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Abstract

This study aims to identify key factors influencing the success of video games on the Steam platform and to
develop a statistical model for predicting a game’s likelihood of success. It serves as a tool to support
entrepreneurs in making comprehensive business decisions, enhancing their competitive advantage. Data covering
47,557 video games released between 2018 and 2023 were collected from VGInsights and SteamDB. A logistic
regression model was employed to examine the relationships between game success and independent variables:
genre, subgenre, price, release month, and publisher quality. The findings revealed that Casual and Sports genres
demonstrated a significantly positive impact on success across multiple years. Subgenres such as 2D Platformer,
Survival Horror, Shoot "Em Ups, VR, and FPS also exhibited consistently positive influences. Game pricing showed
a significantly positive effect on success annually, with exceptionally high odds ratios ranging from 38 to 196.
Conversely, release months such as February, March, August, September, and October displayed a negative impact
across multiple years. Furthermore, games categorized as Indie demonstrated a significantly positive effect during
2018-2020, reflecting strong market attention toward indie games during that period before the market became
highly competitive. These results provide valuable insights and practical predictive tools for developers and

publishers to enhance strategic decision-making in the game industry.

Keywords: Game genre, Game success, Logistic regression, Steam platform, Video game industry
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1.2 ngusfaegs: nausesndlunisinuadsiusznoudeiflemnuduu 47,557 inufinssminsuuunansle suaiy
Tutaa® e, 2018-2023 Tnedeyauesusiazinuazgniiundsannnedmineasy 1 Yidu asvieunaneuiuluszeyiFusuves
1993TInatenuldeguiug Tnedsligndndeuinerguesinlewnt nsldnseunian 1 Vimivananudndeniniale
s e ilinsUssdiunnudifatiemudussanaransasudsusuldunniu e lvidulaindeya
Frugenvis Sufidu uazmsneuiuanglifienuaiesuarasfounnudufaveunslusszemldogamnyan il
nsanwiluenAdeilisuimlewnufiUaldduns (freeto-play) manuitlifisieldannissming osannunanili

Tuwagsiatiendesieldarnnistevislewmuneluiny (in-app purchases) uazszuu Microtransactions \unén Feuansig

v
o '

Pnnunsieuningenrigarnnisandulagediinulagnsudusn n1sideyaniaesnguuisiuiueariliiinaiy

pamAiou (bias) lunisuszliuanudniianiinisiuansaisiu §Idedsanguileaniiielinistismanudiiaiiang

q

@ t%

SPNULAZALTIDUUTUNTBINTAITIAUELABE1NWVAS
Tunmsdmdenngusiegnldisnsdndenlagldinasi (criteria based selection) lnefmumnawinisdimdandn deudu

Flainunnedmiguuunanvesuaiunigludiwianiiivun ddeyansuiiulududsildlunmsiesed loud wuang

o

UTTLNgouauny 51A1918 1RBUNINNTIMINY kagAuAINeEIndviiy sudsiesdiveyanadninaiuisaldin

Y

LY

Audnseenntlifesaniendininnisdadmieasu 1 U leensldisandeniaeldinaeniinguszasdiiielingu
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Meglidnvardanndasiuinguszasiuansive wWsldiduesedislunsieszikasUssifiuanudesnounisamu
guazligusznaunisaiusaenagnsiulssinauilasgiamnnzanuasivseavsnnungstu wazaiunsatily

FASIEVYFALUUNNTONDBEADIARN LA B8 19TIUTLANS NN

2. in30daiildTun15358

in3esdlefldlunisiiasgiteyafefuvunisonnssasiain dadunuuirassmsadanldlunsiuneimnnisalid
HadnSuRUUNINIA (binary outcome) 1 Uszauaudnia nislduszaumiudnde Inslddudsdasenatadaiie
oSunwauhaziduvesadndfisndn fuvunsannesasdaingnidenldiiesaindanuminzanivdnvazvesteya
gonvefiaunsaduunlddaauidianudiiaiol weramsoiinszsidvinadadfvosudas fuusldeg1ausiug
dilade wagilenudavgu esaduuuuaesdifeuldlunaesannis Wy msuwd gania Inenmanidaau <0 (Lee,
2025) faaunsi 1

Y

1-Y

ln( ) = ﬁO + :81X1 + ﬁZXZ + ,83X3 + ﬁ4X4. + ,85X5+... +U (1)

Tnei Y = anudusavesnuuuwnanwasuadiy (Y = 1; dwsa /Y = 0; ludusa)

ANdNUIZANENI50R0DY (regression coefficients)

Fnlsau

B
X
U

ArMNAaIALAABU (error term)

3. MaivsIuTINTaya

é’ﬁé’\ly &

1.1 N15919UNUNITAYTIVTINTEYE: naiususndeyalunisideaselildnunuivdeyaiieiuiflemnuuy

v
o '

wnaslasuaiy JsUsznausie Sedmlewny venvevedimlanumely 1 Tiusuaudasiviie siaveveany Su e
U Adndmine aunmvesgdndiming Ussianvosiny wazUssiangesvesny Iéfinsivundesndaujiinng
(operational definition) ¥esiuusdase iud 511 mnefsnanduvedimensiwansuuunanyosuady o Juiirdeya
(Liisrugsansian), Ussnnedinlewny uazUszinngesvedinlanussdanussuuniin (Steam tags) iunannlosudn
nuIavgionty waziieufinnesning ﬁaLﬁauLLiﬂﬁLﬂuﬁmiﬁé&duﬁﬂm%ﬁﬂﬁ duFunisimuasuiuuuaunis (model

a 1Y 6

specification) §3dulddmdonduysdass inseunquitsdidunan st Iiun Ussianvesinlewny wagUssiangosuas
ey uazdisunisaaa liun iA1vne e g uazaunwesindmie SsfioduliadeiBsnagnsndnii
FUsEneuMsaIsarIuALLarUSuAsUlS (controllable factors) sadadusuusidassindatienuauysalifiomeie
nsadanuuieeniomahuedesiu

1.2 mszavrandoya: doyasungnausmanunadoyaasisausiidodiold 16un Vainsights (2024) Tagléien
UssLnnvaanuuazssLnngosn i SteamDB (n.d.) Mntuishmsdnisuas dassdeudeyanulifinemne el
agmnden TR e maLUTeuiieused

1.3 N1395790ULALANNT9IT0YA: nTIERUAIIGNFDILAaTANLATUEIuTeTaya Tnsdateyaiilinsanainmst
msfnwieen len inuidalaun’ inufiflsesueduaudnelunidndansdmiie

1.4 msm3eudeyaionisiinsies: lunswdendeyaiilensiinsiest Auusliauiideenvisnislu 1 Indannsn
S1vnineifin 250,000 WiFsgyansy amdl Zukowski (2023) leszyliiiflenudifivanueiiu 250,000 widsganss feidu

v o o & a a ¢ aa v ovo ! s = o a= =
G]’m’mu@ﬂ’i’ma’lLiﬁ]sLUL“UQW’]m%EJ LLaZLIa'V]ﬁVLG]SUmﬂ‘wﬂm&mE]sl‘LJiz‘U‘U%JENLL‘WﬁG\‘V\IE]31JSZNENNafﬂaaaﬂaiwuﬂaﬁﬁmﬂ@ﬁmiﬂ
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Inglinuieglundninaeidinandewiniu 1 Jauansdiadflonuiivszauanudisa wasinuiifisenuesinitinuaden
wiriu 0 wielianunsaduunngunuanuszauanudusaldegndniau deyasiameveunuldsunmsusumenisaiuim

A18ANDTTIY LileARALUANANNYRT I TBYaLaranBVIENATaIRNHiANLUTUTINEY Toyaiiauiedmiegnudaslvieg

Y

TugUresiauussauun (dummy variables) Tnsfamundn 1 Wuideufinaiuanesvng uag 0 saldldnasmnely
wouthy deyanmamaasidnswinegndnnguidu 3 seu Tdun AAA, AA uay Indie wipurmund 1 Wituseduiinudy
o¢) uay 0 wnldldegluseduiiy uenant deyaussnvvesilewny wasUssinvdesveditloiny Sugninfouludnuns
Featu Tnefmunen 1 WHiuUssavutedssinndesiinubuey way 0 mnlalfegluvssiamuievssinndosdu el
iielsiteyarmuaegluguuuuimnzausonininluiinseideiuuunisannesasiain flanusaaisuuusiaosd
sesfuiulsinunnuandusulvinie fuaenedesiudnuurdoyarediflanylunuiteillfesredussansnmuay

Laluen

a oY
4. Msdnszideya
naszideyaUsEnaumiy 2 Junau L
4.1 MIRATIeAFangsan (Descriptive Analysis): Wioesuneanwaenluzeoua wu F1uiunusiel Ussnvvesny

Mildnduesan AaREv0ITIANUY LasAMNIMYBIEINTMLY
4.2 MyimsIevideyaiiewudidninesuuunisonaesaeiann: dWesumanulullldvesadiuususazyn 1dus

Tnfinasiennudniaveiflony fuuvasinduesedionadanldlunisimszidoyadedniunisfinwiaruduius

'
a

sevihefulsdunaziuUsam Tnsutsdeyasenidu 2 g loud yadl 1 Teuusliun simvevesny Weufidadming
AN YRR MY LarUsTLAMYRNNL Wazdl 2 Sifuusldun siaveveany Weudidadiviing aunmuesia
St warUssamgesvenny MelnszissuuudaeddumAfed 1990 sieseitoyauuudingang (cross-sectional
analysis) Tngugnarauvudraoafusiod (year-by-year) Aaudd a.a. 2018-2023 Liloandqminiuaainiadeusin
NANTENUIBaIAT (time-series effects) uaziflaliiiiunisiasuudaswesdvsnasuyslusasdisnanlsogisdniou s
fnsveaeuAnfatAnesTiu-dadu (Durbin-Watson statistic) luusazyadeyasiedifiedusunuiudaszvesdodans

(independent observations)

NAN1599¢

a I's
1. N5 UATISHLVINT T

15197 1 mslSeuiisuselasinvediflonundnsimelussesnaitusn fawat a.a. 2018-2023 AU uiuinlanuiiieeivuig

Number of Released Video Total Revenue in the First Average Revenue
Release Year
Games Year ($) per Game
2018 6,209 1,415,314,097 227,946
2019 6,141 1,632,443,612 265,827
2020 7,325 2,743,993,118 374,607
2021 8,453 2,616,436,334 309,528
2022 9,159 2,716,933,309 296,641
2023 10,270 3,322,670,195 323,532

vEne: YoyanIn VGinsights (2024)
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M15199 1 uansdoyansiuinlaain VGinsights wuinluaael a.a. 2018-2023 fid1uduialeinuininedivuiguy
wwannesuaRuinTuInUszann 6,000 nused W 10,000 tnulul a.a. 2023 wazsansieldsauveriflonuiintudy
2 wilu 6 U wansliiudsnsiiulnvesgnaivnssudalewny msidvlauldliiuingnamnssuinlemnudinsiinoig

Fosmsguuasiidnsnsiiulaseiie vinlidunildlugnavnssuiifanuiiauladmsunisamu fdhudeiauning n15dn

Y LAaZN1IVLIUAAALUOUIAR

19197 2: PnwddlenslulnazUseinnuesny fawat a.a. 2018-2023

Quantity Action Adventure Casual Simulation RPG Strategy Sports Racing MMO
2018 2,707 2,468 2,879 1,318 1,015 1,160 347 240 98
2019 2,618 2,611 2,697 1,324 1,213 1,252 305 241 99
2020 3,134 3,043 3,270 1,681 1,333 1,525 369 271 115
2021 3,418 3,602 3,976 1,766 1,556 1,573 342 313 120
2022 3,703 3,939 4,217 2,032 1,847 1,802 436 366 134
2023 4,221 4,412 4,698 2,381 2,047 2,052 508 436 136

vEne: YoyanIn VGinsights (2024)

winltunsnedmienuseningd A 2018-2023 aufiwandlunnsnedl 2 wudn inuww Casual ﬁﬁi’m’mmﬂﬁqmmx
dulasieliinann 2,879 1 18w 4,698 1Ny WuTusieuas 63 azﬁauﬁqmmﬁammmmﬁL%'Wﬁd;lil,duvlﬁdw 5998911AD
Adventure waz Action Jaiulaunnnindesas 60 wWufu vauziieafunuLes Simulation wag Strategy fidin1siAuln
wiudn Tnafiatuiovaoasiilugag 6 U wansiinnudeuvesnuundasaznunuiidesidnsandinszinntu di
Sports, Racing wag MMO LLﬁﬁ«’\i’wmumuﬂaaﬁqm widsnauulifistudeiios agﬁauﬁnmsmagmmmamLawwmjuﬁﬁ
sfiaulszdiogiaiung nmsidenuunnuinalagassieanudsmisgsiauazlontaniudise gimundsaasimun
woinlndlevewuliaenadosiumadulavedusdaziud Tiuivinseianuasnsansudiduremnuesoudadulaau

Wiatinlanaasiununneulandgnainwazilninudaduniasielalusyeze?

M3199 3: SlimnveiflewnyluusazUssinnveany @uwiegansy) Awed e 2018-2023

Total Revenue Action Adventure Casual | Simulation RPG Strategy | Sports Racing MMO
2018 866.0 649.1 70.1 386.9 403.2 2015 17.7 26.2 65.9
2019 1,242.0 650.2 124.6 248.1 338.5 323.7 28.9 24.4 28.4
2020 1,512.7 893.3 1185 548.9 1,410.1 552.7 71.9 68.3 68.3
2021 1,833.7 1,533.7 369.9 554.7 925.5 361.6 152.4 284.2 249.9
2022 1,915.6 1,377.8 3424 437.2 1,170.8 430.8 87.8 45.8 105.4
2023 2,258.7 1,894.1 158.4 673.6 1,292.5 344.3 288.9 56.0 124.3

vEne: YoyanIn VGinsights (2024)

andeyalumsned 3 wuiiseldvesgramnssunulaesuduualiy Wntussdeidomntlunnussianvesing
avvioudsnadulnvesnaainuiilan deluudUinuuaryarmansygia Ussinviladeseldgeaniio i Action 89
Wit 866 EuwFenyansy Tl e, 2018 10w 2,258.7 uwFeganss Tud a.a. 2023 wiewdulaunniifesay 160
399891179 Adventure way Casual Inelul a.a. 2023 T518la 1,894.1 auinseyansy uwaz 158.4 a1WUsEQYaNSY
udiu Seksapauniignsniaiulaflaniu Tnslewizing Casual Aiflyarifindundy 20 wihnelu 6 U wandlidiuds

Anen1nvasnannlauieIidIfsfidunainvalengs tnuuwl Simulation, Strategy kag RPG Hs1elaliindusiaiilos
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wuifu Taglanig Simulation 370 386.9 1uwdeyanislul aa. 2018 1Ju 673.6 Suwmdsyanislul a.a. 2023 vaued
RPG flsgilifia 1,292.5 Auwderyansglud a.a. 2023 Fdliiuhiidulfmnuaulafuinuidunmausy nsiau way
AnuAnvenionuiinty dainuuun Sports, Racing, wag MMO uffaedingldsumniiundy usdinadulnedisnsd
Tag Sports iiwan 17.7 &uwSeganss 1Wu 288.9 Smumdogansslul a.a. 2023 wansdenisiudmesnuimnlusain
favia madenyszsinnveanuiduiladuidsnagnifiiinadenudualunisamueensds dhasu fuszneunsvieritamn

M3janaalngyAIsiiansa Action, Adventure 138 Casual {iauNnlinssuudsdnadsyalun Simulation, Strategy uax

RPG dugUsznauiifensianenainlanienisaunsaiden Sports, Racing 3o MMO Failgnudiausiung

719299 4: PUIRlanuTINGmEluTIAIeNN 9 AU A.A 2018-2023

Price < $4.99 $5-9.99 $10-14.99 | $15-19.99 | $20-24.99 | $25-29.99 | $30-34.99 | $35-39.99 > $40
2018 3,447 1,425 619 386 104 119 11 51 ar
2019 3,112 1,514 684 463 106 121 25 54 63
2020 3,704 1,743 815 610 140 141 23 T 73
2021 4,285 2,029 915 671 191 125 a2 74 122
2022 4,327 2,312 1,055 760 237 184 26 93 166
2023 4,891 2,561 1,252 780 227 207 36 107 210

wIEMe: 0yanIn VGinsights (2024)

= I

ndayalunsan 4 nuin inudiulvgiesninedmieluyiel a.a. 2018-2023 dsiAmveeglutiwiini 10 ey

o = & o pRp

ansy TeRadudndiuunfigavesnain lnelaniedies1Atdesndn 4.99 nsuyansy NdTutunugegaluynd wasd

' =

wudrlduuTusaLingann 3,447 wnulud a.a. 2018 1w 4,891 tnulud a.a. 2023 azveulmiiudiniswlsdudiusialu

Re

aa o a

nanAUATTaLarALeveunusIAngaienlunguiidunily uesmnlasuanuiisusesasne 5-9.99 wisuyanss
Fafldrwaunuiiinnin 1,425 wnulud a.a. 2018 1Wu 2,561 tnulul a.a. 2023 lnengusanddnidunuduanionuuun

nansndinan nduadnesafidndalding dwalndugiesaidulaseides lumeanduiu inuiifisiaaindn 20 wsesy

- Tea

ansguly fdndrursudetesidioieuiuyaesata wanduulduiiuduguiu lneenizinusiniuinnit 40 sy

o

ansg Jaiiwannuiies 47 tnalud ae. 2018 1w 210 wnulul a.a. 2023 wasslmiudanisvensivesnunsidouaineig
gy (AAA) Mfupnngeazngudmneany

Suunuinemhedvunliy WisduegrweollomnTluynifieu azvouliiuiinsiiulnvesenannssunusgis

q q

adnanenaeaal laganizlugied a.a. 2022-2023 AfiTwiunueenligaavedinian 6 U weunin1sidiming

wnusnianlagiadedie weudugreu-natau elul a.e. 2023 d91uiugeanegi 969 insluiounanau wag 882 tnuly

@

Woufiugeu Fraardnandniduiineuggniavievatsl (holiday season) Nfimunnudeondadinylvaiiionsesu

ganv1e wandnil IeudiuiAuuardunay Afdwiunuesnivigegseiiies lnglud a.a. 2023 Td1wunu 921 uay

866 tnumuawU lumanduiu 92eful (uns1au-nuafius) waznansd @quiew) dndisaunueenlmidsnindniley

wedsnanan skl tRLIUAN TRl Wi WWouunTAuiinan 406 wnulud a.a. 2018 Wi 757 wnulud A 2023

2. HaNFAATILVIAIEAMUUNI50N0EaaTAAN
2.1 113959959UYANA TN UYaNMUYTIABY (Assumption Testing): NBUNITIATIEVNITANNBEARIARN KT LAY

o

mvageutennatiosiunmsadfvesyadeyaiiuoniwszilusel dsil
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- 113959a0UTYnIA NS AUIO9Y8N U UTDaTLIITEN 1N TINdUATUTINY (Multicollinearity): 91NN1T
NAFULUUTIRURIMAaz LN iU wudnA VIF (Variance Inflation Factor) ¥assiuusBasenndiaiia1egsening 1.016 o
3.290 FailAnteenin 10 uazAALARIALAREUBUEY (tolerance) deAunndt 0.1 Tuynuwuudiaes Buduladnyadeya

vousazUlifalgymanuduiuiiuewesiiuldasy

- msavIegevdlymanauiuslugies (Autocorrelation): uin13dedazidunisiiasgiuuuuensied Lilideya

o v o o

BUNTULIAT (time series) MiTaulesiy wigidelinaaeurdianfnediu-dndu dviuyadeyavesusardiieduduniny
Wudaszvesioya Tamadnsvesuudiaomnliaiegszning 1.940 i 1.996 Fsagluinasivdnlng 2 Usdiinaaiu
panmdeuesteyanelunsiastiiudasereny

2.2 MTNATIENAEFUUUNITINDDEa0IFFN; LNeNAdRUINSNAVRIRLUTDATEING 5 mufinuualilunsauwuian

o

oA Uszanveany Ussnngey $1A1 weuiedmiie wasamunnvaedndiviie lunsussiliulssdnsamuazaiy
donAaodiian (goodness of fit) vasudazl {ITelasenumaifiliNduineresm1sman1sinsien (15199 5 uag 6)

1AEAINTIUNUTT A1 Omnibus Tests of Model Coefficients ve@snnuuudaasliAtedAgyn1eada (Sig. < 0.05) wanein

[ o

gaulsdaszanunsariuiuineanudnialdasa ulidnimegevseawes-audlyd (Hosmer-Lemeshow test) lu

o o

UakUUIIaezkansAtud1Ay (Sig. <0.05) uin1snaaeudinaianussulmigwieyndeyanivualuguin (large

o

¥

sample size) Felunsfnuiiidnuiudiegiendi 47,557 19015 dewalinsvaaeuianunanieaia (statistical power) g

Ya o

Aulvaudfasauuigurdnuiifianuamandeuiisndniios (Allison, 2014) i 98U TEliuANINANNTULAAIY
wiugrveanuusiaedagliiuiinganiual Omnibus Tests Fsriuinmsinnaifudu A1 Nagelkerke R Square 70430
wuudaeafiAiegsening 0.880 fis 0916 wagauusiugilunisvinune (classification accuracy) Tngiuadsegiisosas
94.7 fl1 96.3 FsagulFuuurassanansnthlulivihunenaldensiiuszansam

- dagaynil 1: FuUslaun siavereuny, Heundndiviiy, Aunnewrdndming uasUsslanvesny

N34T 5: wan1TBATIzRAANdLTUS TR R euUTYRdl 1 Aumiudnsa nefuuunisanaseasafn

. 2018 2019 2020 2021 2022 2023
(2] K1
B OR B OR B OR B OR B OR B OR

Price Log 4.44%** | 84,77 [5.28%* | 196.37 |4.75*** | 115.58 [3.91*** | 49.90 |3.65*** | 38.47 [4.28*** | 72.24
January 0.00%** | 1.00 |0.00*** | 1.00 [0.00*** | 1.00 [0.00*** | 1.00 [0.00*** | 1.00 |0.00*** | 1.00
February -1.04*** 0.35 |-0.17 0.84 |-0.89***| 0.41 |[-0.22 0.80 [-0.04 0.96 |-0.80***| 0.45
March -0.69%**| 0.50 |-0.95%**| 0.39 [-0.87***| 0.42 |[-0.43** | 0.65 [-0.34* 0.71 [-0.54***| 0.58
April -0.23 0.79 |-0.52** | 0.59 |-0.23 0.79 10.00 1.00 |-0.41** | 0.66 [-0.79***| 0.45
May -0.47* 0.63 [-0.66***| 0.52 |-0.02 0.98 [-0.43** | 0.65 [-0.19 0.83 [-0.52** | 0.59
June -0.38 0.68 [-0.74***| 0.48 |-0.54** | 0.58 [-0.47** | 0.63 |-0.60***| 0.55 |-0.63***| 0.53
July -0.38 0.68 |-1.05***| 0.35 |[-0.57** | 0.57 |-0.53** | 0.59 [-0.34* 0.71 |-0.57***| 0.57
August -1.07**| 0.34 |-0.28 0.76 |-0.59***| 055 [-0.78***| 0.46 |-0.60***| 0.55 [-1.06***| 0.35
September -0.74%**| 0.48 |-1.20%**| 0.30 [-0.68***| 0.51 [-0.72***| 0.49 [-0.96***| 0.38 |-0.67***| 0.51
October -1.06%** 0.35 |-1.12***| 0.33 |-0.77***| 0.46 |[-0.46***| 0.63 [-0.54***| 0.58 |-0.76***| 0.47
November -0.52** | 0.59 |-0.86***| 0.42 |-0.44*% 0.64 [-0.42** | 0.66 [-0.47** | 0.63 |-0.77**| 0.46
December -0.51** | 0.60 |-0.12 0.89 |-0.12 0.89 |-0.11 0.90 |-0.53***| 0.59 [-0.49** | 0.61
AAA 0.66 1.93 |-0.09 0.91 |-0.21 0.81 |-1.18* 0.31 |[-0.55 0.58 [-2.04***| 0.13
AA -1.13%*% 0.32 |-1.40%%| 0.25 [-2.10%*| 0.12 |-2.48***| 0.08 [-2.38***| 0.09 |-2.39***| 0.09

67



Journal of Business Administration and Languages (JBAL)

Vol.14 No.2 May - August 2026

15197 5: KanFRATIRmANETUSIRERRsEninsulsYadl 1 duanudusa tnefuuunsannseasdadn (o)

o 2018 2019 2020 2021 2022 2023
Auls
B OR B OR B OR B OR B OR B OR

Indie 1.11%** 1 3,03 |0.72% 2.05 |0.72* 2.05 10.45 1.57 10.26 1.30 |-0.31 0.73
Action -0.21 0.81 [-0.13 0.88 10.00 1.00 |0.13 1.14 10.07 1.07 |-0.22* 0.80
Adventure -0.07 0.93 |-0.13 0.88 |-0.26% 0.77 |-0.05 0.95 |-0.07 0.93 |0.03 1.03
Casual 1.20%** | 332 |0.58*** | 1.79 [0.38** 1.46 10.69*** | 199 |0.71*** | 2.03 |0.81*** | 225
Simulation -0.81%**| 0.44 |-0.38** | 0.68 [-0.26* 0.77 |-0.72***| 0.49 [-0.18 0.84 |-0.76***| 0.47
RPG -0.47*** 0.63 |-0.28* 0.76 |-0.04 0.96 |-0.25% 0.78 |-0.26** | 0.77 |-0.26** | 0.77
Strategy 0.14 1.15 |-0.34** | 0.71 |-0.55***| 0.58 |-0.04 0.96 [0.02 1.02 10.05 1.05
Sports 0.65% 1.92 0.68* 1.97 |0.46 1.58 10.93*** | 253 [0.86"** | 236 |1.63** | 510
Racing -0.46 0.63 |0.01 1.01 |-0.17 0.84 |-0.03 0.97 [0.24 1.27 |1.98*** | 7.24
MMO -0.89** | 0.41 |-0.46 0.63 |-0.34 0.71 ]0.03 1.03 |-0.65* 0.52 (0.45 1.57
Constant -6.87***| 0.00 |-8.84***| 0.00 [-7.99***| 0.00 |[-6.96***| 0.00 [6.41*** | 0.00 [8.13** | 0.00
Model Fit & Accuracy
Omnibus Test (Sig.) < 0.001 < 0.001 < 0.001 < 0.001 < 0.001 < 0.001
Hosmer-Lemeshow (Sig.) 0.045 0.076 0.002 < 0.001 < 0.001 0.087
Nagelkerke R Square 0.898 0.888 0.886 0.883 0.880 0.887
Classification Accuracy (%) 95.2 94.7 94.9 94.8 95.0 95.0

VGG %, ¥ * UgaseaulEa Ay n19annt p-value < 0.01, p-value < 0.05, p-value < 0.10 mIaI9U

HanTATIzRdeyamefLuunIsanaesaedafnuandliiuisuduiusseninedadesing q Auanudisavesinle
wufTrnsuulwannesuany Tutietl 2018-2023 Tagldan Sig. e Tntsd1Agyn1eads (Sig. < 0.1 nunsislinaoened
Woddgynneaa) B ileUstifianisuesdndna uazAdnsiaulenia (Odds Ratio w38 OR) Fsreafiduialaain ef wse

exp(B) T inpudusiussenineiuusdassuasuadns Wedsuanieinanuudaunsswesanuduiusseningtade way

o w '

nadndanudse ludruvesiulsiunainadennegsiidedAgsennudnieunulunnl lnsnadnsuaniingai
WinTuesar 1 vily OR WinAuUAILA 38 89 196 M1naenydel A.A. 2018-2023 Fagewn wandaIInlonungsIAIEadl
Tomauszauarudniaunnitetsetiios nadnslaonadaaiunguiinisasdyain (signaling theory) Fsodurginsian

Juduadinunindudn siafigaiainazrieunisamuludiuion guamnisiau wazn1snain dawalinainad

Y o ' £ =

fidnwazdu aaeiduirfousieamunin (quality-driven market) flaugandiaiienaniuuszaunisalfifndi gmunda

U U

AITAITIANADAAR DT UAAINUINATINTUUTUAIETIAA

o ' o

luduresnsinsgiuseinvuesny Casual kay Sports Anafisuinegrsiteddgyroninudisalunatey Inaangd

7

A.f1. 2023 Fins Casual A1 OR 2.25 i1 Wagina Sports fA1 OR gsfis 5.10 Wi Fadudnavanudusaseidesluvaed
agvioulvidiuinfsansundsndldfuanudiougaasilomavszauanudnfaunnniuudu inuuu Casual fdnuwasisu
Fowdude lududou wasdnfnduiidunheiunfielminuisdidurily WuaudiSeuimasuldnasuasdifeid
damsseniuiigs luvaziinuuwd Sports Ieussatuayuannsudsfufinlulanads msunsvnanevesdaledn wazay
Afvosunuinn Jadunduaamangifiafiosningemmumdnnsvaananaanizngy (niche market) Hadndiagvioutn
wnilugesngudnanndanuliuiouddasaidunan rnaanuaunsaldnaensidureunuddndeis myasafanssy
srufuiluTineds vionshuaugnisnaiaiidenlesfuinnisaliv eddumiudounagiiinnudidaldodied

Uszansnn
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#auds Indie fnaBavinuasidedAglugaed a.m. 2018-2020 lnedfidn OR ogil 2-3 Wi avvieuliiuinlugiaia

sanarnuBualisuauanlanneaIngs awnseaiennuuandsasdinguilauuiuannld uivdsd a.a. 2021

q

¥
o o a o a

HansenuvaskUssuanasuliitudAyluraied Fwianuladnainnudunisuufiiwas Ny suUsdungussnn

o

v '
v &

Ay onduiunuiiingudeUiazAnn1nlag:ug@lununi1sudsty nadnsilaonndesiuwuifn 1935330

q

' v 1

9MaIMNIIY (industry life cycle) NsgUIMMAIIUAULANAIMNTTNALIUEY19BUAY IllanznuBuAlaaAuRZ 9

]

wihlufiagdszavanudisa Tudnagns fimunnudundsdiludesasgaueiiluendneal (unique selling point) 7

o

Faau fadfialewnuainaelngfasinine1nsgs urnan1Tiaszinufiuls AAA uar AA lildlinaegaildudAyse

v
o [ o

anudnsalunnd Juandiiiuindudsiavdedouususvesiifmunlyilifusdiavdnvesnudissuuunanlesuadia
fendlsimudrdayennnin e uazdszaunisaliduatennndy

Tudvensieulunisindmming vanaifeulinaidsavegraliduddyselonaUsyauanudnsa wu nuaius uiax
dovnau Ausneu waznanay el B iluauuasiidoddnluvansd Tnaamznuaiusinunaaudaaulud a.a. 2018,
2020 way 2023 Usngnsaiiagviou JULUUATMRUNILYEIgUAA (seasonality demand effect) fisinmulunaindudn
iernutuiis Inetasudfiduiinginssulidretosiosmnuansenuainnslésetrananialansd filaunnisnsus
*?uﬁJmﬁﬂﬁaamé’mﬁ’qumaLLaB%’qums%yamamam Tnsanzlursuae s ersdifiuadyansaiivajvosady

- ﬁayazf@ﬁ 2: ffudslaun s1anngvesny, Weuidndming, Aun nuesEInd vty uasUssangesvauni

AN31971 6: NaNTBATIAANELTLSBwERRTErIsuUTYRTl 2 Auaudusa Tnefuuunisannseaeain

. 2018 2019 2020 2021 2022 2023
AU

B | orR | B OR B |orR| B OR B | OR| B | OR
Price Log 4.49*** | 89.12 |5.38*** | 217.02 |4.82*** |123.97|4.33*** | 7594 |[3.84*** | 46.53 |4.13*** | 62.18
January 0.00*** [ 1.00 |0.00%** 1.00 0.00*** | 1.00 |0.00%** 1.00 |0.00*** | 1.00 [0.00*** | 1.00
February -0.52 0.59 [0.37 1.45 -0.58 0.56 [0.05 1.05 |0.18 1.20 |-0.42 0.66
March -0.17 0.84 |-0.27 0.76 -0.50 0.61 [-0.09 0.91 [0.03 1.03 |0.16 1.17
April 0.18 1.20 |0.02 1.02 0.07 1.07 {0.07 1.07 |-0.16 0.85 |-0.24 0.79
May 0.07 1.07 ]0.00 1.00 0.76* 2.14 {-0.25 0.78 10.20 1.22 10.31 1.36
June 0.22 1.25 |-0.09 0.91 -0.21 0.81 |-0.49% 0.61 |-0.30 0.74 10.15 1.16
July 0.32 1.38 |-0.40 0.67 -0.20 0.82 |-0.41 0.66 |0.06 1.06 [0.28 1.32
August -0.64* 0.53 [0.52 1.68 -0.09 0.91 [-0.37 0.69 [-0.30 0.74 |-0.63** | 0.53
September -0.30 0.74 |-0.52 0.59 -0.26 0.77 |-0.44 0.64 |-0.65** | 0.52 [-0.36 0.70
October -0.59 0.55 |-0.51* 0.60 -0.25 0.78 [-0.42 0.66 [-0.02 0.98 |-0.02 0.98
November 0.11 1.12 |-0.34 0.71 0.11 1.12 |-0.33 0.72 10.04 1.04 |-0.2 0.82
December -0.11 0.90 |0.66* 1.93 0.43 1.54 10.01 1.01 |-0.08 0.92 |-0.24 0.79
AAA 0.57 1.77 1-0.41 0.66 -0.23 0.79 |-1.59** 0.20 [-0.28 0.76 |-2.17***| 0.11
AA -0.94** | 0.39 [-1.19** 0.30 S2.11%%0 012 [-2.32%** 0.10 |-2.16***| 0.12 |-2.57***| 0.08
Indie 1.13*** 1 310 [0.38 1.46 0.53 1.70 |-0.04 0.96 |0.41 1.51 |-0.76 0.47
2D_Platformer -0.04 0.96 [0.07 1.07 2.05%** | 777 |2.22%** | 921 [1.05%** | 2.86 |0.61** 1.84
ax 0.62 1.86 |-0.21 0.81 0.34 1.40 |0.61 1.84 |-0.25 0.78 |1.16*** | 3.19
Action RPG -0.99 0.37 |-0.17 0.84 -0.23 0.79 |-0.23 0.79 |0.66** 1.93 |0.35 1.42
Arcade -1.59%**1 0.20 [-1.98%** 0.14 -2.65%** 0.07 [-2.04***| 0.13 |-2.23***| 0.11 |[-2.89***| 0.06
Base Building -0.45 0.64 |0.18 1.20 -0.39 0.68 |-0.4 0.67 |-0.38 0.68 |0.05 1.05
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. 2018 2019 2020 2021 2022 2023
Auls
B OR B OR B OR B OR B OR B OR

Battle Royale -0.17 0.84 |9.44** |12,581.72|-0.64 0.53 [NA NA ]1.81 6.11 [2.57** | 13.07
Beat em up -0.41 0.66 |[-1.28**| 028 |0.17 1.19 |0 1.00 [0.6 1.82 |-0.15 0.86
Board Game -1.01%* | 0.36 |-0.63 0.53 |-0.54 0.58 [0.75 212 (0.79 220 |1.79*** | 599
Building -0.47 0.63 |0.34 1.40 [-1.15%%%] 0.32 |-0.47** | 0.63 |-0.46 0.63 |-0.71%**| 0.49
Card Game -0.56 0.57 |-0.64 0.53 |-0.55 0.58 [-0.2 082 |[-0.2 0.82 |0.13 1.14
City Builder 0.23 1.26 |-0.73 0.48 045 1.57 |0.31 1.36 |0.77* 2.16 |-0.01 0.99
Clicker NA NA ]0.58 1.79  [NA NA | 1.50%* 4.48 10.41 1.51 ]0.68 1.97
Colony Sim -1.28 0.28 |[-0.25 0.78 |-0.18 0.84 [0.12 1.13 |-0.31 0.73 |0.06 1.06
Crafting 0.18 1.20 |-0.91***| 040 |0.1 1.11 |0.37 1.45 |-0.08 0.92 |0.58** 1.79
Detective -0.62 0.54 |0.07 1.07  |-0.42 0.66 |0.15 1.16 |-0.47 0.63 |-0.43 0.65
Dungeon Crawler -0.4 0.67 |-0.3 0.74 10.14 1.15 10.08 1.08 10.41 1.51 |0.55 1.73
Exploration -1.33***| 0.26 |-1.83***| 0.16 |-1.67***| 0.19 [-2.11***| 0.12 [-2.71***| 0.07 [-3.37***| 0.03
FPS -0.69** | 0.50 |-0.24 0.79 |0.11 1.12 [1.29* | 3.63 |0.69** 1.99 10.30 1.35
Hack and slash -0.49 0.61 |[-0.72* 0.49 |-0.36 0.70 [-0.23 0.79 [-0.01 0.99 |-0.76 0.47
Horror -1.43%¢ 0.24 |-2.34***|  0.10 [-1.48%**| 0.23 |-1.78***| 0.17 [-2.11%**| 0.12 |-2.12***| 0.12
Idler NA NA |-2.42** 0.09 |-0.91 0.40 [0.13 1.14 |-0.1 0.90 |-0.75 0.47
JRPG -0.2 0.82 |-0.36 0.70 |-0.41 0.66 |0.22 1.25 |-0.11 0.90 |-0.16 0.85
Linear 0.6 1.82 10.96 261 ]0.83 229 (0.44 1.55 |1.03*** | 2.80 |1.20%** | 3.32
Management -1.23**| 0.29 |-0.86***| 0.42 [-0.49* | 0.61 |-0.92***| 0.40 [-0.49* 0.61 |-0.76***| 0.47
Match 3 0.16 1.17 |-0.35 0.70 |NA NA ]0.71 2.03 (0.88 2.41 |NA NA

Metroidvania -0.29 0.75 |0.87 239 |-0.18 0.84 (0.32 1.38 [0.53 1.70 10.66 1.93
Open World Survival Craft [-0.2 0.82 |0.08 1.08 |-0.49 0.61 [0.7 201 |[-0.46 0.63 |-0.13 0.88
Physics 0.85* 234 |-0.28 0.76  |-0.03 0.97 |-0.1 0.90 (0.22 1.25 |-0.11 0.90
Platformer -0.87** | 0.42 |-1.39***|  0.25 [-1.82%**| 0.16 |-1.99***| 0.14 [-2.31**| 0.10 |-2.51***| 0.08
Point Click -0.47 0.63 |-0.62 0.54 |-0.64** | 0.53 [0.27 1.31 [0.79** | 2.20 [0.5 1.65
Puzzle -1.43** 0.24 |-0.49 0.61 |-1.94***| 0.14 [-1.69***| 0.18 |-1.76***| 0.17 |-2.18***| 0.11
Resource Management -0.14 0.87 |0.00 1.00 ]0.22 1.25 |-0.54*% 0.58 |-0.06 0.94 |-0.57** | 0.57
Roguelike -0.51 0.60 |0.16 1.17  |-0.32 0.73 [-0.32 0.73 [-0.64** | 0.53 [0.21 1.23
RTS 0.98 2,66 |-1.23***| 029 [-0.03 0.97 |-0.66* 0.52 (0.38 1.46 |0.24 1.27
Shoot Em Ups 1.11 3.03 |0.91 248 |1.53* 4.62 [1.74** | 570 |[1.35%* | 3386 [1.41** | 4.10
Shooter -2.49%% 0.08 |-1.41%**| 0.24 [-2.01**| 0.13 |-2.91***| 0.05 [-3.23***| 0.04 |-3.93***| 0.02
Souls like 0.3 1.35 |-1.22** 0.30 |-0.61 0.54 [-0.59 0.55 |[-0.69* 0.50 |-0.79** | 0.45
Stealth -1.46%| 0.23 |0.73 2.08 |-0.15 0.86 |-0.57 0.57 |[-0.33 0.72 |0.50 1.65
Survival -0.65* 0.52 |-0.65** 052 0.34 1.40 [-0.35 0.70 |-0.01 0.99 |-0.50** | 0.61
Survival Horror 1.21%* 3.35 |0.76 214 |-0.17 0.84 [0.86* 236 [0.96** | 2.61 |0.54 1.72
Tactical -0.59 0.55 |0.05 1.05 [-0.69** | 0.50 |0.44 1.55 |-0.23 0.79 |-0.72***| 0.49
Tower Defense 0.63 1.88 |0.25 1.28 |0.15 1.16 |0.68 1.97 ]0.86* 2.36 |0.51 1.67
Turn Based -0.5 0.61 [-1.27%*] 028 |-0.32 0.73 |-0.2 0.82 [0.39 1.48 10.35 1.42
Turn Based Strategy 0.27 131 (0.4 1.49 |-0.43 0.65 |-0.4 0.67 |-0.43 0.65 |-0.58* 0.56
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s 2018 2019 2020 2021 2022 2023
B OR B OR B OR B OR B OR B OR

Visual Novel -0.25 0.78 |0.34 1.40 |-0.32 0.73 |-0.22 0.80 |-0.12 0.89 |0.40* 1.49
VR 0.71%* 2.03 |0.65% 1.92 0.79%* 2.20 |0.48 1.62 |0.57 177|117 | 322
Walking Simulator 0.68 1.97 10.45 1.57 0.33 1.39 |-0.02 0.98 |0.82* 2.27 0.2 1.22
Constant -7.39***| 0.00 |-9.92***| 0.00 |-8.90***| 0.00 [-8.37***| 0.00 [-7.135 | 0.00 [-8.66***| 0.00
Model Fit & Accuracy
Omnibus Test (Sig.) <0.001 <0.001 <0.001 <0.001 <0.001 <0.001
Hosmer-Lemeshow (Sig.) <0.001 0.170 0.004 <0.001 <0.001 <0.001
Nagelkerke R Square 0.910 0.905 0.907 0.908 0.914 0.916
Classification Accuracy (%) 955 95.4 95.5 95.4 96.1 96.3

VGG %, ¥ * UgaseAulEahyn19annt p-value < 0.01, p-value < 0.05, p-value < 0.10 MIUaI9U

'
- = ° 1 a '

Han1sias1ginuindulsludiuvessiauagifeundndmiiguansalnaifesiuteyayndl 1 Ae 18nsnad

[ ' o

ANUANSY madnssryIaninaluinegdiduddydeaudniaveuntlunnd nefiA1 OR guwiawsiuszanu 46-217

7

Wi maend A.e. 2018-2023 wansliiiuinsmasdsdyaralif@esuiinaunimvediflony wazudlifieulanifinaids

o Y ) Y ]
<

vanserlleand winuuwdliuddayin Weusuneusinden B luuinlumaned (a.a. 2019-2023) Gsaonndesiuggnia
Fudretramania Tuvaziifounuaniusuasfugousinden B fnau azvieunginssunsduiiefianadutisiuliuazd
Aewmentanslng nadnssmuidunuindming AA fnaldaudearudiiessedies asvieuindoasliladu
Padendnlumsimunarudisauuaiy assiuduiuaeduiiiinauiniugied e 2018-2020 usanamdsd a.e. 2021
SeaveunaiulngaemainduneutigtisBusuazutsiugeiu

Ussinndesvediflanuiidmadauindeninudnia 1aun 2D Platformer Suiinaiauinegafidodfalud a.e. 2020
way 2021 TaedlAn OR agfil 7.77-9.21 azvouiinuunanrlesuassdidsndlafumnudonananuauig Whiddsing
wazdenndaafunsiulnveanszuanuduRluraIa1iand s 1Sy Survival Horror nutriinaidsuaniuuied usfasifu

¥ o

wiiigrugiduanis uinnufisuvesnoumuduuvasuofiseauasnszuanuaniudailfuuadileniaang
anudnald Tnglamzifleanunsnthiaueyszaunisalfidutu unneis uasfagaguueeulayl Fetonszduseniouuy
Unsaun ludinwes Shoot "Em Up nuindinaidsuinlunanedast laedien OR asdieszau 5.70 wansliiiuinnuuund
dladensinndandldunismeuiuiifangiauiifomnisamnuauniuusinidi e waginnuvinimedaeu fadudnvasd
denAdestunguinulLesT LI UUARY YziReiu VR fnaideuinsoifledlud a.a. 2018-2020 uazd a.a. 2023
agvioumaiivlaveananngunsal VR uagemnufesnsuszaunisal Immersive Aiiisdulundudiduiamsms dmsu Frs f
wurasuanTuvans® Tastawsl e 2021-2022 Al OR gefis 3.63 wandiifiuinuundsdsnaduunundnyenans
e Wesniigugiaurunalvguazenudousefuanailianas
Usziamgesvenitleinuiidmalisaudenudiia 1dun Horror Feilen B Anauuagildodidalumansd azviouiingu
glaulianuanizmegeuazveegiuaainladntn wiasiaudenlugansuis wiluwearesunduillenalszau
anudnatiosnitumndu ludiuves Management wunalsaulunans® iosandesendensiFeuissuuiidudou uay
foddnanausmetweriios V‘Tﬂﬁ;ﬁmuﬁ'ﬂﬂlfﬁﬁﬂﬁsnﬂ d1m5u Platformer, Puzzle way Shooter wunaaulunangyiel
agvoufanisuisiugauazamgaandud shldnuunddesdiaunmlaarunidufieeiazamsoaiianuunneig

o @ Y & . v v a P o ' aa oA
wagUszavmudnsale uenanil Arcade Exploration fadfluuiliunaidsau esannlulssiangesndnisiauiiianiy
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nau Faliannsafsgediauduuannlusainnialdegradidedday dmsu Souls-like AnunaBvauituiu Ineduwunnvu

¥BL3IANNYINGY TTUUNISIEUNARIIABTINYEIaNIE kavNTeonLUURIMIeTIneiudduanznay dwalinain

£%

Tngsudvnedria wazinudunuanndewtaduiunnsgiussaugaiinvunlaedsdduiuy Jallonmausyauninudnsasm

AIMLUIDU

anuseuarasUNa

SruAlanuuuLnanladuady nulnegreidoufiutuainUssan 6,000 tnused 1Wu 10,000 talul a.a. 2023
wazsenneldrmvesitlanuiutubu 2 witlu 6 T wandliduianmaifvlnvesgramnssialeny marnidlewnuuy
uwnapvleduaiy anunsduaszsildin nagnsnmauwsiulugnavnssunugatiagiulilinisudsdusedorovdeusinu

nsuAnissagafies uidunisudeluiie Audnuazveswansiae (product design), n1sivunaswrisduan (product

[

positioning) warn15u3MIsNailaf (launch management) sgraduszuy Amsndliuinaiudunainiugsiusie

'
aa v A

AA1YBNY (value-based competition) lalldn15udsans1AMUL Red Ocean 8E14719naMNTINAITIadUHTE dOAATD

P v '

fuwnAnnmanduladenanisnandrdgiasiiounueiluaenduilan (perceived value) waziinasion1sinaulade
vaaRlau (Cassell, 2013; Koskela, 2021) Falainuiiisianaainagvisuiienisamuianlusiuamunin e wazn1snaig
Feheaianmdnualseaunsilleuuaziiuanuweiulaiuguilaa nallaenadesiuuuifAnves Indarti and Langenberg
S Y o a A a a L oa & o o o 1 o g a o ¢
(2004) NFFINslEMTHEINTMNgIAvRE1iUsEAVEA W Wi Runuuazniseain [WuladedAnsenudniavewingoei
Feinlownuniisnan 4.99-9.99 wssgansgiiulauiniian Geasviouirdumnmiilevegluleveduilan lugaauga
FENTNTIALALANAIVDIFUA
nsdenuseianvediflewnuiiagimunduiiladdglunistvuafienanagnssuauiiuas usn1svesgsianisnde

woAwIsNY dennRBIfULLIAAYDY Rogers (2014) NszyduuinuiiunumdAglunisisgangudlauiiunnsiaiu g

a a [ '

HANNTITENUIUTELANTESIRLONNLYY Casual way Sports SdvSwaldavanuazidedrigsennudnialunasy Fanu

w3 Casual anansawddsgiaunilulaniie dauwws Sports Igruurudseiwazlasudnsnaannisudsduimluiinasa

<

wonantuUssLaviflatnudesfiunumdrdglunisinuaiiunianianagns (strategic positioning) #d@anAnesiu

WAAAYeY Arsenault (2009) 1711 Uszinndesvesiloiny wansiaendnualvesifloinuiitisadiannuunnsislunaini
finsudstugs F3Rlotnuoene 20 Platformer, Survival Horror, Shoot ‘Em Up, VR uag FPS fidvEnaisuanseninudnsa
ogeeiflos uunugesiiszaunrmdifainneuaussienginssudidugalmifidesnisinuauine ayniss viedszuy
Lﬁal,d‘i'aﬁl,%'wﬁu ﬁumzﬁum Arcade, Exploration, Horror, Management, Platformer, Puzzle, Shooter it Souls like G

Weavagwiaiiles Lesnaaindumiuaziinisuddugs aenaqediuuuiIfnvea Hu et al. (2024) ind1iuuinugenie

' [N a

luudazdrnaandanudsunuamuiniuivenalauasnginssuvesyuslnan1uestiniissyimaiaauls

QRN TGP IBUMN
Han1TiATIEInUINAsudlnyiinalay Inglangnun1iusiasiue1su aevounuwuIfn Nagnsn1suIIITHIAN

(timing strategy) 84 Gangwani and Zhu (2024) #s5zuintiaiainisilafmdumiinalaensiiesenuglunaindud

lenuiidndminednvatediilonaldsugenviegainmaniaansinwazve iy ungauandaayinlidguaa

uunn Tuvazinundadigsrulinlasunansznuannginssun1sTuatendunaniaiianad aztun1sUasia99

nanslindudnmadenuilsdmiunisdndiniie Sadedulonafnagns (strategic window) fiEauiausaldiiie

Y

o

wandeINusugaTiuNITUBLIAY (visibility) Ssnudnddnd niieussian Indie Uszauauduianudaluga a.e.
2018-2020 wsanaandaannnudumiinsuuinlunainie iy Tuvueiate AAA wagz AA lukaninadaausanIuduse

Yooy wansliiiuinainafudusaiadafivuinaivorsldladimwuaanudnsadndelumnamuninliviuda &
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Usunienauanssllanuuadniuees Indarti and Langenberg (2004) ﬁ%ﬁﬂmaa%ﬂaaaﬂ‘nmasﬂaqmﬂumﬁmmidma
sofnenmmsuteiiy inuduRtnlEsumL e zasTounuAnad AT Auazondn vz uiilesunialens
dindusnnlusaaifieau dnenmarsuandnsdanas uaznaudsiulunduiieaiuiingsdu
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