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ABSTRACT

Game Industry as a new cultural phenomenon is a product of Internet technology and capitalism. Game Industry is a product of

contemporary technological development, socio-economic environments, cultural milieu and people’s desires deep in their minds.

Therefore, the popular games reflect a multi-facet context of our society. Literatures on the development situations of Game Industry

and Scenario Planning were reviewed to formulate a guiding questions list for the following interviews with several experts on Game

Industry. The factors and the developing stages of Game Industry in Taiwan are found out through the analysis of the qualitative

data. The future development of Game Industry in Taiwan in terms of the ability of factories, the changing environment and the

global context of Game Industry are discussed. In addition, since related policies are important factors on the development of Game

Industry, the case of South Korea, a successful example of Digital Content Industry development, is discussed.
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