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Innovation in the Video Game Industry
: From the Perspective of Actor-network Theory

D IR

Kazufumi Fukuda

This study inquires into the process of innovation in the video-game-industry, focusing
on entrepreneurship. First, the literature on innovation is reviewed. Then, a case study based on
actor-network theory, a sociological perspective new to innovation studies, is presented.

In the literature review, General innovation studies focus on two patterns of innovation,
continuous improvement and creative destruction. Also, it is shown that the
video-game-industry studies are mostly surveys about industrial clusters, company organization,
or business relationships. There are case studies, but their targets are large companies.

In other words, previous studies on innovation in the video-game-industry have paid
inadequate attention to the role of small companies and entrepreneurs in using creative
destruction. Therefore, this work presents case studies of entrepreneurship at three new-entry
companies, ChunSoft, Cyberconnect2, and Benesse Corporation.

Examining these cases, we can see that entreprencurs are the essential agents of
innovation; it is they who formulate and adapt strategies of innovation. However, the
entrepreneurs are enmeshed in hybrid collectives, which also participate in strategy formulation
and can change the entrepreneur's agency. As the hybrid collective’s participation is often
contingent, the process of innovation in the video-game-industry is often in a state of flux.

We can also see that social groups formed by the experience of video games play an
important role in innovation. These groups are loose chunks and are not limited by location.
Continuous improvement leads to purification of the group; Creative destruction makes a new group
and dissolves the existing group. In this way, the process of innovation is the formation, purification
and dissolving of social groups through shared experience.

In conclusion, innovation in the video game industry is driven by the strategy formulation
of entrepreneurs and shaped by a liquid design process related to the loose social groups formed by

the experience of the video games.



