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ABSTRACT

This research explores strategy for game developers to select platforms in the game
industry where are traditional two-sided market focusing on mobile game platforms. We
conducted content qualitative analysis by collecting data through contents on online and
offline and interviewed four CEO of game developers to secure validity and reliability
as well. The results of the research are the following: First, platforms selection factors
of game developers are game implementation ability and technical stability, marketing
competence of platforms, and profitability creation. Second. the initiative of mobile game
platforms has handed over from first generation of mobile games to second mobile
games according to their value creation and value capture.
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