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Mepianym

H mapovoa epyacio mapovoidler facikés mAnpopopieg Yoo to woryvidl mov
noilovion HEGMm KIVNTMV GLOKELMOV. ApyIKd, yivetal pia avagopd otnv eEEMEN ToL
Topéd aVTOV TV Toryviowy. Ileptypdeovtar ot aAlayég amd tote OV TO IO VIO
TPOTOEUPOVIOTNKOV ©OG OTAEG EQPOPUOYEC EVOOUATOUEVEG OTIG GULOKEVEG UEXPL
onuepa, Omov mALov Exovv efeMybel oe OAOKANPOLG EKOVIKOUG KOGHOLG KOt
petadidovror and E&vmva kivntd Aépwva. Emmiéov, avaeépeton 10 TPOeiA TV
xpnotdv mov mailovv tétown moyvioww oAAG kor n {RTMom mov €Yovv avTEC Ot
epappoyés. Ilapodio mov, dnwe TovileTal Kol 6T0 KEIUEVO GTN GUVEYELD, OEV VITAPYEL
aKp1PBEg LOVTELO OMoVPYiag Kot TpodBnong TV Toyvidumy, yivetal pio tpoondoeio
KATOypapns TovV Pacik®v oToyEi®V Kol AEITOLPYIOV TOV TOipVOLV HEPOG OTNV
YEVIKOTEPT, aYOPO  E€QPOPUOYDOV  KWWNTAOV  GUGKELOV. [owitepo  evdlopépov
Tapovstalovy o1 TANpoeopiec mov divovton Yo Tig etapeieg Apple kot Google écov
agopd 1§ epappoyég iPhone kot Android avtictowya. Téhog, yiveTon pior cuvoyn TV
GUUTEPAGUATOV TOV TPOKVTTOVV OO TNV EKTOVIGN TNG EPYACIOS KOl AoV O TOUENS
mov peketdron Ppiokeror axdun oe e£EMEn, dlvovtanl kdmoleg 106eC Yo LEAAOVTIKN

épeuval.

Abstract

This essay presents basic information about the games that are playable via
mobile devices. Firstly, I refer to the evolution of mobile gaming. I describe the
changes that have been done to the games during the last two decades. Games
initially were simple embedded applications on devices but today, most of them have
evolved to entire virtual worlds. Moreover, games are totally changed due to the fact
that nowadays they are applicable to smart mobile phones. In addition, I describe the
profile of users who play this kind of games. Furthermore, I refer to the demand for
these applications. As noted in the text, there is not a specific business model of
mobile gaming. So, I make an attempt to capture the essential elements and functions
that take part in the market of mobile applications. Last but not least I give interesting

information for the two leader companies, Apple and Google, and especially for the



iPhone and Android applications. Based on this project, I conclude with some ideas

for future research.
Elcaywyn

ATO TIC TPATEG POPNTEG CLOKEVEG TNAETIKOVOVIDV TTOV YPNGLLOTO|OnKoy
0TO OTPATO £MC TO TNAEPMOVO TOV OVTOKIVITOV, Kol a0 To amAd Kivntd ThAEpmva
€m¢ o oVYYpova smartphones, 1 texvoroyio Eyel KAVEL TEPACTIOL GALOTO GTOV XDPO
™mg KNt ™Aigeoviag. I[TAéov, 1 cvviputtikn mAEloyNEio EVNAIKOV 0ALL Kot

epNPwv £yl 0NV KATOYN TOL TOLAGYIGTOV Lo KIVNTI] GLGKELT] TNAEQPDOVOV.

O 6poc «mobile game», mov E&pel KoL 0 TITAOG TNG TOPOLGAS EPYOCiog,
nepLyplpet Eva ynelokd moryviol mov mailetol HECH PG NAEKTPOVIKNG cuokeung. Ot
OLOKEVEG aVTEG pmopel va gival kivntd tAépwva, EEvmva Kivntd mAépwva, PDA,
VTOAOYIOTNG ToumAETor (tablet computer) kot GAAEG QOPNTEC GLGKELEC TOL
AVATOPAYOUV TOAVDUEGO. XE OUTEC TIG GLOKEVEG OgV cvumeptlopupdvovtol Opme ot
noyViSopnyavée xepdg maporo mov eivar eopntéc'. Tt cuvéxeln avalvetor M
e€EMEN TV TUVIOIDV OVTOV Kupiwg OGOV apopd TOV TOUED TMOV KWNTOV
MAepOVOV (amAdv Kot £Eumvov).  Xaptv cuvtopiog Aowmdv Ba avaeépovior mg

O VIO KIVIITOV TNAEPOVOV.

Apycd, o Toyvidlo Tov UTOPOVGE 0 YPNOTNG VO TOHEEL NTOV TOAD OTA Kot
EVOOUATOUEVO OTIV CLOKELT. Ta YpoPIKd TOV TAVIOIDV OV YOV YPOUATO KoL
dev mpocedvay ainboedvela. To 1994, yiveton 1 epedvion Tov TPAOTOL TOLYVIOIOD
OV EVoOUATOVETAL o€ Kvntd TqAépmvo. [Ipoxertar yio to «Tetrisy Ko 1 Gvokevy
nov to Priogevovoe Ntav n Cetelco Hagenuk MT-2000 (Hagenuk MT-2000, 2012).
Tpia ypovia apyodtepa n Nokia eppavilel To mTold emrvynpévo maryvidlr «Snake» oe
Kémowo amd To LOVTEAX KIvnT®V cvokev®v g (Mobile game, 2012). Ot cvuokevég

aLTEG EIKOVILOVTOL TOPAKATO.

! Tvokevéc ommg ot Nintendo, PSP, kT.



Eixova. Hagenuk MT-2000 in the Cetelco
variant Eixova. Snake - Nokia 3210

[MapdAinia pe v €£EMEN TOV KIVIITOV TNAEQPOV®OV KO TOV VINPECIAOV TOVG,
eEeMooovVTay Kol To Toyvidle 7oL UTopovcay vo eveouotowbovv oe avtd. H
TPOYUOTIKY] EUTOPEVUATONTOINCTN TOV TOLYVIOUDV Yo Kiwntd tAépwva Eekivnoe to
2002, étav o1 KOTAGKELOOTES EEKIVIGOV VO EUTOPEVLOVTOL TNAEQ®VO TOV NTOV KOV
va arodnkedoovy moyvidlo ta omoio Wropovcay va KoTeRAGOVV Ol ¥PNOTES OO TIC
OTOGEAIDEC TOV KATOOKEVOOSTAOV. To KaTéRacuo TV Tatyvidudv yvotay, He KAmolo
YPNUOTIKO avTiTIHo, €lte HECH €VOG KATACTNUATOG amevbeing oto Kvntd gite péow
NG OTOGEAMOOG TPMTO GTOV VIOAOYIGTH Kol 6T cLVEXELR 6T0 TNAEPwvo. Etot, o
Eexwplotn ayopd, TOPGAANAN HEe TV ayopd TNAEQOVOV, EEKIVNGE Kol apopovsE
OTOKAEIOTIKA T €V AOY® Taryvidw. Méypt to 2007, ta mayvid mov dtaktvodhvtov
NTav oYeTKd amdd Kot Epotalov pe To oy vidla mov epgaviommkav 10 — 15 ypdvia
vopitepa otig moryvidounyovés. H molvmlokotnto TV Toyvididv HTAV GYETIKA
HKpN O10TL avTiGTOLYO KOl Ol AEITOVPYIKES KOt YPAPIKES IKAVOTNTES TOV THAEPDOVOV

ntav oyetikd nepropiopéveg (Goggin & Spurgeon, 2007).

H mieioymoeio tov ypnotdv, opywd, énole pe to moyvidiw mov nrov
EVOOUATOUEVO 6TO KvNTd THAEQ®VO, Apa Kot ympic emmAéov ypéwon. Ta moryvidwo
avtd NTav cuvnBmg Taryvidla Yvocemy kot TalA dpdpwv THnwv, dnwg to Tetris yia
Topadetypo, mwov mwalotav amd £va ypnotn. Adym ™ amhdTnTog TOV ToLVIOIDV

OUTAOV KOl TOV TEPLOPIGUEVOV AELTOVPYLDV TOV KIVNTAOV TNAEPAOV®V, Ol YPNOTEG



apiEpovoy Atyo ypévo, mepimov 30 Aemtd v nuépa (PWC, 2009), oniadr moAd
MyOTEPO OO OTL APIEPMVOV Y10 VO, OAOKANPAOCOVY £VOL ALY VIOl TOLYVIOO U OVIG.
ZuvnOmg 0 XPOVOG TOV APEPOVAV Ol ¥PNOTEG NTOV 0 EAEHOEPOC XPOVOG aVAIESH OTIG

KaOnuepvEG dpacTnploTTES (TN YaivovTag 0T SOVAELH, GTO SIGAELUO KTA).

To TeXVOOIKOVOUIKO HOVTEAD UEYPL EKEIV TNV OTLYUN AQOPOVCE U0 KAOETN
EVOOUAT®ON, OOV 0 KATAGKELOGTNG TOL THAEPOVOL NTOV 6TO KEVIpO. O ypnoteg
e€opTidTAY TANPOC OMO TOV  KOTOOKEVLOOTH O@QOV OVTOG ONUIOVPYOVsE Kot
EUTOPEVOTAV TO, TTOLYVIOWD, TO OTOio NTAY CLUPOTE HE GLYKEKPIUEVI] CLOKELT] KO
OLYKEKPIUEVN TEXVOAOYiD. AVTO OUMG €lYe AVIIKTLUTO KOL GTOVS EVOLAPEPOUEVOLG
TPOYPOUUUATIOTEG TOLYVIOUDV 0OV TO GUYKEKPIUEVO HOVTEAD ayopdc MToV KAEIGTO

Kot Svcoimvo Yo véa Eexvipato (start-ups).

Ta Ty viSLa 6TA KLV TA TNAEQP VA CNUEP

H evoopdtoon g WAP (Wireless Application Protocol) teyvoloyiog ota
KIvNté TALQMVE, GE GUVOLAGHO UE TIG TAUTEOPUES avamTuEng Java, emétpeye oTIC
QOPNTEC GLOKEVEG TNV TPOSPacT 610 AladikTvo Kt €TGL £Ylve ol OKOUN TEPAOTIO

ALY OTIC VILAPYOVGES OLVATOTITES KOl AELTOVPYIEG AVTAV TWV GUOKEVMV.

Ed1kotepa, o1 SuvatdTNTES KO T YOPAKTNPIOTIKE TV TOLYVIOUDY GTO KV T
mAépwvo dAlaéav katd ta €t 2006 - 2007 pe v EUEAVIOT TNG TPOTNG GEPAG
EEumvav Kivntov tniepomvov (smartphones) kot v dwbeoudtnta gite dwpedv gite
evtOc maryiov ypémong dvvatdtroc tpdsPfoons oto Awadiktvo. Ilpdtn amd 6Aovg M
Nokia, to 2003, £xkave Tnv kivnon va gwedyst oty ayopd tniepaoveov to N — Gage,
éva 1oyvpd KVNTO THAEP®VO OV EVOOUATMVE OLVOTOTNTEG HOG TTOLYVIOOUNYOVIG.
H «xivnon avty dev €tuyxe peyding ovtamokpiong.  Ilapoio avtd, m Nokia
ovveyilovrog v €EEMEN T™C TEXVOAOYIOG OTA KIVIITA TNAEQ®VO TOPOLGINGE, TO

2006, v emdpevn YeVIA KvTdv TNAE@®VmV (Soh & Tan, 2008).
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Nokia N — Gage 2003

H peydin €€apon g ayopds £Eumvev Kivntodv TNAEQPOVOV £Yve UE TNV
eupdvion tov i-Phone, ota téAn tov 2007, ko M omoion GAAace SpopaTIKE TIG
VILAPYOVGES GLUVONKEG TOVL APOPOVGAV T, TTayVidla oTo Kivntd TnAépwva. [TAéov, ot
YPNOTES ELYOV TNV SLVATOTNTA VO AyOPACOLV TTatYVidl O10POP®Y TPOYPOUUATICTOV
ond TO KOTACTNUO EQOPUOYDV, Vo ToiEovv OdIKTLAKA Toyvidle, va maifovv
oy viole TapdAANAL e GALOVLS TaikTeg Kot AAAL ToALd. Kdmoieg dvvatdtnteg tev
CLYKEKPLUEVOV TNAEQPOVOV TOL KAVOLV OKOUN TTLO EVOLLPEPOVGO TNV ¥PNON TOL gival
n 006V aPng, 0 aVIYVELTNG KIvNoMg, TO CUGTNIO EVIOTIGHOD NG YE®YPUPIKNG BEonG,

N HEYEAN YOPNTIKOTNTO TG UVAUNG KOL 1] EVOOUATOUEVT] KAUEPA.

Ot ovokevég KNtV TAEEOVOV  givol TAEOV  avVTOY®VIGUES UE TIG
TOLYVIOOUNYOVES 0OV €KTOC Oomd TIG oLENUEVEG AELTOVPYIES KOl VANPEGIEG TOL
EVOOUOTOVOVY TPOGPEPOLY  emmAéov dvvatotntes. Kdmoleg amd avtég elvar m
O100EGIUOTNTO OTOVONTOTE KOl OTOTEONTOTE, TO VYNAO emimedo eotopikevong (evad
ocuveyiler va dwtmpel ™V emkowvovia HECH TOV KOWOVIKOV OIKTO®V) Kot Ol

HEALOVTIKEG VTOGYEGELS Y10, «context awareness»’.

2 Ot gappoyég TpocapuolovIal oTNY YEYPAPLKY TEPLOYA Y| 0THV KaTtdotaon Tov Ppioketal o
xPoTNG.


http://en.wikipedia.org/wiki/File:Nokia_N-Gage.png

To Mpo@iA Twv Xpnotwv HayvisSiwv Kivitwv
TnAe@wvwv

2OUPOVO PE EPEVVEG TO EVal TPITO OAMV TV EVNATKOV TNV AUEPIKN KOl GTNV
AyyMa maifouv TovAdylotov pio @opd To unva moryvidli 6To Kvntd TMAEP®VO Kot
Thvo amd Tovg WGoVg £xovv moiEel TOLVAGYIOTOV o Popd ot (on Tovg KAToo

nayviot (Feijoo et al, 2012).

"Evoc amd toug BacikdtepOVg mopdyovTeG amodoyg Kol SNUOTIKOTNTOS TWV EV
AOy® moyvidtov givar o Babpdg dtobecudTnTOS Kot T0 KOGTOG TMV GLGKELMV TOL TO,
avarapdyovv. H Acia, n Kopéa kot lanwvia etvar or ayopég mov nyodvtat avtng e
TEXVOAOYIKNG €EEMENC. AAMAmoTe lval AoYiKO ool o aplfuog ypnoto®v oty Acia
glval ovykpiolUog HE TO GUVOAO TOL OPlOUOD YPNOTOV O OAEC TIC GAAEG YDPES
TayKoopimg. Ot avaAnTéc moTtehovy OTL N MO AVOTTUGCOUEVT] TEPLOYT] OGOV APopPdL
To. oy vidle ota kvntd mAépova Ba sivor n Ivdia apod exel dev givar 1daitepa
OMUOPIAELG AAAEG ALY VIOOUNYXAVES KL £TGL TO KIVIITO TNAEQ®VO givar 1 KaAvTePN ADon

v kémotov mov BéAeL va Taigel Eva ynoerokd mavyviol (Holden, 2007).

Moy visia Kivntowv Thispwvwv: Otkoocvotnua,
MAat@oppueg, Mpoypappatiotég

Yrapyovv moArég pebodoroyieg yia va €Eoybel m ypouun mopaymyng tov
EPOPUOYDV KOL TOV TEPLEYOUEVOD TV KIVNTAOV THAEQPOV®V. ZTNV TOPOVCH EPYOCio
aKOAOVOEITE TO HOVTEAD «OIKOGLGTHUOTOGY, o pebodoroyior mov eivol wkavy| va
QTOTVTIMGEL TIG TEXVIKEG, OIKOVOUIKEG Kot OEGLIKEG OYECELS GE £vay TOUEN TTOL OKOWN

OVOTTTUGGETOL KO APa OV E1vol akOUN £TOLLOGC Yol ETIGTUN LOVTEAOTOINOT).

To 0KocVLGTNUO TOV TOLYVIOIDV KIVNTOV THAEPOV®V 0koAovbel Tpio oTad10L

povteromoinong (Feijoo et al, 2009), Ta omoia giva:
1. Anovpyia/mapaywyn/onpocicvon (creation/production/publishing).

2. THoapdooon/Awkivnon/IIpocPaocn (delivery/distribution/access).



3. Xpnon/Koatavéiowon/Arlnienidpaon (use/consumption/interaction).

To mopoakdto oynuo delyvel po. OAOKANPOUEVN €KOVO TG OOUNG KoLl T®V
OLOIKOGLOV TOL OIKOGLGTHLOTOG TOL HEAETATAL X€ KAOE 6TAS10, TO AEVKA KOVTIH
delyvouv TIg dpacTnplOTTEG TG Propnyaviog AOYIGUIKOD TotVIddV, To KOLTIH TOV
€xouv avoytd YKpL ypouo detyvouy ta ototyeio mov eival QUECH GUVIEdEUEVO KoL
amopoiTNTO PE TO TOrVIo KWNTOV THAEPOVOV Kol TEAOG TO KOUTIL OV E£YOLV
OKOVPO YKPL XPOU TEPLYPAPOVY Agttovpyieg mov Oa mpémel va evomuatmbodyv 6To

uérrov (Feijoo et al, 2012).

(z : N
@ " -
§  Engine/middleware | Demlopmenm”ﬂm] e SR SOs { Other media / ]
= software developers . e | content industries
E Game publishers Mew “mobile games” publishers
= =
I 9 MEﬂl:E'Ilng =
=8  Advertising / other business models IPR management
=3 _
;\E ’i Mabile gaming enabling platforms / application server j
il s e
a ™\
§ Aggregation platforms/ applications stores
il oo cea ot
€ - Payment / billing Context-aware services
2 g ,
2E Mobile communication and broadcasting networks
2% (UMTS, HSPA, LTE, WiMax, DVB-H, ...)
e S O R
G _ Client mobile sofiware game \
g Batteries ' . Other mobile device applications
E
S c memories Software platforms
(=]
E 3 i Mobile devices operating system suppliers
! ju interfaces i Hardware / software
k= cameras
\3 £ i | I T for ambient interaction

Mobile game users

Eixova. (Structure and main activities in the mobile games ecosystem, 2012)

Onwg yiveton katovontod Kot and T0 TOPOTAVE YN, TO OIKOGUGTNHO LEGH
0TO OTOI0 OVOTTVGOOVTOL TO TTOLYVIO KIVITOV TNAEPOV®V Eival apKETA TEPITAOKO.
Yrdpyovv morrég Sadikacieg mov ypelaletal va yivouv yo va ovomtoydel kot vo

noAnbel Eva mayviot.
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KéBe emroynmuévn mopoyn vampecioag KvnNT®V GLOKELOV omoltel T
CLVEPYOGIO TOAADV TOPAYOVI®OV 0TS AIVETOL KOl 0TO Topamdve otadwa. H Avon
YL TNV 0TAOTOINGN Kot ToV EAEYX0 OAMV TV TOPATAVE® AEITOVPYIDV Kol TAPUYOVTIWV
elvar n dnuovpyia mAateoppog. H mhatedpuo avogépetor 6T0 GUVOAO TOL
AOYIGHIKOD, TOL VMOMKOD KOl TOV  TEYVOOIKOVOUIK®Y OTOlYEIMV Tov  &ival
amopoitnTo Yoo TV ovOmTuén [og €Qapuoyns. Ga umopovce pe omAd Aoy va
emmbel 6Tl 6TIg PHEPEC MAG, O TUTOG TNG TAATPOPLOS €ivar avTtdg mov kabopiletl Tig

EQUPUOYEC.

Kvplapyec otv ayopd €ival ot TAATEOPUES TOV EYOLV OVOTTUEEL Ol ETALPEIEC
Apple, Google, Microsoft ktA. H otpatnywn ¢ Apple akolovbei 10 KAEWGTO
TPOTLTO. AnAadY|, TO AOYIGHIKD, TO AELTOVPYIKO GUGTNUA Kot 1] cvokevun TG Apple
elva 110K TO KO OV aprvouy Tepfdpla. GTOV YPNoTN Vo T, Tpottonomacet. 'ETot, o
ENEYYOG TNG AVATTTLENG KO TOV YOPOKTNPIOTIKAOV TOV EPAPLOYDV EVOL AmOKAEIGTIKA
0épa g etapeiog. Amd v dAn mhevpd n Google, yio tig Android gpappoyég e,
aKoAoVOEl TO aVOLYTO TPATLIO GTPATNYIKNG XPNCUOTOIDOVING AOYICUIKO OVOLYTOV
KOO, oevovtag €tol to mepldmdplo oe  €E®TEPIKOVS TPOYPOUUOTIOTEG VO
avamTOEOLV OKEG TOVG epappoyés. Tlapopoteg Kivnoelg yivovral Kot amd Tig etonpeieg
Microsoft (Windows for Mobile), RIM (Blackberry), Palm, Samsung, Sony-Ericsson,

Sun, Qualcomm.

[Taporeg TIC S10POPEG TOVS O1 TAATPOPUES EYOVV GYETIKA TapOpoln dopun|. Ta

mapadetypo N TAateoppa e Apple arotedeiton omd 1éccepa oTot el

1. T ¢@opntés ovokevég iPhone — iPod — iPad pe 1o Aettovpyikod

ovotnpa i0S.

2. To App Store, amd 6mov o1 ypnoteg Tpoundedoviot T EPAPUOYES TOL

embopovv.
3. To Aoyiopuko iTunes.
4. 'Eva SDK (software development kit).
[Tapoporo poviéro miateoppag akorovdel kot n Google yia Tic epapuoyég

Android. 'Etot, vrdpyovv ta €£1g téocepa ototyeiat Tov SOHOVV TNV TAATOOPLA TNG

11



Google:
1. Tnv teyvoroyia Android.
2. Ta éumva kivntd TAévo Tov Pacilovtal 6e avTh TV TEXVOLOYiaL.
3. To xotacTtiUoTo EPOPUOYDV.

4. 'Evo 6€T AOYIGUIKOD Y10, TOVG TPOYPOUUOTIOTES TOL BELOVY va. avarTuEoVY

Android epappoyéc.

Ocov 0@opd TOVG TPOYPOUUOTICTEG, OPYIKA ETPETE VO  AVATTUGGOVV
EQUPUOYES KOTAAANAES Y10 TIG TAATPOPUES TV GVOKEVDV. Opmg, Katd ta £tn 2008 —
2011 n xotdotaon dArace. Tov mpmTopyIKd TAEOV POAO £XOVV Ol TPOYPOUUATIOTES,
a@ol mAEOV 1M TAom NS ayopds BEAEL va vmapyel TANODPO EQOPUOYDOV OTOL Ol

YPNOTEG UTOPOLV VO KOTEPACOVV OO 1GTOTOTOVS Kol YNOLOUKE KATOGTLOTA.

To 2008, exkto¢ amdé to iPhone 3G, m Apple mopovoidler 10 €KoVIKO
katdotnua «Apple’s App Store». Avt] TV ¥poviK©] TEPIOO0 Ol TPOYPUUUATICTES
avéntuooay €Qapuoyés cvoppatéc pe to iPhone kot Tig amobnkevav oto KvnTd
mMAEQwvVo pécm tov dwakopoty Safari. H Apple PAémovtag 6ti dev pmopel va
amotpéyel v onuovpyia iPhone epapuoydv, tov Mdptio tov 2008, ekdidel Eva
SDK ®ote va. pmopobv ot TPoypappaTioTés vo avanticoovy ovbevtikés iPhone
EPAPLOYES KOl Va. TIG ToAoVV Hécm tov App Store. Katd to étog 2010, kébe pva
2000 véa moyvidio TpooHBETOVTOY GTO GUYKEKPIUEVO KATAGTNUA. ATO TO GUVOAO TOV

EQUPUOYDV, 01 omoieg onjuepa Eemepvovv Tig 500.000, to éva Tpito apopd moyvida.

Atyo apyotepa, tov Oxtofpro tov 2008, n Google sppavilelt to dkd g
Katdotpo epoppoy®dv, v Android Market. H dwdwaocio dakivnong pog
epappoyng eivarl mapopola pe avtr tov App Store. Ot Apple ko Google kpatodv to
30% twv €060V TOL TPOYPUUUATIOTH Yoo KAOe matyvidl, pe ovidAlaypo vo
BeAtiovouv v mhatedpuo tovg. Ot Paocikég dapopéc elval OTL TPOTOV EVA TO
Aoywopiko ™g Apple kootilet, to Aoyiopiko g Google eivar dwpedv Kot devtepov
otL o1 epappoyég iPhone mpémel va eykpiodv and v Apple dote va dakivodvot
6T0 KATAGTNWUE TG eV 01 epappoyég Android dev ypetdleton va eykptBovv amd v

Google kat gtvar ovoaoTikd €00HVN TOV TPOYPAUUOTIGTAOV 1) KOAT AElTOLPYia TOVG.
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Youpwova pe v etapeio epevvav Newzoo, kot Tnv €pevva mov deényaye
otg ayopég g [eppaviag, Ayyiiog, T'aAdiog kor Apepikng, n Apple nysitoar g
ayopdg TayVISIDV KIVIITOV CLCKELMV. XLTOV TOPUKAT® TIVOKO QAiveTAl aploTePE TO
pepidlo ayopdg g kabe teyxvoloyiag kot 0e€ld T GTOTIOTIKA 7OV APOPOVV TOl

GLGKELT YPNCUYLOTOLOVV Ol YPNGTES Yol VO TOEOLV TaL oY Vioo oV TA.

Players: 101 million (+34%YoY) | Payers: 37 million (+35%YoY)

Share of i0S and Android Revenues Devices Used by Mobile Gamers
and the number of iPhone and [Pad gamers.

Far g 200 grossing games in iPad, iPhooe en Android stores.

iPhone/iPod Regulor  Smart  Tablet  iPod
AppStare Phone Phone Touch

S rrns FUT e oy ey Mgy et (g [Shire AL

Ewoéva. (Mobile Gaming USA, 2012)

[Mopddin v vmepoyn g Apple kot towv iPhone epappoydv, ailer va
onuewdel 0tL 01 epappoyéc Android amoxtodv oAoéva katl peyahdtepo pepidlo oty
ayopd €PapUOY®OV KIVNTAV GLoKEL®V. Onmg goivetal Kot 6TO TAPOKATO GYNLO Ot

Android e@appoyéc vrepdimAacidoTnKay HEG G Eva YpOVo.

Arndrold apps on the Androld market, May 18, 2012
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Emyeipnpuatika Movtéda yua Hayvidia Kivntwv
TnAe@wvwv

Axoun dev €xel avayvoplotel TO KOADTEPO EMIXEPNUOTIKO HOVIEAO V1ol
TOLVIOL KWNTAOV TNAEPOVOV. Xg YEVIKES YPOUUEG M emionun Propnyovio Kivntov
AEPOVOV Bempel Ta mayvidn, OTMS Kol TIC VANPESIEG PMVNG Kot dedoUEVOV, TTNYEG
€000wV. Amd v dAAn mievpd kot 1 Propnyavia yoyaymyiag Bewpel ta moryvidw
KIVITOV TNAEPOVOV TOPAAANAO LE T oy vidopnyaves, mnyég képoovs. 'Etot, Aowmdv
CLUTEPOIVETOL OTL TO EMYEPMUOTIKO HOVTEAO Y0 TOLYVIOW KIVNTAOV THAEPOVOV
wpénel  vo  mEepAapPavel  TAOTEOpUEG  HE  €LEMKTN  AELTOVPYIKOTNTA KO

TPOGUVATOAICUEVT] GTNV EPAPUOYT| KOl OYL GTNV GUGKELT).

Ot mhpoyot KOl KOTOOKELOOTEG TOLYVIOUDY UETOPEPOLYV TO. LITAPYOVTO
EMYEPNUOTIKE  HOVIEAD TOV  0QOPOVY  AOYIGHIKO OTOV TOUED TOV  KWWNTAOV

mAepdvov. 'Etot, evtonilovtol t€éooepic THMOL gUmopiov Toyvididv.

17 II\npopq avaioyo pHe TO €RIMESO AELTOVPYUDV TOV GOV TPOCPEPEL

(retailing: pay-as-you-go).
17 [Iinpopn yo 6A0 10 TakéTo Asttovpyldv (premium retailing).
7 Awpedv kamoleg Aertovpyiéc T epopuoyng (freemium model)’.

17 Zovopountiky mAnpoun v npdécPacn oto mayvidlt (Feijoo et al,
2012).

‘Evo axopn emyepnuatikd HoviEAO IOV VTAPYEL GTOV YDOPO TOV TOLYVIOIDV
etvar o SdpacTIKA oy vidle Tov £YOVV SPNOTIKOVS oKomovg (m.y. Magnum
Pleasure Hunt). Ze avt) Vv mepintmon ta £€0000 OTIG £TOIPEIES KATAOKEVNG TOV

TOLVIOLOV TPOEPYOVTOL O TIG SN UILOUEVEG GE QVTA ETLYEIPNOELC.

TéNog, 660V apopd TIC VITOLOITES EUTAEKOUEVES EMLYEIPNGELS (TpOouNBevTEG, TOL
KOTOGTHHOTO EPUPUOYDV, KTA), TO EMYEPNUATIKO LOVTEAO TTOL aKOAOVOOVV DOOTE Vo

&yovv ta embountd kéPON Poociletar kvpiwg otnv tomobBétnon Tovg otV oyopd

* Me tov TpOTO 0T 01 KOTACKEVOGTEG TPOGTAO0VY VOl KAVOUY TO AOYIGUIKO OopaiTnTo GTOV ¥pNoTh
MOTE GOVTIOLN VO OYOPAGEL TNV OAOKANPOLLEVT €KOOOT).
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KWV TOV TNAEPOVOV KOl EQAPLOYDV.

Zntmon twv Mayvisiwv Kivntowv ThAspowvwv

Oocov apopd v TAEVPE TOV YPNOTOV 1 EATOUIKEVLGT TOL TEPIEXOUEVOL KO
TOV EPAPLOYDOV Eivar TO KOPL0 TAEOVEKTNHO TOV KIVNTAOV ThAEPOVOV. Tlapoia avtd,
épevveg €youv oeilel OTL dev apkel povaya M eEatopikevon TV TAPOTAVE Yo Vo
amodEXTovV o1 YpNoteg TIG eEeMYUEVEG VINPECIEG OV TPOCPEPOLY TAL GVYXPOVAL

KvnTtd tThALpmval.

Ot mapdyovteg mov emnpedlovy TV SNUOTIKOTNTO OVTOV TOV EPUPUOYDV KoL
Kuplog TOV Ty VSOV oTa Kivntd TAEPva. gival T0 KOGTOG TOGO TV TOLYVIOUDV
0G0 KOl TNG GLOKELNG, N eoikeiwon pe TpodTEPES TEXVOLOYiES, Bépata oV apopohv
v 1iotiky (of ka kKuping Ty katomdtnon avtic! kabdg kat o yevikdtepog TpOTOg

{onc TV YpNoTOV-.

‘Evag axoun Pacwcdg mapdyovtag mov ennpedlel v amodoyn TV VE®V
EELTIVOV TNAEPOVAOV Kot KUPIOS TOV TOLYVIOUDY OV UTOpEL 0 ¥potng va mai&el HEcw
TOV TNAEQPOVOV €lval TO 100G TOV TEPLEYOUEVOL KOL TOV WOAITEPOV YOPAKTNPLOTIKDOV
tov. [ mapdderypa, moOAAEG amd TIC CVYYPOVES EQPUPUOYES OPOPOVY Yymelakd kalivo
KoL «TUXEPOY Ty viole, oy viola pe TOAAEG Ko okANPES oknvég Plag, N akoun kot

TOPVOYPAPIKO VAIKO.

A&ilel emiong va avaeepOel To yeyovog 0Tt TapOAO TOL TO KIVIITO THAEP®VO
elvalr mAéov iowg 10 Pacikotepo kabnuepvd epyoreio v tov kabéva, o ypoVOg
YPNONG TOL potpdletarl Kot og GAAES AelTOVPYiEG TOV EKTOC AmO Ta Ty Vidlo OT®S o1

KMOELG, TO UMVOLLATO, 1] LOVGTKN Kot TO AladikTLO.

* T Tapddetypo, 6e TOAAES EQUPLOYEC Ol YPTOTEG EVIILEPOVOVTAL Y10 TV 0K YEQYPUPIKT GOV
0éon.

> TOupave pe TpodsEaTN £peuva o TpoTog Lwhg Tov avOpdrmy, SNAadh o TpdTog e Tov onoio
Eodevovv ta yprpatd tovg, katapepifovv Tov ¥povo Tovug KTA., ennpedlet Wiaitepa kot tov Pobuod
V10OETNONG TOV EPAPLOYOV Yuyoyyiag ota Kivntd TNAépwmva (Bouwman, Lo” pez-Nicola” s,
&Molina-Castillo,2009).
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TUUTEPAT AT

H Bopnyavio tov moyvidoidv Kivntodv TNAEPOVOV 0ALL KOl YEVIKOTEPO TWV
KIWVITOV THAEQPOVOV OVOTTOCOETOL KOl EEEMOGETAL GUVEXMDG UE ATOTEAEGHO VO, UMV

VILAPYOLY AKOUN TAYIEG ATOWELS Yo TNV emttvyio 1) TV amotvyio KGO Te)voLOYiog.

Ot Poaowoi mapdyovieg mov GUVEISEEPOVY otV €EEMEN TOV TOUYVIOLOV
KWWNTOV cvuokev®Vv Oa propovce va Bewpnbel 01t elvar 6v0. TlpdTov, To Yeyovag 6Tt
N wpdécPacn oe acHpuaTe dIKTLA UECH TOV KIVITMOV GUOKELMOV Elvol OAOEVO O
€0KOAN Kol owkovopkr. MéMota oe moAAd mAéov onueio vdpyel n dvvatdTN T
dwpedv TpocPacng oto Aladiktvo, 1 omoia TpoceépeTal gite amd Kdmola entyeipnon
(.. KoQé, eoTaTopla, Eevodoyeia, KTA) gite Lo TV MNUOGI®V Popéwv. AgVTEPOV,
N ONUOTIKOTNTA TOV £ELTVOV KIVIITOV TNAEPOVOV Kol EELTVOV POPNTOV CLGKEVAOV
ALEAVETAL GLVEXDG KAOMDS 01 TEPLGGOTEPOL YPNOTEG TOV EMBLUOVV VO 0yOPACOVV LiaL
vén cLoKELT TAEOV Ba TPOTIUNGOLV [0 GUGKELT] TOV EVOMUATMOVEL KATOWL 0T TIg

TEYVOAOYIEG TTOL TTEPLYPAPNKOAYV TOPOTAVE®.

Ocov agopd TIg etOpeieg mOL KATAOKELALOVY TO KIVNTA TNAEQ®VO KOl
aVOTTOCoOVY TIG £QOPLOYEC, cvumepaivetar 6Tt 1 Apple €xel Katagépel vo kdvet
duvapkn €160d0 6NV ayopd Kot VoL TPOGEAKVGEL TO UEYOAVTEPO TOGOGTO YPNOTOV
EELTVOV KIVINTAOV UE OTOTEAECHO. VO MYEITOL KOL GTOV TOUED TMV TOLYVIOIDV —
epapuoyav. IMapdia avtd péoa amd TV eKTOVNOT TNG EPYOCIOG KOL TNV EMOKOTNON
TOV GYETIKOV ApBpwv yivetor katavontd Ot 1 ayopd twv gpapuoy®v Android
eEeMooetarl emiong moAy ypryopa. Avtictoyyo kot oto oyetikd forum yivovton
ou(NMOEIS Yoo TO Ol A TG VO ETOUPEIEG TPOGPEPEL KAADTEPEG GUOKEVEG KOl
vanpeociec. Ondte, o pmopodoav va yivouv d1dpopeg £peVveG TAV® o€ avTd TO B

OV VO 0POPOVV TEXVIKEA GToLyEln, OTATIGTIKA oTOlXEln, TEPODPLa PerTimONg KTA.
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