%= C-19
FrmREMDEMTRRBSE
VR 2 34 4H 1 BBUE

HEAEE : 16201
MEiEE - HEFHE G
W HAR - 2007~2010
EEES 19730292
METEERL (F1X) BADRERTLES —LERICE ITAH S EREBEICET 2EEM -
KR
2R RE® (X)) A Theoretical and Empirical Study of Product Development and
Distribution in the Japanese Video Game industry
MERKE
K1t #— (OHKITA KENICHI)
FNKRE - thigi v RO A Y FARH - SR
MEEHEES : 60367513

W R OME (Fn30) -

FFZEEHENICAEY,  EREORFZERREIZ DV TIRD 3 DD EIT - 7=

(1) fERED 77 IV —arta—FHY 7 MIETLIEEREZ B L TELIE HBEDFE
FERHTLES =28 (77 v b7 +—24) BTSNV 7 bME, o7 T v b7+ — 4
WIS TIRIRFIZHTE S TR WS B FFEIZEFEH L, 2820 L9 28R O FhE
IN—REHI T d 2 DN HOW TR R SHT 21T - 7-.

(2) WA DEFAEYERE 2 oD < DA DA L= R SN =K EM T L B s — L0
7 MCBET 5 2EGHEZITV, A— I —BENTF—L Y 7 M ERFTHEE, Ui%Y 7 Foftis
L L TRBORBEDT T v N7 4 —2DRPNLHIREEDT T v N7+ — L EERTH
BRI ETENC W CHEREN A T 21T - 7

(3) MNP PEMHE EICE T AMBICET T2 7 —A Y 7 M A—H—2NBRT 554 & Wil ok
I DWW CER R R AT 21T - 7=

WRFERCR OB (330 -

The purpose of this research is to investigate product development and distribution in
the Japanese home video game industry both theoretically and empirically

(1) A platform competition model in markets of system products composed of hardware and
complementary software is analyzed, with a specific focus on exclusive contracting.
When hardware products are strongly differentiated, or when consumers value the marginal
benefit of additional software variety highly, we find that, in equilibrium, hardware
firms will engage in exclusive contracting of software development. This finding is
strongly supported by our empirical results in the Japanese home video game industry
dominated by Nintendo from 1984 to 1994.

(2) Empirical studies are conducted to examine the factors determining the developers
choices of video game platforms from 1994 to 1996 by using the mixed logit model.

(3) The competitive and cooperative strategies pursued by game software firms facing the
problem of intellectual property rights violation are analyzed
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