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Abstract  

The phenomenon of video games is a new and very relevant direction for scientific research. It has passed in a very short period of several 
decades from small and local works in various fields of science, such as marketing, cultural studies, philosophy, etc. to large scientific 
research with many options. studying such an interesting object of research as video games. The purpose of this work is to study and 
analyze the market and trends in the development of video games, to determine the most promising direction for small IT companies.  
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1 Introduction 

Today, the global video game industry is one of the 
significant parts of the global economy, and the games 
themselves have long been perceived by many users as high-
quality multifaceted entertainment, which has found great 
popularity among the world population. Also, the field of 
video games in the modern world is a very highly paid niche.  

Video games have also greatly influenced other areas of 
art and entertainment. There are a huge number of sites, 
magazines, TV programs that are devoted to the topic of 
video games, a large number of films are based on the plots 
of video games (for example, Lara Croft, World of Warcraft, 
Mortal Combat, Resident Evil, and others). 

It is also worth mentioning the phenomenon of 
"gamification", when gaming practices are used in non-
gaming spheres (mainly in advertising, educational, military, 
marketing), which carries the goal of attracting and retaining 
a large audience, contributes to learning assistance.  

Video games have greatly influenced the social 
dimension. Many genres include "multiplayer mode", when 
users can not only connect to one game session, but also 
actively communicate via text chats and voice technologies 
during the game.  

Over the past seven years, the video game market has 
grown by 60% compared to other areas of entertainment. On 
average, the market reaches up to $ 160 billion per year, 
confidently overtaking the film industry. Half of the video 
game market is in the Asian region (China, Korea, Japan), 
next are North America (about 30%) and Western Europe 
(about 20%). The main factor in the development of the video 
game market is the development of Internet technologies and 
the reduction in the cost of Internet services, as well as the 
availability of technology (computers, smartphones) for 
ordinary people and the simplification of the development of 
the video games themselves.  

2 Overview 

Given the huge variety of video game platforms, the 
purpose of this work is to research the most suitable 
platform for opening a video game development team in a 

small IT company. To make a decision, the following 
criteria will be considered:  

 Current position in the video game market  
 Ratio of average time spent by users.  
 Distribution model and payback  
 Complexity of development 

3 Decision 

 
FIGURE 1 The ratio of different video game platforms in the market 

Currently, users prefer mobile gaming, which includes 
gaming applications on tablets and smartphones, which can 
be explained by the convenience and availability of such 
applications, as well as the ease of mastering the games of 
this technology. This segment occupies 36% of the video 
game industry market, and 80% of the entire mobile 
applications market. The popularization of digital gaming 
stores and mobile apps has made it easier for small studios 
to publish mobile games. Developers who create games in 
small teams without the support of official publishers tend 
to create "indie games" (aka "independent video games"). 
Such games have no restrictions, they allow you to show 
"creative freedom", but they also do not differ on a large 
scale. Due to the popularity of indie games, large publishers 
often take patronage over small development studios, 
without limiting their creative ideas, choosing such a model 
can simplify the distribution model and ensure the payback 
of the game. 
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4 Conclusion 

Based on the research, we can conclude that the best choice 
for a small branch of game developers today is the best 

choice of a mobile platform due to the ease of development, 
its popularity and the ability to conclude a lucrative contract 
with the publishing company. 
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