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Abstract

Benefit from the smart devices performance improvement and
becoming more popular, mobile games have been springing up these
years. While expanding user number and the overall market, the video
game and computer game market are being eroded, causing rise and
falls in digital game market. Companies focused on TV games and PC
games now turned to the development of mobile games in response of
the rise of mobile gaming. Startups also take advantage of the rapid
rise of the low.

Distinct rise and falls appears in. Taiwan’s digital game market in
recent years. Mobile game revenue keeps hitting new highs, and the
marketing visibility has exceeded other types of games. Most of
Taiwanese digital game companies focus on PC games, but regard the
transform to mobile games as one of the-main target under its sharp
competition. To grasp the development trends, to understand the
dynamic of leading companies, and to refer to the business model of
startup business are the key point to Taiwan’s digital game industry.

Mobile games are the scope of this study. By in-depth analyze of
current global market size, consumer dynamics and the development of
the industry, adding in the analysis of the trends and business model of
representative key manufacturers (Electronic Arts, Tencent, SQUARE
ENIX) and innovative companies (Supercell, GungHo, Line Playart
and Disney and Kabam), showing global mobile game tendencies from
different phases like market, industry and manufacturer, offering a
guide to future plans and transform strategy to companies in Taiwan.
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