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Abstract

Digital games have long become the most favored recreation since the IT
advancements. The estimates of MIC, the Institute for Information Industry (I11),
show that the scale of the global digital game market will reach US$61.5 billion in
2010 and exceed US$83 million in 2013, with a compound annual growth rate
(CAGR) of up to 12%. With such astonishing growth power, world-leading game
manufactures, such as Nintendo and Sony Computer Entertainment, and ICT
leaders, such as Microsoft and nVidia, have invested considerable resource in the
digital game market with new technology.

This study will focus on digital games with innovative applications. Apart
from analyzing the status of the digital game market and the industrial ecology,
in-depth analysis will be conducted on the benefits and opportunities that the
emerging application brings, and the potential problems and challenges. By
investigating the technology, market demand and supplier movement of digital
games, this study provides a reference for assessing and planning the development
of technologies, products and services of digital games for existing and new game
suppliers interested in entering the emerging digital game market, and the potential
market participants.
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