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Video Game Market

A $46.5 billion worldwide market by 2010
(PwC)
A Suppliers
I Platform owner
I Game software developer
I Game software publisher

A Indirect network effect by software variety
(low Iincentive to be compatible)
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Beginning of commercial video
games
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19721 Atari Pong 1978 1 Taito Space Invaders 198071 Namco PacMan



Beginning of Console Platforms

19761 Fairchild Channel F 1977 1 Atari 2600



19831 Video game crash

A Bankruptcy of several companies

A Oversaturation of the market
I Dozens of consoles
I Low quality games

A E.T. and PacMan disaster of
Atari
A Invasion of PC Games



