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ABSTRACT

The popularity of Internet access and electronic products changes our habits and customs. The broad-band network usage has

grown up five times in 10 years since 2001. According to investigating, about 50% of Internet population have experience in on-line

games. It brings up the huge output value and the investment of the on-line game industry is increasing accordingly. Therefore, The

competition is becoming intenser. In this thesis, I take new entrants of the on-line game industry as a case study. It differs from those

who focus on large companies with a long history. I figure out the morphology of business strategy of the company case, which

makes full use of its product feature and internal resource, after interview and document-study. I derive five major propositions via

the law of case study: 1.The uniqueness of products themselves is the Successful strategy for the new entrants of on-line game

industry. 2.Besides developed pathway system, the product and service quality are the critical point of marketing. 3.The company,

Cayenne Entertainment Technology Co., Ltd., recognizes the importance of teamwork. It standardizes the procedure of cooperation

and improves the employee benefits to minimize the turnover impacts on the company. 4.The on-line game companies with ability

of research and development may not make good profit. Therefore, new entrants do not have to research and develop by themselves.

They can evade risks and operate well by carefully choosing game products and applying the experience from the cooperating RD

firms. 5.New entrants of the on-line game industry may benefit by taking a conservative assessment for capital expenditures during

early development.
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