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Business aspects of tendencies of videogames

How do videogame developers, salesmen and of course videogame players themselves react for the changes of tendencies generated by technological development in the XXI. century? Nowadays everyone can get videogames easily, and not at least because it’s free, but according to that how can the developer companies achieve their desired profitmaximum? The goal of our thesis is to get answers to the previous questions.
Our hypothesis is that during the trend changes, the informatics offer more and more opportunities, and thanks to that, it is becoming more and more popular among those who wish to play videogames. Reviewing the most important milestones in the past decades, the currently used tools, softwares and the technology opportunities of the future, it is assumed, that the videogames are, and will be able to break into new market segments and then not only “everyday-users” will be their target audience, but the ordinary users as well.
In the thesis we mentioned a short review about the development of the videogames in 50 years time and the competition between personal computers and consoles, introducing the major milestones in the game in terms of ideas and technologies.



