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Agent Based Simulation of Digital Contents Platform Strategy

Lee, Hao

2,500,000

1,800

We perform an internet survey of digital content platform users, and got
about 1,800 samples. We conduct factor analysis and extract parameters of contents consumers from
those data. We create a model using those properties, introduced parameters at the individual level
to the consumer agent, and created a decision model of them. In addition, we conducted agent-based
simulation in which platform holders and contents providers are implemented with learning Al agents
and hybrid gaming simulation in which human players play the role of contents providers. We examined

the strategy of digital content platform using each simulation method.
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