Many people associate the technology of digital games with just entertainment…it goes far beyond.  

Today the digital economy is the driver behind the world economy.  Every employer, entrepreneur and manager must in some way or another embrace digital technology.  

The digital component of our economy is transforming the world.  The industrial age was an age of giants, mega corporations, mass media and one step flow communications.  The digital economy is breaking up society into micro fractures of one to one interactions.  Digital gaming has taken an unsurpassed role in collective online entertainment making it possible to be close to other users around the globe from the comfort of your own home.
Digital gaming has also become a very important tool in education.   One could argue that we have largely overcome the stigma that games are play and thus the opposite of work.  A majority of people believe that games are engaging, that they can be effective, and that they have a place in learning.  The combined weight of three factors has resulted in this widespread public interest in games as learning tools.  These factors are:
· the ongoing research conducted by Digital Gaming-Based Learning proponents including recent published material like James Paul Gee's What Video Games Have to Teach Us about Learning and Literacy (2003), and Clark Aldrich's Simulations and the Future of Learning: An Innovative (and Perhaps Revolutionary) Approach to e-Learning (2004) among others.
· The second factor involves today’s “Net Generation,” or “digital natives,” who have become disengaged with traditional instruction. They require multiple streams of information, prefer inductive reasoning, want frequent and quick interactions with content, and have exceptional visual literacy skills.
· And thirdly there is the increased popularity of games. Digital gaming is a €20 billion per year industry and constantly on the increase.
The US computer and video game software sales reached 15.7 billion euros in 2009. Internationally the video game industry generated over 23.6 billion euros last year.  This is a surge of 20% over the previous year.  85% of all games sold in 2008 were rated E for everyone or for everyone above the age of 10.  The market is characterised by over 200 large players such as Sony, EA, Ubisoft , Nintendo etc.  Most of these are supported and interact with small and innovative players established around them.
Current and future developments across global gaming sector

Key drivers are spurring the adoption of video games both online and offline. Broadband penetration is prompting the consumption of online material and the use of online social media. Demographics are also shifting with the average gamer being around 33 years old.

Next-generation consoles from Microsoft, Nintendo and Sony are all battling for the living room through the creation of dynamic online products. Microsoft currently holds a strong lead with regards to online services although competition is pushing to usurp its position.

Case for Malta

Digital media companies are ready to choose Malta for our quality of life and the number of creative professionals that our colleges and institutions churn out annually. Malta is already home to a budding digital media sector with a pool of quality employees and students who possess the specialized skills needed for designing games and related products. Malta’s high quality of life and affordable cost of living, position it as a top location for attracting digital gaming companies with easy access to creative talent essential to the success of game development firms.
Malta also offers advantageous labour costs and a conducive business environment: Economic stability, support from government and from local development agencies, R&D incentives, business permitting procedures, financial support available to business, privacy regulations, information security and intellectual property rights are all important considerations for businesses when investing or expanding their operations. 

Our commitment
The Maltese Government is committed to delve deeper in the digital world and is presently probing how to establish Malta as a centre of quality in digital game production.  This is a continuation of the strategy the Malta Enterprise has embarked upon in recent years: that of focusing on very specific niches and gradually building and infrastructure to promote Malta as a centre of quality in the particular niche.  We started with the Pharmaceutical industry and today we have players such as Medichem, Combinopharm, Siegfried, Actavis, Watson, Aurobindo, Haupt etc.  We have strengthened the ICT sector and today we have Microsoft, Oracle, Megbyte, Crimsonwing, 6PMm, and HSBC Call Centre, among others, on board.  We have also embarked on aviation services, and today we can boast names such as Medavia, Lufthansa technik, SR Technik and MCM.  Now we strongly believe that the next wave of Foreign Direct Investment can happen in digital gaming.  Indeed we are today negotiating with a USA/UK company to set up shop Malta.  
In order to enhance this sector we immediately thought of widening the Malta Enterprise Act to include digital gaming as an eligible activity.  For those projects that are really attractive for Malta government is also prepared to give a cash grant as part of investment aid.  
As I mentioned before it is important to bring as many stakeholders a possible to build a solid infrastructure in Mata to meet the needs of international players.  As we have done in the past, the main institutions in Malta such University , MCAST and MCST are working together; but we do not stop here.  We want foreign stakeholders to give their views and lead us on the right track.  We are confident that our people and students will immediately see these opportunities.  We are also confident that local entrepreneurs will invest in this industry.  We are committed to bring on and support investors in this field to form a cluster and link the local community with leading international players in this field. 
Malta Enterprise is committed to support through incentives but our support does not stop there.  We want to build digital human capital. The essence of the value proposition that we wish to offer to investors in this field will not be merely based on the cost differential but rather on knowledge and competence – transforming our value proposition across multiple dimensions.  Our approach will be, as it has been in the past, solution oriented, turning our selling points into opportunity for the local and foreign investor.  As I mentioned earlier, together with the University of Malta and MCST, we will be working on a dual dimension: enhancing competitiveness of the local product including competence and knowledge building; and parallel to this, promote Malta locally and abroad.  
As has happened in the past we believe that the best way to convince people and students to enter into the digital works is to provide them with business and job opportunities in the sector.  If we attract and support investment, people will tend to follow the trend. One has only to look at the upsurge in University and MCAST courses in Pharma, ICT, and Aviation Maintenance.  Our Get Qualified scheme has also been extended to this sector.  
We strongly believe that digital gaming will form an important component of the world’s communication language; indeed digital gaming itself is a communication language.  Like any other media the message is more in the type of media itself rather than the content.  It is shaping the global communications and it is happening in real time.  Malta cannot afford not to join the band wagon.  We maybe slightly lagging behind but we are committed to bridge the gap at the earliest… and I am sure that we will.  Malta Enterprise is committed to do so. 
