-called competence gap, which refers to the lack or weakness of management capabilities related to issues, such as sales, marketing and finance. Because of these features, provision of even very basic evaluation and consultancy services requires quite special skills and sensibility to the specificity of the companies and business ideas. These services are usually financed either by direct customer fees or public funding (e.g. the basic evaluation of business plans). 

Second, the other field of activities of the specialised development organisations can be named as boundary-spanning activities. They could also be named networking activities, but the term boundary-spanning describes quite well the challenge of getting actors with many kinds of needs and motives to collaborate together. Specialised development organisations can be mediators between or even amongst…

· companies within the same branch (e.g. personnel training)

· subcontractors and main suppliers (e.g. development of subcontracting networks and “mini-clusters”)

· suppliers and end customers (e.g. marketing, sales promotion)

· companies that have complementary competences (e.g. technological partnership, development of “mini-clusters”)

· universities, research institutions and polytechnics and companies (e.g. licensing, technology transfer, collaborative projects)

· companies and financiers (e.g. finance of R&D activities, “V2C activities”)

· universities, research institutions and polytechnics (e.g. joint teaching activities, collaborative research projects).
The list mentioned above is not even exhaustive, but the field of the specialised development organisations can be very vast. General networking or cluster development activities and projects are usually financed mainly by public funding. The specialised development organisations provide also boundary-spanning services that are company-specific and consequently also chargeable. 

Cluster Development and Communities of Practise Approach 

Cluster development has been a mainstream activity within regional economic development and innovation policy for some time already. O’Gorman and Kautonen (forthcoming) have explored in detail how the policymakers can encourage the endogenous growth in regions by supporting the agglomeration formation. They review and recognise different existing models of agglomerations to identify the critical antecedents and dynamic processes that lead to agglomeration formation. They recognise three different agglomeration types, namely ‘technopolis’, ‘cluster’ and ‘innovation milieu’
. In their view, different agglomeration types require different policy interventions and instruments. They suggest that policy interventions may play an important role in stimulating the development of new agglomerations if they are in line with the preconditions of the emerging cluster. O’Gorman and Kautonen (ibid.) divides the policy objectives of agglomeration development in five categories that are as follows: 1) Building a knowledge base, 2) Attracting FDI, 3) Developing and upgrading specialized resources, 4) Stimulating knowledge flows and 5) Stimulating entrepreneurial activity. All of these policy objectives comprise several policy tools. 
Some of the specialised development organisations can be described distinctively as ‘cluster organisations’, whose main aim and responsibility is to develop certain regional cluster or agglomeration. The cluster policies can be divided roughly into three classes: 1) support for existing clusters, 2) support for businesses that already collaborate and 3) establishing new collaborations between non-co-operating businesses. (Benneworth et al. 2003.) Although these organisations are involved in and responsible for carrying out the implementation of the above mentioned policy objectives related to the cluster or agglomeration development. Still, specialised development organisations cannot be responsible for attaining all the policy objectives of cluster and agglomeration development. For example, building a knowledge base requires usually persevering and well-targeted investments in public and private research programmes and initiatives and also in higher education (cf. O’Gorman & Kautonen, forthcoming). In the field of science and technology policy, there is clearly interplay between national and regional policy aims and tools. Science and technology based national policies have been quite widely used to reduce economic disparities among and within regions for a long time, but the policy aims and results vary from country to country (see. e.g. Luger 1994).
As a part of the cluster or agglomeration development work specialised development organisations organise so-called cluster activities, for example by removing barriers to collaboration and arranging meetings (cf. Lagendijk 2000). Cluster activities are specific events in which clustering, especially collaboration in innovation, can take place. These kinds of cluster activities are, on the one hand, typical boundary-spanning activities and, on the other hand, activities that stimulate the knowledge flows within the cluster or agglomeration. It has to be noted that clustering can take place also without the contribution of the cluster activities, but they may facilitate the emergence of clusters considerably. 
As it was stated, stimulating knowledge flows is only a sector of cluster development. However, it can be argued that it is the key sector from the innovation point of view. This is the case, because the innovation is increasingly seen as a ‘circular’ or ‘recursive’ process instead of the old view of innovation merely as “commercialised invention based on technological or scientific knowledge”. The “recursive” innovation model stresses the versatile feedback mechanisms and interactive relationships involving producers (companies), product users, scientific and technical research, development activities, and supporting infrastructure (Schienstock & Hämäläinen 2001). It is also a model of continuous learning, in which the actors in different (social) arenas learn from each other in interactive innovation processes. Therefore both explicit inter-organisational innovation networks and social linkages have become crucially important (e.g. Faulkner 1995).  
When considering the boundary-spanning and networking activities of the specialised development organisations, it can be argued that these activities require special skills, such as network, project and process management skills and a good sense of needs and expectations of different actors. Boundary-spanning activities related to the cluster development require also knowledge on and comprehension of the ‘substance’ (e.g. technological trends, market dynamics, ‘business recipe’) of the cluster or branch. In addition to the high-grade knowledge and skills on the ‘substance’, procedural and management of high quality are needed if high value added through arranged cluster activities is sought. This value added may be result of effective knowledge sharing and even collective learning amongst the companies and other organisations participating in the activities. The collective learning may even be a ‘by-product’ of the participation motivated by other reasons. 
In this ‘procedural’ or managerial respect, it can be argued that cluster development could benefit from the ideas of the community of practise approach (see Lave & Wenger 1991; Wenger 1998). That would make the learning aspect of the cluster activities more visible. The hard core of communities of practise approach is the notion that individuals learn efficiently by engaging in social practises. Engagement refers here to quite active, target-oriented and frequent participation in activities with certain people. Being involved with the same people frequently enable the collective sense-making process (meaning) and identity formation that are seen to be fundamentally important elements in the process of social learning. 
Emerging or developing clusters and cluster activities related to them can be considered as an inter-organisational or inter-personal community which is a kind of ‘arena’ for multifaceted learning. The learning is understood here as an interactive, multi-level social process. The literature on economic learning and learning within cluster or cluster activities has until recently emphasized quite strongly the learning on organisational level and issues, such as formal R&D activities, process development and technology transfer. It can be argued that this is a too narrow perspective. Consequently, it has to be noted that learning within clusters and cluster activities takes place on many levels. On the one hand, the focus can be on the community level learning processes, which refer to the development of the cluster and its activities as a whole (e.g. adjustments in strategies, activities and practises). On the other hand, also organisational and individual learning takes place within the activities and practises of the community. 
Furthermore, the organisational and individual learning are intertwined in many ways. For example, Bate and Robert (2002) point out that the individual members of a community of practice are often simultaneously members of their background organisation and member of a larger, dispersed occupational group. From this perspective, a community of practise is a link between these two spheres of activities. In broader sense, a community of practice also creates a link between organisational strategy and changes emerging outside the organisation. On the basis of empirical study in Silicon Valley, Benner (2003) points out that inter-organisational, occupationally based, `communities of practice' provide a good context for individuals to learn and maintain the competencies. He refers to formal professional associations, which form the base for the emergence of the communities of practise. It is suggested in this paper that the cluster activities could be a base for the formation of communities of practise characterised by intense individual and collective learning. 

Benner (2003) states that economic development policies could focus on identifying, strengthening, and expanding cross-firm occupational learning communities. This applies also to the cluster policies to a large extent: the aspect of social, collective learning within clusters and cluster activities should be taken into account when planning and implementing cluster policies and activities. The emerging communities of practise within a cluster can be nurtured, but this requires understanding of their basic principals and internal dynamics. Attention has to be paid to the actual activities and practises, meanings given to the cluster, identity of participants in relation to the cluster. These are important elements in collective, social learning in addition to the information and knowledge shared and created in those learning processes.  

In the next chapter Neogames cluster development programme is dealt with. The aim is to illustrate some of the ideas concerning the cluster activities presented above. It should be noted that the communities of practise approach is not used in the planning and implementation of the Neogames cluster development programme, but is analysed by using the categories drawn from that approach.  
Neogames: Cluster Development Programme For the Finnish Digital Game Industry
Introduction

Some Notions on the Digital Game Industry
Neogames aims to develop the Finnish digital game industry and the whole cluster. The digital game industry is now in a very interesting phase: On the one hand it is growing acutely and new game companies emerge constantly. On the other hand, there are some indications of the consolidation of business structure and the convergence of the content and technological platforms of the games. (see more about the digital game industry in Brazell et. al 2004; Berry 2004 and Kalhama 2003.) Finland is a tiny market for digital games and the game companies are very small. Overall, the Finnish tradition in digital game industry is still quite weak. At first in 1980s game development and production was just a hobby and not business. The first ‘real’ companies were established in (mid-) 1990s and some of those companies have succeeded very well. In PC and console game field the most known are Remedy Entertainment and Housemarque and in the field of multiplayer online games and communities Sulake Labs Ltd has done very well with its “Habbo Hotel”. In the field of mobile gaming (related to mobile communication) there are some internationally successful Finnish companies that focus mainly on downloadable Java mobile games. Also Nokia Corporation has contributed significantly mobile gaming by introducing the N-Gage, a mobile device that combines a mobile phone and a game console. 

The digital game industry in Finland is still in its infancy, but there is potential due to the strong ICT sector in general. Most of the companies are very small and they have usually very scarce financial resources. According to the scarce resources, many of the digital game companies have to do other things in addition to game development to generate revenues. These “side jobs” (e.g. web page design, programming, graphical design) takes time from the game development which can fatal in the sense that games have to be developed in a quite short period of time so that they do not get old-fashioned before market launch. In addition, many of the game companies are not using the external resources and competences as efficiently as they could. For example, many companies are doing there games themselves completely although they could share software components and platforms without jeopardizing the uniqueness of the game under development. This kind of collaboration would shorten the time spend in game development and decrease the costs related to it. The small size of the companies means usually that they have quite limited managerial capabilities. That is clearly a problem within the digital game industry, because the business environment is very challenging as it has been stated above. The contract negotiations, management of immaterial property and coordination of the production process require a lot of managerial skills. Companies need support and they have to find appropriate partners in order to be able to break through into the international market. These international and national economic and technological factors mentioned above contextualise the birth of Neogames cluster development programme.
Basic Description of Neogames 

Neogames was formally established in November 2003 and it is coordinated by Technology Centre Hermia Ltd. locating in Science Park Hermia. Technology Centre Hermia Ltd is one of the key specialised development organisations of Tampere city-region. It was established in 2004 and it takes care of its successor’s – Tampere Technology Centre Ltd’s – project and development activities. Tampere Technology Centre Ltd was established in 1990 and, in the beginning, its main aim was to develop the Technology Centre Hermia, which had been founded four years earlier. Later on, the tasks of promoting the development of high-tech companies and implementing the Regional Centre of Expertise Programme
 also became significant. There are four official Centres of Expertise in Tampere, and Tampere Technology Centre Hermia Ltd. is responsible for two of them (mechanical engineering and automation and information and communication technology). In practice this responsibility includes building co-operation networks and co-ordinating different kinds of education, research and technology initiatives, projects and programmes which are generated on the basis of companies’ needs. Technology Centre Hermia Ltd is focusing on ICT strongly and cumulating specialised expertise in that area. Neogames is a good example of this path of development.
The cluster is here defined broadly and there are many kinds of member organisations in Neogames ranging from university units and public research institutes to large-scale companies (e.g. Nokia) and micro companies specialising in the development of digital games. The borders of Neogames are quite clear, because membership fee is required. The fee is split-level and is dependent on the number of employees of the organisation. Although the membership fee is very low, especially for the small companies, it is important, because it is an extra incentive to make good use of the membership, in other words to be actively involved in the pursuit of Neogames. Paying the fee is also a sign of commitment to other members. 

Neogames covers already now a considerable proportion of the actors of the Finnish digital game field. In 2004, Neogames had approximately 40 member organisations (firms and public agencies). The coordination unit has figured out that there are altogether about 150 organisations in Finland that could easily fit in the community. All the most significant game development companies are members of Neogames. This is an important factor in respect of the credibility of Neogames community, because the initial idea of Neogames was to build a comprehensive and therefore also versatile membership. 
Neogames is meant to be an exponent or a representative of the whole digital game field. This aim results also in challenges: Different member organisations have different expectations and needs that have to be served satisfactorily so that they would stay as members and pay their membership fee. Different expectations of members lead also to different reasons for joining the community. On the one hand, the belonging to Neogames can be motivated by the expected benefits welling directly or indirectly from the activities of Neogames. For example, the small and newly established companies benefit from the business consultation and legal services. However, these services may not be the most important reason for joining Neogames, but its role as an arena or a forum for the actors within in digital game field is seen very important. That refers to the networking task of Neogames that will be dealt with later. In any case, a very central reason in common for all the members is the aspiration to make useful contacts with other players of the digital game field. Small companies are seeking for partners and customers, big companies for subcontractors and research institutions for company partners and research financiers, just to name few possible linkages. In addition to seeking partners for concrete projects and business activities, Neogames serves as an arena for enhancement of cognisance of the whole game industry. It can be seen as an arena for collective sense-making, reflecting one aspect of the communities of practise approach. 
In addition to the explicitly organisational motives, there are also strong personal motives in the background: Some of the key individuals within the community seem to have strong personal aspiration to develop the game industry and game culture and to correct the misapprehensions related to the gaming and game industry. These key individuals are usually in a decision-making position or they have at least large influence in their own organisation and so these organisations have joined Neogames. This does not suggest that the membership collides with the interests of the organisation, but the membership is only argued differently. 
The formal structure of Neogames is inter-organisational, because organisations are its members. However, the role of inter-personal linkages is crucial. In some member organisations the individuals have had to justify the membership in Neogames very profoundly, because digital games are not in the core focus of the organisation. Usually the member organisations have always the same representatives attending the activities of Neogames although these activities are not restricted only to those certain people. However, some large organisations are going to change Neogames from some individual’s personal target of interest to “organisation’s matter”. Usually this means that more people are involved with the activities of Neogames. It can be argued that this path of development would strengthen Neogames significantly and make it even more credible. 
The main activities of Neogames community are: 1) the creation of a comprehensive network of players in the games field, 2) the development of games-related business, 3) the support and co-ordination of research related to and supporting the games field, and 4) the improvement of the image of the games field and making the field better known. Although the core activities are pronounced quite clearly, the concrete ways in which they are conducted are still partly under development and they will be kept flexible. The business development activity of Neogames crystallises itself in services that are provided for the member organisations. These services include business consultancy (e.g. financing and legal matters) and other support for the development of future entertainment applications and games (e.g. technology and concept design, testing). These services are produced partly by the co-ordination unit and partly by the external partners. Neogames provides also market information to the members and acts as an intermediary of marketing channels. In this paper, some more detailed notions on the networking activities are made, because they illustrate the ideas of boundary-spanning and cluster activities discussed in the theoretical part of the paper. 

The Spatial Dimensions of Neogames and the Learning of the Coordination Unit

The Spatial Dimensions of Neogames
Neogames is one of the leading projects of the Technology Centre Hermia Ltd. that is focusing strongly on ICT and cumulating specialised expertise in that area. Neogames can be seen as a good example of this path of development. Neogames is quite ambitious national development project and in this respect it also represents modern thinking on regional development. Next the spatial dimensions of Neogames are examined in detail. 

Neogames is a national initiative or community. About one third of the member organisations are located in Tampere Region and a half in the capital-city region. Other member organisations originate mainly from other big Finnish cities (e.g. Oulu, Turku and Jyväskylä). Neogames, it is very strongly rooted in Tampere although a half of its members locate in the capital region: The basic idea of gathering the actors within in digital game industry was conceived by policy makers and other actors in Tampere, the basic preparation work was done mainly by these same people and the coordination unit is located in Tampere. 
At first, Neogames was meant to be a regional initiative or cluster development programme based on the existing policy programmes and structures (e.g. Centre of Expertise Programme). However, after rapid planning procedure it was obvious for the key actors in Tampere that Neogames should be national initiative due to many reasons. For example, the challenge facing the game industry is national or international and only the local actors would not have formed ‘critical mass’ in order to respond to this challenge. That is the case for all the Finnish regions. Despite the national nature of Neogames the funding was applied from the regional Economic and Employment Development Centre (EEDC Pirkanmaa). So, Neogames became national cluster development programme and Technology Centre Hermia Ltd. was willing and capable of taking the leading role within it.

This all sounds quite simple and easy, but it was not. It is not very common that this kind of regional initiative would change into national, collaborative initiatives or policy programmes. There are quite strong barriers between regions. For example, Helsinki Region has been quite self-sufficient and it has not usually needed support or help from other regions, because it is institutionally very strong. Correspondingly, Oulu Region has a very strong ‘DIY culture’ as a ‘capital of Northern Finland’. Tampere Region has had own development path and way of thinking in terms of the regional development policy, as well. Against this background the national nature and status of Neogames is not at all a matter of course. 

There are many reasons why on this matter regional actors – mainly the specialised development organisations – were able to collaborate. Probably the main reason is the specificity and narrowness of the digital game field that does not allow sensible or effective regional policy programmes. The specificity results also in competence needs; it is really hard to find people who understand the logic and challenges of digital game industry well enough. However, key actors in different regions perceived that this field is definitely worth developing. Also the rapidity and decisiveness of the process through which Neogames was established supported the collective accept ion of its current form. Currently, Neogames is positively seen as a ‘cap’ of the Finnish digital game industry. It is considered important to have national forum for collaboration although the business itself is international. This view was argued by the fact that common language, culture and basic trust facilitate domestic collaboration and enables for example simpler contractual usage than international collaboration. In addition to these advantages, one could argue for the practical convenience related to the geographical proximity.  
The Learning of the Coordination Unit
Technology Centre Hermia Ltd. gains a lot of visibility and new business contacts by coordinating and managing Neogames, but it is a momentous project for it also from the learning perspective. The learning of the coordination unit, i.e. Technology Centre Hermia Ltd., takes place on two levels. Firstly, the learning takes place through daily activities and it is even more embedded in activities than the learning of companies because the cluster development work is very much craftsman like. It is about solving emerging problems and planning and carrying out activities suggested by companies and other organisations. All suggested initiatives and activities are not successful, but it can not be known in advance. So, the learning in development work is kind of ‘learning by doing’ in nature. 
As it was presented, the digital game industry is very challenging business environment and the companies might have quite special needs. Technology Centre Hermia Ltd. has experience in the field of information and communication technology in broader sense, but the field of digital gaming is quite new to it. Accordingly, Neogames offers learning opportunities also in this sense. By managing Neogames Technology Centre Hermia Ltd. accumulates information, knowledge and expertise on digital game industry. However, the basic needs of new technology-based companies are usually quite similar and in this sense Technology Centre Hermia Ltd. is not too far from its traditional core of activities. On the contrary, the digital game industry is natural direction of the enlargement or focusing of the development activities. Specialising and focusing on certain fields is important for the specialised development organisations.  
Secondly, the learning takes place on more strategic level. Technology Centre Hermia Ltd. has taken care of different kinds of development projects and programmes, such as the coordination of the Centre of Expertise Programme. Usually these projects and programmes have been local and usually also quite small. In this respect, it was argued that Neogames is a new kind of initiative in nature and it has been put together in different manner than most of the earlier projects and programmes. Neogames is one of the main or leading initiatives of Technology Centre Hermia, because it is very ambitious and also national (with international aims) in nature. The building of the programme has been very rapid process, more rapid than usually. Different kinds of activities and services have been established simultaneously. This approach has proved to be effective in terms of member recruiting, i.e. selling the idea, and in gaining the public visibility, for example. 

Neogames aims to be more than project, more like a community for the actors of the digital game field. It is meant to be at least to some extent permanent although the activities and organisation may and will alter over time. The learning of the coordination unit is important for Technology Centre Hermia Ltd. By creating and testing the new ways to organise and manage development projects and programmes, it can develop its own business. On the one hand, it is about the efficiency and effectiveness of the development activities and on the other hand, it is about the whole image of the company. These results of learning combined with the deepening expertise on digital game industry makes Technology Centre Hermia more attractive partner for the companies and other organisations within the digital game field.

Cluster Activities and Communities of Practise Approach 

Cluster and Boundary-Spanning Activities of Neogames
The networking task of Neogames is quite large, because it aims to gather companies that are somehow involved in digital game industry and research institutes and other organisations that operate in the fields of technology, business, concepts and content production for games. In practise networking refers to arranging different events (e.g. seminars, partnering events) and establishing special interest groups, just to name few. Accordingly, this networking is not very active in nature, but it is more about bringing people together. The coordination unit has naturally quite good conception of the skills, competences and needs of the member organisations, and therefore it can do “accurate match-making” to some extent.
Neogames seems to have many roles in respect of networking, especially from the small companies’ point of view. Firstly, companies are looking for possible business partners that are related to their core activities. For example, a small mobile game developer may be interested to collaborate with some other mobile game company that has been able to establish more extensive distribution channel. The last mentioned company may be interested in the games developed by the first mentioned company because they could augment its product portfolio. Correspondingly, the collaboration can be based on complementary technological competences. Neogames is a good forum for seeking this kind of synergetic relationships. 
Secondly, especially the small companies seem to have an aspiration to find customers that are not directly linked to their core business. For example, the small companies have usually to provide subcontracting services based on its expertise to finance the development of their own games. In addition to business-to-business subcontracting some companies provide teaching services to educational institutions because they have very specialised expertise on certain narrow fields (e.g. 3D programming). Neogames may also be a forum for this kind of matching which is not very innovative, but in every case important both to the service providers and to the customers. Thirdly, at least some companies see Neogames as a possible forum to create horizontal collaboration relationships among companies that may be related to issues such as marketing and internationalisation. According to the interviews the activities of Neogames have even until now facilitated the making relevant connections to the member companies. 

Meeting representatives of other organisations seems to be important for all kind of actors, but presumably the networking activity is the most important for the SME companies as it was mentioned. The representatives of educational and research institutes know each other quite well even before hand. So, for them the networking activity is not that important, but the Neogames still serves them as a forum to meet each other and as a mean to intensify the collaboration. 

Meaning and Identity 

On the organisational level, the meaning of belonging to Neogames is naturally different for different member organisations and is dependent also on the organisations’ interests related to the community. The meaning of community can be characterized as a supporting element for the member organisations: it is usually an operational forum for the member organisations. Accordingly, the role of Neogames may not be crucial, but it can be considerable. According to the interviews there seems to be a wide range of different expectations concerning the meaning or importance of Neogames and its activities. Some member organisations consider it as an ‘extra boost’ to their own activities, whereas some other member organisations have higher expectations. The last-mentioned organisations are also usually seeking help for some quite concrete problem or challenge, such as internationalisation or getting in touch with international customers. 

On the individual level, the meaning of belonging to the Neogames is different for different people. Being personally involved in the activities of Neogames seems to be motivated by the opportunities of acquiring new information and knowledge and making new contacts. These two above mentioned reasons are tightly connected to the carrying out each individual’s own tasks and assignments in work. However, there are also some ‘idealistic’ reasons for being involved which is also reflected in the meaning given to the community. As it was earlier highlighted, some of the key persons have genuine, endemic aspiration to foster the game industry and digital gaming as a whole. These personal aspirations are intertwined with the interests of their background organisations. Hitherto, there have not been any conflicts in this sense, but this danger has already been recognised. In addition, it has to be noted that the evolution of the whole digital game industry serves the purposes of all the member organisations. 

From the identity point of view, it can be argued that Neogames does not have very strong common identity yet, or at least the members do not acknowledge that identity themselves. This applies both on individual and organisational level. However, some member organisations identify themselves clearly with Neogames. The representatives of these organisations articulate in different contexts that they are members of Neogames. In addition, these organisations may have web link to Neogames’ web pages on their own web pages or a Neogames logo on their PowerPoint slides. For some member organisations it is important to be a part of Neogames and they want to announce it clearly. Some newly established companies may use it as a kind of reference or ‘an emblem of quality’, for example. There was also debate on which members are entitled to use the term ‘founder member’, because this term is seen to have some prestige. It is a good sign that at least some members esteem the membership in this way. It is important also for Neogames that the key people speak about it in positive tone when dealing with their colleagues, customers, business partners etc. The ‘grapevine’ is a very efficient tool for external communication. 

There are still some cultural or identity-related aspects that bind participating individuals – or at least some of them – together. This is not obvious because the key persons represent many kinds of organisations, such as universities, large corporations and SMEs. They do not usually even share common educational background, but there are engineers, business people, artists, lawyers etc. Still they have something in common: some of the key persons of the community avow themselves as ‘game enthusiasts’. These people have usually seen the whole trajectory of digital gaming and game industry. Some of them have been able to turn their hobby into their current work. In the past this was a typical way to establish a game company. At the moment, the digital game development is seen more like normal, serious business. The shared fascination for digital games beget common ground for the collaboration and joint projects even in the situation in which the organisational aims may be far from each other. Therefore, the role of this kind of cultural togetherness or common identity should not be underestimated. However, there are also persons who do not share this background and see the game industry strictly from the business perspective. There are also some other similarities in the way the key people behave and act: they are usually very active, enterprising and open. These features are necessary when promoting a complex and collaboration-based concept, such as Neogames. 

As it was mentioned, Neogames have very different member organisations and also the participating persons differ from each other greatly. It has been noticed that all the persons do not have a common language. For example, the university and business people talk differently and so do the ‘technologists’ and ‘humanists’. This has been recognised and it has not caused insuperable problems yet. However, this has not done the actual problems that are related to the collaboration between actors of different nature. For example, many companies do not have proper understanding of the nature of basic research, but they wait for results that can be easily commercialised. 

Organisational and Individual Learning 
The learning within Neogames community takes place in twofold manner from the point of view of the so-called cluster activities. Firstly, many of the Neogames activities that can be considered as cluster or boundary-spanning activities (e.g. seminars and other educational activities, joint projects) include explicit learning opportunity or purpose. For example, the seminars and conferences were considered to be usually informative. The learning of companies is usually very practical and the theoretical lecturing is not very effective way to teach the representatives of companies. This holds true especially in educational events and seminars that are related to the management issues (e.g. strategy, marketing, technology management). Companies seek for concrete and real company cases. Cases can be success or cautionary stories. Cases can also be used to illustrate the technological issues. 

The different joint projects generated on ‘Neogames platform’ offer also many learning opportunities and research and R&D projects are almost by definition also learning processes, because new knowledge is produced. From the organisational learning point of view, the larger companies have to be involved in concrete projects in order to gain new knowledge that really makes difference, because their general level of knowledge on technological, legal and business issues is usually quite high. It is also extremely important to pay attention to the way these projects are conducted. It is not self-evident that even large, advanced companies have capabilities and resources to absorb and utilise the knowledge produced in different kinds of projects. Usually the ‘hands-on approach’ is from the learning point of view the most efficient way of participation. On the other hand, it should be noticed, that the above described way to attend the projects is also very time-consuming

Secondly, the learning experiences are embedded in the ‘general interaction’ within the community. Different concrete activities bring the members together and create forums and opportunities for knowledge acquiring and learning. In this sense, the openness of the relationships and communication within the community is very important factor and the actors of Neogames seem to be aware of that. These informal meetings and contacts between companies channel many kind of information although they are relevant also from other than pure learning perspectives (e.g. marketing and PR). According to some interviews, the representatives of companies and other organisations share their experiences quite openly. There are naturally business secrets and non-disclosure agreements, but representatives of companies can still speak about quite sensitive issues, such as experiences with supplier and customer companies. Also technological issues may be dealt with. For example, in the field of mobile game development there are certain special ‘tricks’ or pieces of information that cannot be found in any books, articles, web pages or other information sources (e.g. about ‘bugs’ or malfunctions of different cellular phone models). These pieces of information are very valuable, because founding them out by ‘trial and error’ method is very drawn-out and expensive. This kind of information could be exchanged virtually to some extent. Virtuality refers here especially to virtual special interest groups that would effectively be discussion boards dedicated to certain specific technological issues. However, the exchange of the most sensitive information requires personal trust. Virtual environments do not usually allow the development of trust to that extent. Still, this kind of virtual special interest groups could be established by Neogames. 
The information acquired through the informal interaction can be also very practical and even mundane, but still useful. For example, for the representatives of small companies this kind of informal learning may be very valuable. Neogames community offers them a ‘showcase’ to the whole game industry. This is an important issue, because usually the small companies have very limited possibilities to monitor extensively for example the technological development and changes in the market. Large companies are in this respect in a better position. 

Different actor groups have learned different things. It can be pierced at least the following learning purposes or outcomes that are present within Neogames:

· Big companies are seeking for new possible partners and subcontractors and acquiring knowledge about the grass-roots of the game business. Small companies can produce interesting new game concepts that could be useful for the big companies as well.

· Small companies try to get the ‘big picture’ of the whole game industry and they may get access to knowledge that would be otherwise unobtainable. 

· Educational and research institutions learn about the educational and research needs that the companies have by interacting with them. Interaction is important, because companies may not be able to express their needs explicitly. 

It can be claimed that learning is embedded in activities and practises although the learning is based on the information and knowledge. It is quite interesting that ‘medium-sized’ (in gaming industry) companies seem not necessarily to have as strong learning objective as smaller companies. They are more interested in a kind of supervision of the interests of the whole digital game industry. They are promoting for the education related to the industry in order to assure the supply of competent employees. They are also interested in enhancing the image of the whole industry. It can be opined that, the issues mentioned above are important especially for those companies which are aiming at rapid growth: they need new employees and the image of the whole industry affects the decision-making of investors. 

It should be also noted that all the member organisations are not in equal position in respect of learning. For example, the members of the steering group are in the middle of versatile information flows. Some member organisations have more active attitude towards the informal learning than the others. So, the learning results are dependent also on the member organisations’ own learning attitude and learning capabilities. Furthermore, the individual and organisational learning seems to be very tightly intertwined within Neogames community and the preliminary findings seems to fit very well with the basic ideas of a social theory of learning. It is very challenging to share embedded knowledge of some individuals and turn it into organisation’s asset. This holds true especially in case of large organisations. This issue is important also from the Neogames community’s point of view, because the organisations take part in it largely in an ‘individual driven’ way, but the value of membership is judged on the organisational level. Accordingly, large organisations seem to have an intention to involve more than a key person to the activities of Neogames. It is also essential that the representatives of the large organisations circulate information within their own organisation. 

Concluding Remarks
The local innovation environment can be seen as a linking concept between the innovation and learning of individual companies (and other organisations) and the innovation and learning of localities. The so-called local specialised development organisations are an integral part of the institutional setting of the local innovation environment. The specialised development organisations provide services that facilitate innovation and learning within individual companies. However, these organisations have characteristically also broader assignments, such as networking different actors (e.g. universities and companies) together for different purposes. These activities can be named as boundary-spanning activities, because the term boundary-spanning describes quite well the challenge of acting as an intermediary between and among organisations with versatile motives, interests, financial and knowledge resources, capabilities and practises, just to name a few differences. 
Furthermore, the institutions mentioned above can be seen as linking organisations also in broader sense and some of them can be described distinctively as ‘cluster organisations’ whose main aim and responsibility is to take care of cluster development and as a part of that to organise cluster activities. Organising cluster activities is usually about creating open forums and circumstances for emergence of collective innovation and learning processes and other collaborative activities, to mention a few examples. At the same time the common view of the cluster and its actors is built and strengthened to facilitate these processes and activities. It was argued in this paper that some ideas drawn from the communities of practise approach could be applied when organising cluster activities. The emerging cluster can be a basis for a kind of community of practise or for many communities of practise that are characterised by intense social learning. Facilitating the birth of these communities of practise requires understanding of their basic principals and internal dynamics. This leads as to analyse the actual cluster activities and practises, meanings given to the cluster, identity of participants in relation to the cluster in addition to the explicit learning aspect. 
Neogames cluster development programme was used in this paper as an empirical case. Neogames is still in a very early stage of development and it is a very multifaceted concept. On the one hand, it is a development project or a development programme with certain aims, resources and liable organisations and persons. Even from this perspective, Neogames appears to be a very versatile concept ranging from business development to lobbying. On the other hand, it is a forum or an arena for different actors within the digital game field and from this point of view it aims to facilitate the collaboration within the field. In addition to these functions, Neogames is also a brand for Finnish digital game industry. It can be stated that Neogames has had a good start point: there is clearly a need for this kind of arrangement and the key organisations of the field are eagerly contributing to the development of this community.
The Neogames case raised two quite broad issues into debate. Firstly, Neogames case highlighted the importance of the high quality of the competences, activities and networks of specialised development organisations. This is the case especially when developing demanding knowledge-intensive companies and clusters – like those related to digital gaming. Digital gaming is a very challenging business environment due to the rapid development and several technological, financial, legal challenges and risks, for example. 
The specialised development organisation, in this case Technology Centre Hermia, meets these challenges when delivering support services to individual companies or when interacting with them otherwise. Consequently, the requirements towards these development organisations are increasing and therefore their activities should be even more focused and well-defined than they are used to be. These challenges have effects also on the spatial scope of these organisations: local and regional specialised development organisations should develop into national or even international players in order to guarantee sufficient customer base. Neogames is a good example of a regional specialised development organisation that has been able to broaden the spatial scope of its activities and to accumulate skills and knowledge in the field of ICT. It has also been able to learn both practical and strategic issues by running this cluster development programme. 
Secondly, using some broad categories drawn from the communities of practise approach in the analysis of Neogames confirmed to some extent the idea that cluster development could benefit from the ideas of that approach. Emerging or developing cluster and cluster activities around it can be considered as an inter-organisational or inter-personal community which is a kind of forum for multifaceted learning. The learning is understood here as an interactive, multi-level social process. It is claimed that organisational and individual learning takes place within the activities and practises of the community. 

Neogames has been described with many words, such as an initiative, a programme, a forum and a community. They all are right and valid words to describe Neogames and they underline its complex and multifaceted complexion. However, it should be asked whether Neogames is a community of practise or not. It can be argued that some broad ideas of communities of practise approach can be applied here. Firstly, it is crucial that actors are gathered around a theme or a subject that is really shared by them. Accordingly, the theme should be narrow enough to define the group of actors correctly. Secondly, the group of actors is still versatile enough to generate ‘creative tension’ and dynamics within it. Thirdly, the concrete activities are the backbone of the Neogames development programme. Fourthly, the programme or the established community is credible enough both internally and externally. The internal credibility leads to the initial commitment to the community and it may lead to the formation of common identity and to a sense of being part of something of great value.
However, the initial commitment should be strengthened by the concrete benefits that members may get through participation and involvement. The analysis of the organisational and individual learning showed that Neogames has been quite beneficial. Additionally, the external credibility of the whole concert could be a valuable asset for individual members. For example, the companies can use their membership in this kind of community as their reference in relation to customers, partners, financiers etc. As a preliminary conclusion it could be stated that Neogames has some features of communities of practise and it may definitely serve as a platform for the formation of informal networks, communities of practise and project teams. The latter mentioned ‘community types’ will have more precise common interests than the Neogames as a whole has. Accordingly, Neogames can form into a very versatile constellation of some communities of practise in the long run. This development can be supported by leadership, for example by paying attention to the cultural and identity-related issues that have been largely neglected in cluster development until now. Consequently, further research on these very themes is definitely needed.  
References
BATE, S. P. & ROBERT, G. 2002. Knowledge Management and Communities of Practice in the Private Sector: Lessons for the Modernizing the National Health Service in England and Wales. Public Administration. Vol. 80, No 4. 643-663.

BENNER, C. 2003. Learning communities in a learning region: the soft infrastructure of cross-firm learning networks in Silicon Valley. Environment and Planning, Volume 35. 1809 – 1830.

BENNEWORTH, P, DANSON, M, RAINES, P & WITTAM, G 2003. Guest Editorial – Confusing Clusters? Making Sense of the Cluster Approach in Theory and Practice. European Planning Studies, Vol. 11 No. 5, 511–520.

BERRY, M. 2004. Growing Digital Design: Melbourne’s Emerging Cluster. Lab.3000, lab report 02, June 2004. CD-ROM Publication. Melbourne. 

BRAZELL, J. B., KIM, N. & STARBUCK, H. 2004. Digital Games: A Technology Forecast. Texas State Technical College. The University of Texas at Austin, IC2 Institute. Waco. 

COOKE, P. & SCHIENSTOCK, G. 2000. Structural Competitiveness and Learning Regions. Enterprise and Innovation Management Studies, Vol. 1, No. 3, 265–280. 

FAULKNER, W. 1995. Getting behind industry-public sector research linkage: A novel research design. Science and Public Policy 22, 5: 282-294

KALHAMA, M. 2003. Suomalaisen peliteollisuuden kartoitustutkimuksen loppuraportti. Taideteollinen korkeakoulu, Mediakeskus Lume. Available at the following URL address: http://lumex.lume.fi/files.nsf/$DefaultView/FED6DDF3F542F5AEC2256DFE00415846/$FILE/loppuraportti16.12.pdf. Read 13.11.2004. 

KOSKENLINNA, M. 2004. Välittäjäorganisaatiot Suomessa: Rakenteelliset haasteet. Finnish Ministry of Trade and Industry. Available at URL address: http://ktm.elinar.fi/ktm_jur/ktmjur.nsf/All/99396C0681E1603EC2256F4F002CB9B2/$file/Koskenlinnan%20raportti.pdf. Accessed on 22 November 2004. 

KOSKENLINNA, M. SMEDLUND, A., STÅHLE, P., KÖPPÄ, L., NIINIKOSKI, M. – L., VALOVIRTA, V., HALME, K., SAAPUNKI, J. & LESKINEN, J. 2005. Välittäjäorganisaatiot: Moniottelijat innovaatioita edistämässä. Tekes, Teknologiakatsaus
KOSTIAINEN, J. 1999. Competitiveness and Urban Economic Development Policy in Information Society. In Sotarauta, M. (Ed.) Urban Futures: A Loss of Shadows in the Flowing Spaces? Futura, Volume 18, No 3 / 1999, 14–36. 

LAGENDIJK, A. (2000) Learning in non-core regions: towards intelligent clusters; addressing business and regional needs. In Rutten, R., Bakkers, S., Morgan, K. & F. Boekem, F. (Eds.) Learning Regions: Theory, Policy and Practice. Edward Elgar. London.
LAVE, J. & WENGER, E. 1991. Situated Learning: Legitimate Peripheral Participation. Cambridge University Press. Cambridge.

LUGER, M.I. 1994. Science and technology in regional economic development: The role of policy in Europe, Japan, and the United States. Technology in Society, Volume 16, Issue 1. 9 – 33.

O'GORMAN, C. & KAUTONEN, M. (forthcoming). Policies Promoting New Knowledge Intensive Agglomerations. Submitted to Entrepreneurship & Regional Development. 36 pp.
SCHIENSTOCK, G. & KUUSI, O. (Eds) 1999. Transformation Towards a Learning Economy: The Challenge for the Finnish Innovation System. Sitra, Sitra 213. Helsinki. 

SCHIENSTOCK, G. & HÄMÄLÄINEN, T. 2001. Transformation of the Finnish innovation system: A network approach. Sitra, Sitra Report series 7. Helsinki. 
SOTARAUTA, M. & LINNAMAA, R. 1997. Kaupunkiseudun elinkeinopolitiikka ja prosessien laatu: Tampere, Turku, Oulu, Seinäjoki, Vammala ja Parkano benchmarking-vertailussa. Tampereen yliopisto, Aluetieteen ja ympäristöpolitiikan laitos, Sarja A, 19. Tampere. 

SOTARAUTA, M. 2000. Kaupunkiseudun ydinkompetenssien kehittäminen. In Kostiainen, J. & Sotarauta, M. (Eds.) Kaupungit innovatiivisina toimintaympäristöinä. Tekniikan akateemisten liitto TEK ry. Helsinki.

WENGER, E. 1998. Communities of Practise: Learning, Meaning and Identity. Cambridge University Press. Cambridge. 
�. The project “City-Regions as Intelligent Territories” (CRITICAL) focuses especially on those above mentioned questions. CRITICAL is an international research project funded by the European Commission's 5th Framework Programme for Research and Development. The aim of this project is to apply and test the concepts of a knowledge, or learning, society within the context of city regions, in order to assess how knowledge and learning can be used by cities for their further development. The project focuses on four city-regions, Newcastle-upon-Tyne (UK), Dortmund (Germany), Dublin (Ireland) and Tampere (Finland). The basic idea is to identify different kinds of learning processes and arenas within these cities.


�In this paper the concept of cluster development refers to the development of all kinds of agglomerations, not only of those that represents the ‘porterian’ cluster approach. 


� The Tampere Region Centre of Expertise Programme is a part of the national Centre of Expertise Programme co-ordinated by the Ministry of the Interior. The basic idea of this programme is to enhance the collaboration among companies and between companies and research and educational institutions in order to stimulate and develop high-profile business activities. Tampere has four officially and nationally recognised Centres of Expertise: Mechanical Engineering and Automation, Information and Communication Technology, Health Care Technology and Media Services. Besides the seed finance by the ministry, the programme is financed by National Technology Agency of Finland TEKES, the Council of Tampere Region, the City of Tampere and nine of its neighbouring municipalities. 
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