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ABSTRACT

Long time ago, humankind kill their time by playing games.Different circumstances make different types of games and thus

humankind could obtain satisfactions and pleasures. Games have this feature substantially and this is why people are very fond of

playing games. Online games are quite different from mobile games. When people are playing games, they would be delighted due

to several elements in those games. Facing with plenty fierce competitions of mobile games industry, dealers should draw up a proper

management strategy and thus their products would successfully dominate the market. Under the competitive and indefinite

circumstance, the market share would be raised if dealers could well aware of the players’ tendencies towards the products and

could correspondingly develop. According to the case study in this thesis, managers could use “Analytical Hierarchy Process”

(AHP) and “Linguistic Variable” to evaluate the market performance of mobile games. The competition’s status of mobile

games could be described by using “Linguistic Variables.” As a result, the proposed model of the mobile games’ evaluation in

this study is academically and valuable to discuss.
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