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INTRODUCTION

In the emerging wireless environment of digital
mediacommunications represented as ubiquitous
and convergence, rapid distribution of handheld
mobile devices has brought the explosive growth
of the mobile content market. Along with the
development of the mobile content industry, mo-
bile games supported by mobile features such as
portability (mobility), accessibility (generality),
and convenience (simplicity) have shown the
highest growth rate in the world game market
these days.

In-Stat/MDR (2004) and Ovum (2004) expect
thatthe mobile games’ annual growth rate between
2005 and 2009 will be around 50% in the United
States and 30% in the world. According to KGDI
(2005) and CESA (2005), compared to the rate
of the whole game market (5%) of the world, it

is about six times higher, and it exceeds the rate
of video console (10%) and online games (25%).
Mobile games thus are predicted to be one of
the leading platforms in the world game market
in 10 years’ time. In addition, as the competi-
tion among game companies has been enhanced
with the convergence of game platforms, mobile
games are being regarded as a breakthrough for
the presently stagnant game market, which has
focused on heavy users.

However, due to the relative novelty of mobile
games, there are a few visible barriers in the mo-
bile game industry. First, definitions and termi-
nologies and key characteristics related to mobile
games are not clearly arranged as yet. Second,
there is little research on the classification and
development trends of mobile games. Therefore,
this article is designed to contribute insights into
these barriers in three ways. Firstly, the article
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provides narrow and broad definitions of mobile
games. Secondly, key characteristics, platforms,
and service types of mobile games are discussed.
Finally, following the broad definition of mobile
games, this article classifies mobile games as one
to fourth generations and one pre-generation.
Characteristics and examples of each generation
are also presented.

DEFINITIONS OF MOBILE GAMES

Each country and each game research institution
has different definitions and terminologies. The
definition of mobile gamesisimportant because the
functions of mobile devices are being converged
with those of other devices. Mobile games—more
precisely, mobile network games—are narrowly
defined as games conducted in handheld devices
with network functionality. The two key elements
of this definition are portability and networkabil-
ity. In this definition, mobile games are generally
referred to as the games played in handheld mo-
bile devices such as cell phones and PDAs with
wireless communication functionality. In terms
of portability and networkability, the character-
istics of mobile games are different from other
device platforms such as PC and console games,
which do not have both portability and wireless
capability. For example, Game Boy (GB) with no
communication functionality was only regarded as
a portable console device. However, this concept
has lost some of'its ground in the market since the
advent of new mobile game devices from portable
consoles such as Play Station Portable (PSP) and
Nintendo Dual Screens (NDS), as wireless net-
worked games began to be serviced through the
new mobile game devices.

Mobile games can be broadly defined as
embedded, downloaded, or networked games
conducted in handheld devices such as mobile
phones, portable consoles, and PDAs. The key
element of this concept is portability: all games
in portable devices can be thought of as mobile
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games without regard to wireless functions.
Therefore, this concept expands mobile games by
including video games in portable consoles and
embedded games in general portable devices such
as PDAs, calculators, and dictionaries. As most
game devices have been adopted with wireless
networking functions, this definition becomes
more powerful in game markets.

Recently, the narrow definition of mobile
games has been generally used. However, since
the meaning of mobile includes that of portable
and network (either wired or wireless function is
embedded), the broad definition of mobile games
including portable game-dedicated devices such
as GBs and PSPs should be used. This definition
is more persuasive in the present and future game
market. For instance, the competition between
Nokia’s N-gage (i.c., a cell phone integrating the
functions of MP3 and games) and Sony’s PSP (i.e.,
a portable game machine including functions of
MP3 and networking) is for the preoccupation of
a future mobile platform.

KEY CHARACTERISTICS,
PLATFORMS, AND SERVICE TYPES

Characteristics and Limitations
of Mobile Games

Mobile games are differentiated from other
platform games such as console, PC, and arcade
games in terms of their portability, accessibil-
ity, networkability, and simplicity. Owing to the
portability (i.e., mobility), users can play games
anytime. This characteristic has attracted many
lightusers, who play simple games such as puzzle,
card, or word games, because these games can be
played in one’s spare time in a short amount of
time. Compared to players in other genres such as
role playing games (RPGs) and simulation games
that require a long time to play, light users vary
broadly in terms of age, and many women play-
ers also belong to this group. This is one of the



5 more pages are available in the full version of this document, which may be
purchased using the "Add to Cart" button on the publisher's webpage:
www.igi-global.com/chapter/definitions-key-characteristics-generations-
mobile/26508

Related Content

Deep Learning-Based Machine Color Emotion Generation

Tongyao Nieand Xinguang Lv (2023). International Journal of Mobile Computing and Multimedia
Communications (pp. 1-14).
www.irma-international.org/article/deep-learning-based-machine-color-emotion-generation/325349

Interactive Rendering of Indoor and Urban Environments on Handheld Devices by Combining
Visibility Algorithms with Spatial Data Structures

Wendel B. Silvaand Maria Andréia F. Rodrigues (2011). International Journal of Handheld Computing
Research (pp. 55-71).

www.irma-international.org/article/interactive-rendering-indoor-urban-environments/51574

Advanced Recommender Systems

Young Park (2019). Advanced Methodologies and Technologies in Network Architecture, Mobile
Computing, and Data Analytics (pp. 299-311).
www.irma-international.org/chapter/advanced-recommender-systems/214623

Consumer Perceptions and Attitudes Towards Mobile Marketing

Amy Carroll, Stuart J. Barnesand Eusebio Scornavacca (2009). Mobile Computing: Concepts,
Methodologies, Tools, and Applications (pp. 1810-1822).
www.irma-international.org/chapter/consumer-perceptions-attitudes-towards-mobile/26628

An Improved Gravitational Clustering Based on Local Density

Lei Chen, Qinghua Guo, Zhaohua Liu, Long Chen, HuiQin Ning, Youwei Zhangand Yu Jin (2021).
International Journal of Mobile Computing and Multimedia Communications (pp. 1-22).
www.irma-international.org/article/an-improved-gravitational-clustering-based-on-local-density/271385



http://www.igi-global.com/chapter/definitions-key-characteristics-generations-mobile/26508
http://www.igi-global.com/chapter/definitions-key-characteristics-generations-mobile/26508
http://www.irma-international.org/article/deep-learning-based-machine-color-emotion-generation/325349
http://www.irma-international.org/article/interactive-rendering-indoor-urban-environments/51574
http://www.irma-international.org/chapter/advanced-recommender-systems/214623
http://www.irma-international.org/chapter/consumer-perceptions-attitudes-towards-mobile/26628
http://www.irma-international.org/article/an-improved-gravitational-clustering-based-on-local-density/271385

