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ABSTRACT

Observing the operating model of business from different angles, we will find the different innovation strategies for business to

improve their competitiveness. Some enterprises focus on the innovation of products development while others focus on the

marketing methods. Thus, it is necessary to consider the status of competition for evaluating the innovation strategy of business. Due

to the uncertainty of the development of technologies and markets, and the subjective judgments of experts, the evaluation of

innovation strategy may appear fuzzy and more difficult to measure in game industry. Therefore, a new evaluation model is

proposed in this study by combining fuzzy set theory with 2-tuple linguistic variables. According to the case study, the results show

that the proposed model in this study is an effective way to measure the innovation strategy of the game industry.
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