Svow 98 0f yoi (3l (S5 3L (5w Modl o
ol s, g Sl s yik 4 Sl sl g9 &g

\u.«il.é)) L\O)u\o.'>‘
"ollsbe bgl
LS ol e

oS>

- <

I Gl 48 Sl (Gl &3 035l 55 Ly Ll odeligy S oo (il (SaS3L Conts drsd Lo
8L B bl el oledyl (555 5 Contes 42 o 1dlin oS () J oS 5 gL (Sl 30 S 3 DS AS US 5
o axBUSS 03 sl 5 3l 950 5 oo (Jolos s dtadign oo dl5 (5lac 3 (g3l Hhedlin e
OBL A sanw s ol 43,8 Oy g ol jon 45 (g3 (65l ey Al 3 850 53 48T ol a gty Sl (S50
S 5345 Sl gy S 03ll Sl (Lol 4 355 et Sy 5 (sl 1y 355 bl rem ks (sl
a5l sgh e s\;ébﬁil.aj«.! e w\yéumljﬁ-”p”gm;d\fbsjé S 5 5l (G813 3o 5 el y

@LA)L{A‘)(Q\JSJA L;byoﬁ&&@:o;ﬁ@h@damjd\y o) olyen 54l sla g5k U 5 Ol 4

Ko (5L L bl 3565 5 ¢ imn L0 43U s (650 At 5 o BSTU aulie 51 Al sl ailge ol oCsd 0k 43
> oLl 55 e 50 L o Ok A s ( SBL < @l on

(\A)jﬁjlj) JMJQJ:»J 6[.&)“);‘ J‘ a.}\.a..'.'...ﬂ‘} 6‘)14 6)\..»&4 “;;BJ ‘QLJGBM e LSJL’ ,;).J..:»e.\.l.)j Y

O TS PR U e PRPP POV NI I NP5 VNS I WO EORIPS W DRSPS BV [ CEPE W C 5

3313 e 5 63k GladsnsS ozt SLD) (3 Cnio 3L
o9 ) Dhrelren S Gla il Yo Y a5 e s i
2585 (McDonald, 2017) 5,5 jLes1 s 15 bags3b 0 3
Oy aS el 3% 58 SIS 5 0D 5T s gos Ao LA 5

FPRTH
2 s S glsl 5l ohen a5 Gl oyl

BIRTRWEITE & SFUIHFRN IS WIS FA Tt AN WETR -0

a.derafshi@atu.ac.ir «(J s st ) SLbLL asde olKiils i)l ol IS (5 s tils )

N shs o505 sy 5 b | 50505 uslel .Y

(sl Db oo 8aSCisls (6 asy s i plasslind Y

el 0 Ll ol LU aodle olK2ls (65 ualy (630 40k g A Colex L allie ol ¥

5. Supercell
6. Gung Ho



\vay ul.uw./a)sf E)LM‘/\ S)SQ*G)BLdijCRAbWLM.: 7

ol o A5 S5 (g5 Ml ¥
» bess shadle o ‘Yw (Madl oy C)A.Ia.pl
J0-) 33 658 5558 31 ol sladlab b el s sl
&ikw Ml ((hanson and Wiedersheim-Paul, 2007
(el ladas 53 ES, 8 glac Il Godes a5y
SNkl .(Calof and Beamish, 1995 ) 55 o0 i =
S il Jos 5,5 LB i Sl 5 il el
Sl Ol guas Gl sl glin u;wiju) Ly g0
ey Ol las 3l la 548 L V) 5 S LS
bl Lasl a4 B a3l 1oB 1y La yoiS 5 lacS i ool bl aS glas S
Osdeslonl) Al s e 5 50151 5 Sm e Ol
Ol ) okl T 31 B 4 g (W o A0
s Gk 5 eSS o o5 ale IS5 ()b il
R Y0 T ISERET P WE S RV SPRA SRR, V1P e
3 OYAD (sdgd) Sl 5o s oolal sLis sl
ol 5 eyl 5 YIS Aol o) 3 s Sl 03 s %
5 olpabe Wil B8 & 0I5 o Celis sl p3,0 4
ot sler (0lar) 55 sl oen s oo BLS Loy
Iy 31l slie iyl o Ml
10554 el LBk s pal) dn s (slimess 0SSl
310kl Y gaames 5 AT y3 A SS9 50 D) gty s oS
Sl Madlos (55 L5l SLoIL 2 s alis (Glosds o
bl Glas,aly 80l 550 &5 AS oo 8 sl
5l (K 5l olex 08658 bl gl ool
Sl paseliie Gda bbb 4 Sleds &bl shten 5 Ja
ol Ml 5 shate clis opl L3 .(Vignali, 2001)
53 0bb e Lyl i b tiadign ol o (a6 (Sla 5l edas d) 2
olize Jpamen 148 mn ol &1 ol (0,55 5S (sl 528
Mhodlom BL Gl 8 g 5 (Al S5 Bk Rl L
Lo)b (gl e @3l555 055 sbm Ol 33 5 e ol ey
2 Jledig Olble gl a8 Sl 62,8 bRl s L
Sl Sl b Sl Ko il o) Sk (63,8 Oler
.(Thayer and Kolko, 2004) 1l of e Lol J guames 53

oAb sl Sl bl @ sgy Slse F
O 5 ade sla,Kal, 5ol on
8 L Cl},a L ojlsen ol an U.LL sl csle
‘_SJLJ J'l})s (:L{..k B Qm U‘i‘ R | 034 949 (Sd3Ixe
Ml bl 53 a3 o 31 Sege 5 &I 5L oo

1. Globalization

2.Jan Aart Scholte

J)L_?L:‘ /UJ?L:A\ A LSJAT)) @VL’I ‘Jx}j‘)do ‘)La.’:v‘\a QT SOV U'i‘
Sk bas alyy, (Cowley, 2016) Lyls 50 a5 51 )Y
05658 gba Jolepms (sl 22T Ll L3 olen (il
)J>yﬁw4{bwdltyyw§>ﬁ¢fw
d‘;,’,‘ BN LS)L QL{J.MSJ:J)S RS GDJS&.L; ‘_;"qu) 5.),‘2..3 .k:.>u°
ot e 3 ol 535 ke e alils -l 316 ety
o e pl s & s Sleginge 3l el Cosa 36 Gl
SLbl 4 olely 6l S50l 5 soladl s 5555
W5 53 ol Son b s 5 o 5 s S shiatens Sle
Ol g by 58T wlialie oS ol ol jon 5 glagsl
CJ)LA.:A JLP 6\.&)\)\; oo @li)‘)l’ U;)) RGO PR i) 4;7-‘.31
Sl sl Oblas il 5 QBARsanw 55 sl A5 slaylil )
Ozeed Gadaie wilsa 5 DSl b Sl il 4 2955
(Sylvénne, 2016) Jss o ssm9, Sorp 5 by Coslis
Sl sl 4 J3b slagil gblS,h sy w5 o
bl JBdl 25 4 5 Al Aalss 358 (6l ool s
S dals SLle KaSoys ol 53 dedddle

uﬁj—»&)b Piy &Lmui.mﬁi » Sl So9 Jlae u-l\
g Sl 43 5 D500 0o 20 a3l (5l Mhadly
el Lo bl 4 3555 dod slas ) aS ol sl Lol
Slabbar3s,s sl ol por il lacgil JBASUS 5 5 S
eogS e ol 5 Lilalse SIS clja b Al
Sleib GLCS 8 4 i8S 53 a8 ol 5 e by, el
g e ol 53 3L QS A5 400 8 S8

X5 N-TP

‘_,i})l{;;l.owuwi W}SM U:’Aj}-’g w\ u:'JJ
Sl B 3 b sy g ) 5 golid slalbiuls
J)‘}.A B Sladlae caU}S Sy 6\.&@}}3 BE) RGSU IrN t
Usu,bﬁj}i Sl aws U'i‘ BE) sl ;_9}12.'.0 3 gden ials L: Lo
Gorl b olanl b og S 53 Slio b (el 5 (oledla ks
S5 gad A3 o (6 Ele 4y Conl e S sS
Oiljbdjﬁlblﬁ)‘))jnb (\Y’Qf cWQU}j@LJ&)L&)
6)\‘»;;..\.@5\‘_’:: W‘ C\}A )‘ L;l.ALg‘_;JuCQ.‘» °""$’W °)j’
Sl slabl 4 Ladin ohen 45 Sl 505 5 3L
4S'3,8 S I35 (hlwissl 4 Ol b cpl 5 6 s b))
4 s Madlom lasbl 5o (JIs bl s Sl esdle
.b)lbjé.: Qy‘y&w u:jféj g_;’l'.’.)bb

ey SR 2S00 Y
S iags slaasl 5l as Sy dlis pl 55 edbaslyl CIlas
NG| D.qud.?b\ \ d}'\?)> MWJJ‘LM Sl LJ':“:“':i



4

Sosdgd of o AL sla g5k (g5lw Medl

J;A_g}_jm:\d_g-\?

TR

Ju Lol olge R
Ol Bk oS Sl ol e balpds Jalls gty glaasly oblbdnwsis el
S LS5 Gl bl ol Sl S b i oy p2l5 Jld ol )8 s,
ol a@ob\bcfixj\bba‘j)bbdgb))jw YQ.;B)J
als (5L S
el g4 525 oy o3 I3 4305 31 e 53k OS5 oAbk
P ) - S350 dalllas ol o
2016 ‘ua)@\)\&;ﬂgwwwju»)bb)\wl} . . L;;Jls
Sl aslen B asl adls s sla oUlg 5 SUISG! (Bl PN Ol
) slagibsdsdd s
S Sl 5 B a sy s el Sl s 5 .
w2555 55 el e 4l
ol bk
ks Ml
Ol o 403 gy &y g% (ol 3 el Ll il 3 o8as g <
2016 OB b (g 3l G hbedys 5 LS (s 1 tol yon pl3 slacg b . “Lﬂ
B 1L ) p e 5 Sl SO S, ke lajll 5 wilse
o »
Sl Ok Gl doms Cmlin Sl (5550 Shr 53 00
Sl e lani o Conle 4 gy (ol 4 LisddDle 5l 3l
2018 Coalalyaa)y ol 53 rags pulal [SKs sls 0)Lal (3L Sl e 53 i S
H&jW&)&Af)}‘ﬂthwobﬁdﬁbﬂ 3 ogjﬁﬁlw
o) S el sl oY el alpe 03Tl 3 55 5
sl 0 .\2513 a.l.’J)) o

S s 6oL b J(ibid) wal asls sy 5 o
Calugis 63k S el Ll gl i o s )
3L 5o apd e auin ol Sl 3 a8 Jo S o sl
(ibid) was o ol of L5 a0 Ll Chbbe il
FE sl 22l g (S A 5 oles 36 3L
Llr s O g I a8 b Cblis s Cad o s
Lo g S Lily ol pesde «(Shestakova, 2015)
o) @ plies gl ol ALl S S e 4 S
«(ibid) Ll 554 ol en 25 Slagil (~Lb db s
Kang,) 4% dals= LSS e 51y Dosonl 28 5
Syd sy ok b ok ole sLasl il i (2016
G olbbis 5l (galdas Hlasl 5o b il ol folS a5
S5i ey 3k Bl LT slaslgiiy 5 ke 55,8 )3
a8 'Y Cale #Masl )5 8 )l 4 (Saxlund, 2016)

SRS 35 ot Slpo 395 b ok sl 55 0l o
gl Jole 5 Ll Sler plblis 5 Lbl 5l Ll 3L
olen i Glagesl h b o3 Cubse Sl w4 sabse
ol 5 Slmgany Gl Wl oo 35250 53k B3l )
b Calips pl 2)ls (2lad S Coato 93 (Spa S

Llys s 33 Sy 230 Oszeed

o ok -F
< ol 2488 (Chamrad, 2016) &3l o 30
o w e Ok Ll b ol palsell ) Sy s
=5 G3b A Al O dide b olite oS S pne
p3,0 dod alod Cons p’Yj 3l ol Slblie 5 ol
b Y5 ST S 3k paye den Ll Lzl o5 Lol L
SOl dvn WL Coses Ay O (6L I S

1. Ronkko, M.

2. The development of a digital marketing strategy to gain
active mobile game users in Japan

3. K. Sylvédnne

4. Saxlund, N

5. Mangiron, C
6. Good Game7
7. Clash Of Clans
8. Suft Lunch



\vay ul.uw./a)sf E)LM‘/\ S)SQ*G)BLdijCRAbWLM.: 7Y

S S sl Wl e 055 (3 13 SIS 63k ks
2 kb 63l pddes iy Gl oL (ibid) as
DellaFave,) dil ails (6,8 Clum slozm] laasi
Il Slegilas 5 ol lS slazm] slasil, sLaJUlS (2014
0L (e S oo Sl (3L Cmmn [y (630 SL )5 5o
Ll YV Gl olans| slaaslay po Slads sl
S8kl 53 il Sk laply SN 5 o Sl
I3ES 5 (65b phbedus sy SKaly Kos 31 L(ibid) 5 48 Jlu
o3l 5S35 (g b sdimsasly) oSl )5 (55L sla hulen
S Sl s o ol Lol QLS 4 25 e s
LUl wizmen (1bid) Sl HLSS 3L 5 o8I ,Sos b bLs
G 3 SOk ooy 4 (63L b Jad e Slesdas b ules
LS _n S s

bl s Slads s slel gaal; 43 pad T
LL of @ Gy 12 3L BASUIS 2 5 ol g Dl
3L J;Ls@u, ooy 4 5 Jole pl dBl anlls (63 yael
Sy 5 a5 AL 035 o005 (Soalen 5315
3L Coenl @l l 51 550 Lol (Subsplash, 2015) <.l
363k el Sl 3V (3L 4 b 2l Sl 6l )l
L5 Mol 55 5 033k 5 LS 5 ansy O 4 b o LS
S Sl a5 gaid 5 ¢l (ibid) wal
SLaal )3 dgmse Olmio 53 SO 4 bs e Sl Sl
33 ohses g 5 S o) 355 hxie Lails ez
el 30 Sl Ol Les (S 50

3k AL 5, e F-F
adata slacly JBl 2505 sl ($Ob BAS U S S, a
b lKer 5i8 G LBL @ a5 @l (A b 5y e
S 5L (Sylviinne, 2016) ol Sl 53500 5 lous 126
OBLS U5 6l S Sl (50 T ) 5 53k 50
33l o ol laglsds adl a5 55, 00 Jleday 534
s (b oLl (ibid) alb e SIS Loy 5 ol A6
L edla s (65l ST diyls Ga 5Bl wios o S 5
Ml OBl B ) o gl Sl 4l ae 5 4
Sl b o5 obsl oean (Heemsbergen, 2016)
2l Ol il oK (Sylvinne, 2016) kjls olble
Sl 53 5868 a3k 3l (sede Sl slaslel 5 Sleb)
J& 4 Olsew (App Annie, 2018) das o 513 glilus)l
Solom) iy 500" 32555 Sl TS5 QLSS 51 S )

Gl DDl oy cpl 5 (3L eSS 5 5 sh oo
.(Shestakova, 2015) Wb o s

"ok b Gble 5,55 5 sl Y-F

2 bl Gl g o5 0 3L S Ll ey
S 2 g ol s Dl el Ll (3L L 3y55 5 o)
03 (g Soeal ol (e 4 (oS S Ll Ll (D 0y
LBCda e 55y 3 oo LET )b eased b leds 35050
Pitts,) 5,5 o JSK& Ll (83 55 ol sead ol ol
3 i Yl ol jen il slagssb 5)b,s Se o) (2013
SOL 3l aimo ) (OIS0 aS1a LS e Job 450 Cuia
C,..n\()"yc\swjbja.u el Job el 51 s Gl S
I BB 1y o) 53,8 sl Cblbee 23 53 S5k s b
335 5 ool 5> .(Schab, 2016) Coul 43U o 5 eSS das
o 2 S G (S L asl o) 5L b bl
A3 e el Sl Gl oS e SIS0 b
Chbe STy i (g5ael 583 5 S pd bbb Cblbs
bl BlIL o odil 55 0585 (63 odom sl 5555 0
(ibid) 55 dal sz sl (55 5 S3b s 2 sl eI
b (g gw 3l Dot 5 anS Sl Y-F

oo rond O 4 ol 5 595 8T (3L 3505 51 b bl
)bpwwo&@pw“psdﬁgdu S azdls
23Sy S b sl Gl s o 53 ol dlSedss 358 oo
P>yl ) 4V.:lé.;u.¥u CgLu o GV PR V5 V| E
o3l |y wle cpl OIS Glaars gy oo b gl )l 1SS
5500 ey S ile 3 3 QSIS (gl Lol oS e
oA 3k 2l 5o Jole 0 385 ks 3k LS LB
o) 3 Sy slees,s (Saxlund, 2016) 555 jleds 4 ol o
o) @0 Sl S e 3 4l 3 |y 5SS gl S B,
b 53k ol G52 S SIS (55 (3 L) L il
T olSs 3 S 53 s 4T (ot €535 A5 ol Cncd
(ibid) 355 4,8 pIT olKlg b cpdir 3 250 s Sy
Sl i (SlaololdS Sl eslinnd 5 63k sl s pb Sl
A (3L s 4 g sl Sl 5350 534S 1S leal,
2l pesdle (g3 b (Nader, 2015) ol (555,40
(Venturepact, 2015) 1il (30 (gl gimes 84S puSKnte Ll

Sl 2Lk slaely 31 s (K (Srsl 5T gsles il
L ocolyon 525 (3L sl Lz by 9> Sl il se Lol

4. Trend
5. App Annie

6.Rovio Entertainment

1. First Impressions
2. Discoverability

3. Cross-promotion



v woigh ol ya yli L5 3L (5l Lol

sl slgii Jbo el g1 7Sl S wsle laelSs ol
.(Newgenapps, 2017b) <ol

5 BKIUT) Jowi g4 05 sl l ) 51 oslizsl V—F
(S 2
o)l 3 53k QBUSIIS oy e &S il K
sl aJ..:/J:.‘}; 6)14 )‘ ool BE) uL.H»u )L‘é) » rj‘.u Q)LE;
e Db DL 03 3L IS Gl bl 51, Jlosay o
@ b p8usw)gs (Phillips and Phillips , 2018) &l
Slp Bl Ao oS 51 L digd e Lal 65k b odUls w
QUQL;:A Y JQL;UA)J e Ju}.'}tg;a Ali;.j 3)ls )‘jﬁ\r): >j13\>
NCW') J«Sg;a LSJ,;..N )b&\rj )‘ a}u:\.w‘ ).) b .))5 C.:U )\ ).o\j.?
A Sl gladassdos 5 55 Bl .(genapps, 2017a
3 955658 sbeesls s bl (CodeFuelStaff, 2014) i ,
RS ‘\>}3 S48 u\iLa LSQ-& PLgI waAL};G O‘J..’JLS)u)
35 OBk el oLzl ()8 T 5l i 4 a5 55,5 3
olyer s o5 slajlnl o) eslinul (gl ol e A5 Glagsl
SleMbl 4w s (Williams, 2013) wlexlse Jbo Ko
20l 98D 5 sy s 53k a3 ol 3,550
J.’)Lb C,.Q.}d\; le.é)jj:.“jaﬁ.@; &U}; 6&;0@&)1.0} sl
)l‘j Las )‘J’; UL\LW )L\;&-‘ BLE] ..\MS%:@J wumbui.w}: Jw‘};dﬁ

Pl dow A-F
(Sl b (ol Joeon (5 153le 5 DY guaes dom 5
i, s (Bernal-Merino, 2013) 358 o okl
S5k Soludome o)l Juz w Glate 3L 3l s
WS o s L5 4 3l lies Ao anli )
i 5 (39 0 5 9Blasl .(Chandler and Deming, 2011)
o 35l 3131 o 5 das s )l (3L ol o 31 (55 oS
dogarme b il QUT Gy ms olad sl e
PR Sl 0SS 53 05 3l oS el aladnl B
oo B (S L) peplee bl s B3 5558 5
O’Hagan) 555 oo Jles! cdydm Cbls b csline 5 5508 off
o (3L (gl s Lol (and Mangiron, 2013, p 19
OBASII 5 3pmaie Llg (55 b Sl Cbbe b bL3) 5l
S Sl ol 3L ol e g B LS Sa ]y (5L )

6. Kickstarter
7.Metrics and Analytics

8. Localization

B dadllae plazs Cleay g Slugil slacs,y ol
(L aomlge CanSo b 5 50U @ 3559 03 oslis 3,80, 5
andlas do Lo (55558 2 55 4lb 4 35,5 .(Sylvénne, 2016)
S5 QSIS 31 N Saad el B L 85k)s e
T2 B naliy o aS Sl JB ) s a0 3Ll
ML 3505 Sl Sl a5 5 VL (5108l s el
(ibid) Gl Carl Fl Sl ol
Yoo, b-F

sl 83 Sl 0T 53 Sl 5 03,208 s Sle LBk
DBL a sy J o ol 0l il Ol edie L
O Al 2 b Gl b Ul 6l 636 a5 Sl Sle
(Julkunen, 2016) Llay 3L Jlul 5 pslis gliy > fou
s B0 3 Lol 5 Ssline (53L Ca L gl A
5o o) (bId) 3557 Cowsas |y Chbbes I8 Gl b 4
Ol Slp Jomely 8L 5 Gedoss plowil Sz ool (S5 milo
Sl (Jole 93 Lo 5 dgr o Conl (Gl 40 38 5 Ol dxa LS
Sl 03,55 (S35 QB IS 5 Cows )3 SIS 05 o@@.a Y
23 Sslhy gxe Sl 2 Y 1zl s> (CodeFuelStaff, 2014)
S blbse 3L bl by sl si s 3L LBk
¢S g oST ags3b o hsb 5 Lol slahs, 3 b
e pd SleMb! LWL Ll Goaa (L s 85U s (Gdm
SOl g5 @ by e DLl 5 ghnanas (3L ks oS
Llele Cul Ko Dyoipl e 53 358 03ls Ll 4
.(Julkunen, 2016) 55, ,u» 4 3L Sl gl A
e 5

s oSy ol L SIS 5 badass ) S
S gshie Sl b 35008 Aielign olen S slacsil
sedhe a3l 05 QWIS s Iy b b
dizes 5 0le) 5 Sl S5 25meS Sl (b filas
Oy 255 & Sb gle 258 .(Saxlund, 2016)
o) o Sl S e sl 55 L SBL Slals fs 6 500
S UKL 3L sl s 3l eslial desl ol Sl S
el 0l gl el aasis s Slids 5 C )l
Flrodiasolis Tl I8l ol&as b asle 555658 slael,
G ompa Gob ) dsy sl iy ot gbadsiis

1.Miikka Lindgren

2. Competition

S S SIS ale s 5l @ o 4 84l &5 5 cAngel investor .Y
A1 els G35 55 b STkl S8 55 6y S Al w4 Jile

4. Accelerator

5. Crowdfunding



\vay ul.u.we) ¥ E)L.o.;.':.\ A 3)55 - L;)SLJ 9 plc Z.AL»WLM.J

4

ol o 036 slas5L (55l Madl o SISLES C’l_,.a Yd g

er i Sl
2356208 ASk @l 2 5 o Glatn ST Ll st Ay s ot 0L ,
o 6ok

el O (3L Sl S S5 3 63k 0o g

83,8 o SIS Chlue 185 53 630 3 (62 585 (6O b arlge o &30 w3l 2aS s
0T 3,15 455 555 s 531 (530 3,8 8 rondS 2 585 0T b oslize o bl

WS Gl 3 oKs

bbbl 355 5 sl

o8T (133 5 i 355 3 b bl 3,8 )3 Glb s s 53 lule b 55k

}\ Q.L:uo.l.l.)j k.ﬂ.:jk;.:lau

S 55l 1y TG s 5 Cblis (s
R ) Gk AL g
..U.:S(_;ﬁjé\.ﬂbj JJQVJ)}A )bb
a3k o b 5 bl Sl s s 5 LSS 5l il 80s bl se 3k oblia b 93,5 uB) sl
(85 JolS 5 s DD Lol Gua Lb e fW)’dﬁ’JLSJ@rg 20871 o,

Sphiosls Chbs 4 Ll 3L 54 bss o SN 5 Sans

dile 958158 glaely o)ls 3925 55 Ole) 5 (Sl (5 55 3508 ¢ Jbo Bl posDle
2ol s alewssr olwme 316 31 Jip Soslper drodiasolid liSule pu I8 3 e
el 0 3l Jlo sl (51 Hlnl S asle

SOl a8 Al 3 o) 2 b A o0 KaS (3L QSIS U 5 4 s 4 120 sla !

s sl Lls ol i 210 51 LaT 3L L oladtls $lalil lasticd
° ) l.‘ ~> '> -~..l5 * .‘ J..:& Y . . 4 -
29 2l oAl Sl ‘ Pl Ol g e el S0R R (2 0 (oKD folows 3
Ty
5K Glals 3 oo ¢ JolS 5 335 psbar | (L 08) (53 gt b e .
Sl s

AS 4 bl SL

s~ .(Helmut, 2016; Chan, 2014) s5& =5 3
Seb o Ll (G3h w38 A e 53 (ol Joee Al )
2 s b 05 Gt 5 g 5AS Ay 55 Bl 5o
ol 93 5 Sy O Gl 5 sl ol e glaanl,
ezeen (Helmut, 2016) 355 oo (5, Selo odi] 53 su>es
0l i 5 3,8 bl (bl Ol5 o (o 52 A e o
I s (Yip, 2014) 558 3ol ol ol 55 6ok
oaieis Sl oS 55k o 1 Sl Sa 5,1808 (Jbl
Sy aal 3 ok s
Sl sl ol 5ol e 536 63k daz 5 (s SR,
G355 0l 298 o s 48 Lol (glad > o 2 3] 3 SIS
oLl o5 HSaly clsls dalg (ool iy sa an SRV RPN
Pl sl QEASII S (51 45 o \LS)L;w@? 90 )
(e Gl ol 511G s e Sl E S USU S o dals
%ﬁrjﬂ)&kb-ﬁ)%u@y@b)lfjlwﬁjx}j%g

1. Crowdsourcing

Sl ol oo ¢ JolS 5 385 ysba |y (55l dsl B o e
Heemsbergen,) AS ag «ods bl Sbj 5 S
Sl sl 0L 0 sl a0 5 A3 (Sl e 55 (2016
SN 5 QU5 @ pd e ploul Ll 5,5 L oS il
S eoalie JUsl QLIS b e e 3l (S o o
dom 5 53 ol Sy gl sl s |y dals 5L 4 e L5
Lis glen gt Gda LS sl 63 4o Lad
Merino, 2006; Merino, 2006;) 3L slus! 5 5,55
oSk s ol 4 .(O'Hagan, 2009; Ashceraft, 2010
wils 3k gl 3 elin 4o L s s s 5 Sl
eSSl 5 Jeol i 3 a8 (6K et anles il
Chls S b oluoes @355 A5 e eslinad 3L
S 4 a5 b o 5 Ul il e D)o B
(Nord, 1997) 5,8 o & jse0 Cblses 5l 5
S35 5 350 Ll 5ol Giladowe dulp oSST )
Sy il Sl S Gl bl S G S 55
Sl domn (1259 805 5355 (5 S pon 0T (Sl M



7o woigh ol ya yli L5 3L (5l Lol

@L;.a
il o 10, - My S50 L(WA0) e ¢y foslond

(o wldas L Jle Bl gdiolez) LOYAD) L (sdgd
JAY o X bled ess Jle (e Sap Mow

SFLE s Sber LOWVAY) Olal (el e 5 Mgw ( olud Bslo

2 0h0 e DL caalllae 3yt elenl pile s (@il tasn

i Jl (San s sy hash o e Ralhad Ll a3l
AP Lo YA sled

App Annie. (2018). App Annie Terms of Service.
Retrieved from https://www.appannie.com/en/
legal/terms/?_ref=footer

Ashcraft, B. (2010). “The Surprising Ways Japanese
Games Are Changed For Westerners”. Retrieved
from  https://www.kotaku.com.au/2010/11/the-
surprising-ways-japanese-games-are-changed-
for-americans/

Bernal-Merino, M. A. (2013). The Localisation
of Video Games. A thesis submitted in partial
fulfilment of the requirements for the degree of
PhD, Imperial College, London.

Calof, J. L. and Beamish, P. (1995). “Adapting to
Foreign Markets: Explaining Internationalization”.
International Business Review, vol. 4. https://doi.
org/10.1016/0969-5931(95)00001-G

Chamrad, M. (2016). “The Truth About Mobile Games
Marketing”. Retrieved fromhttps://www.gamasutra.
com/blogs/MartinChamrad/20160204/265173/
The truth_about _mobile games marketing.php

Chan, Vincent (2014). Why Mobile Games Often

Fail at International Expansion? - OneSky.
Retrieved July 9, 2018, from http://www.
oneskyapp.com/blog/mobile-games-often-fail-
international-expansion/

Chandler, H. M. and Deming, S. O. M. (2011). The
Game Localization Handbook. Massachusetts,
United States: Jones & Bartlett Learning.
Retrieved from https://books.google.com/
books?id=sN5Glp9sL;0C

CodeFuel Staff (2014). The 5 Biggest Obstacles
to Mobile Apps and Advertising. Retrieved from
https://www.codefuel.com/blog/the-5-biggest-
obstacles-to-mobile-apps-and-advertising/

Costales,A.Fernandez(2012). Exploring Translation
Strategies in Video Game Localisation. MONTI:
Monografias de Traduccion e Interpretacion.
https://doi.org/10.6035/MonT1.2012.4.16

Cowley, R. (2016). Supercell on track to break
$3 billion barrier in 2016. Retrieved from http://

' GolwKin b .(Helmut, 2016; Yip, 2014) ol j5S 0 s, 5
51 (Sylviinne, 2016) cul 55k el sl a1y Ko 3
T 25 a5 b sl G Cblive Ko b line (55
S ol QLB s 5 S o0 (53b 4 (5 2 (S035 pole] (LB s
cwslin (53b oL (Costales, 2012) dipds oo b 5 (534 &
DS 5 06 Al s Sl Jlpds e (58 Sta 3k Sea 3
Aol 55 (Sylvénne, 2016) Cil s H525 53 plie| LB
O'Hagan) 13355 5 63k pbls s 0lSal (53 (5 3win 3
Gua b Kaa b 535 andllas 5500051 (and mangiron, 2009

(Chan, 2014) Ceul (55,2 sl $3b Sl doen 51

& 7S 4o

e33) 5 Olgz 03 oher il a3l Sk Cunioy 4 a5
Sl «solal (..:le.a B gl 5o edieal b bl eslad
50558 3 ehen il gl S el C.EM sl
399 &M&wbbd@\j#ﬁbﬁbéwm&éw
Sl OBlesib gl Swenl 5 Sipp 0 S Sl bl &
U (SlaolSy 45 355 oo Koo Lo e s Ll 255 o A
b OBASUI 5 sl andls sty (6354l Coris 0l 5o
oS Llamlge (3date OIS b Sl ool 4 5505 sl
g8 oo 0dalin V ol 3 4Dl gbay

5 b olnl s Ladisn olen il slagil GBS S
a2 5 6k Ll s (e gl im0 8L 4 (sl
el KIS et Slol QBASIIS 5 Cod (515
S5 Ohadsi S Bl 5l (gine g A IS ol suge )
O Sl (o552 5 0 Hlacsil slaes S 5> S
53 Kl (slably sl il (e sl alex 3l ¢ anaS- 5 (s
ol 3 55e (Lf S Cola (63L BULSUS 5 5l ol ]
AR Ll e ol o AL AL el wlls p S
S0 33 S |l LSS e sk |y 53l o L b g
Slys e b 63k o83l el B 5 x50 50
S Lt VS ) e 28 Ko filows 5 555

Pl wlan il glagil ilw Madlop due) o
daddde o) Ko 4 ol 0l b 2as% (6l (5 )k
sz)uiﬂ:QMjJSw 3)\.3)} Jf:kf )L@,’..f.‘:;go}y O.g.\).b
Seajh 5 0y b e bk 4 3505 6ln bail oSS s
O3 w OBl e a 2a0s Sl Y eyl 5 ol
e jldy s sl chassy S b e il
S anllas o) joguas 53 Ol oo 4S 34133555 (53 L

1. Culturalization



\vay ul.uw./a)sf E)LM‘/\ 3)5576)sl.~95wk2.&bwu ld4d

www.pocketgamer.biz/news/63108/supercell-on-
track-to-break-3-billion/

DellaFave, R. (2014). Marketing Your Indie
Game: The Single Most Important Thing to
Learn. Retrieved from https://gamedevelopment.
tutsplus.com/articles/marketing-your-indie-
game-the-single-most-important-thing-to-learn--
gamedev-7157.

Di Marco, F. (2007). “Cultural Localization:
Orientation and Disorientation in Japanese Video
Games”. Tradumatica: Traduccid i Tecnologies de
La Informacié i La Comunicacio, 5 .

Heemsbergen, D. (2016). “"Eat Your Hamburgers,
Apollo": A Survey of Japanese Video Game
Localization Methods and Challenges”. Arizona
Journal of Interdisciplinary Studies. vol. 5. https://
journals.uair.arizona.edu/index.php/azjis/article/
view/19419

Helmut, J. (2016). 4 useful Tips to rule Game
Localization. Retrieved from https://lingohub.
com/blog/2016/09/4-useful-tips-rule-game-
localization/

Johanson, J. and Wiedersheim-Paul, F. (2007). “The
internationalization of the firm—four swedish cases
. Journal of Management Studies, vol. 12. https://
doi.org/10.1111/j.1467-6486.1975.tb00514.x

Julkunen, J. (2016). Know Your Game’s
Competitors and Target Audience — PART 1.
Retrieved from http://www.gamerefinery.com/
games-competitive-landscape-categorize/

Kang, F. (2016). What makes a great mobile game?
Retrieved from https://www.quora.com/What-
makes-a-great-mobile-game

McDonald, E. (2017). “The Global Games Market
Will Reach $108.9 Billion in 2017 With Mobile
Taking 42%”. Retrieved from https://newzoo.
com/insights/articles/the-global-games-market-
will-reach-108-9-billion-in-2017-with-mobile-
taking-42/

Merino, M. B. (2006). “On the translation of video
games”. JoSTrans: The Journal of Specialized
Translation, 6, 29.

Nader, G. (2015). App Discovery Platforms:
Increase app visibility & downloads! Retrieved
from http://blog.apps-builder.com/app-discovery-
platforms/

Newgenapps. (2017a). 10 Steps-How to Market
Your Mobile Apps. Retrieved from https://www.
newgenapps.com/blog/10-steps-market-your-
mobile-apps.

Newgenapps. (2017b). Top 5 Challenges in Mobile
Game Development. Retrieved from https://
www.newgenapps.com/blog/problems-obstacles-
mobile-game-development-challenges-solutions

Nord, C. (1997). Translating as a Purposeful
Activity. Manchester: St. Jerome.

O’Hagan, M. (2009). “Putting pleasure first:

localizing Japanese video games”. TTR:
Traduction, Terminologie, Rédaction, vol. 22, n.
1, pp. 147-165.

O’Hagan, Minako and Mangiron, C. (2009).
“Turning fEEE A into a Painkiller: Extreme
Cultural Adaptation or “Fragrant” Approach”. In
LISA Forum Asia. Taipei, April 6-9.

O’Hagan, M., and Mangiron, C. (2013). Game
Localization: Translating for the global digital
entertainment industry. vol. 106. John Benjamins
Publishing.

Phillips, Jack, J. and Phillips, P. (2018). “Metrics
101: What They Mean, How to Collect Them and
How to Use Them”. Retrieved from https://www.
hrexchangenetwork.com/hr-technology/columns/
metrics-101-what-they-mean-how-to-collect-
them-and

Pitts, A. (2013). “You Only Have 7 Seconds To
Make A Strong First Impression”. Retrieved
from https://www.businessinsider.com/only-
7-seconds-to-make-first-impression-2013-
47r=US&IR=T&IR=T

Saxlund, N. (2016). Internationalization of Small
Mobile Game Developers: The Obstacles and
Tools for Overcoming Them. Bachlor’s Thesis
JAMK University of Applied Sciences. Degree
Programme in International Business.

Schab, F. (2016). “The Psychology of First
Impressions”. Retrieved from https://www.six-
degrees.com/the-psychology-of-first-impressions/

Shestakova, M. (2015). “8 Tips for Developing a
Successful Mobile Game”. Retrieved August 8,
2015, from https://r-stylelab.com/company/blog/
mobile-technologies/8-tips-for-developing-a-
successful-mobile-game

Subsplash. (2015). “Keeping Up with the Mobile
Game: Creating a Great App in 2015”. Retrieved
from http://www.thechurchapp.org/blog/2015/7/
keeping-up-with-the-mobile-game-creating-a-
great-app-in-2015

Sylvanne, K. (2016). Internationalization in the
Mobile Gaming Industry Multiple Case Study
of Finnish Mobile Gaming Firms Entering the
Japanese Market. Master’s Thesis Aalto University



Y oo g ol ot (pali g 6 3b (g 3Lw odl

>

School of Business. Master * s Programme in
Management and International Business Fall 2016.

Thayer, A. and Kolko, B. E. (2004). “Localization
of digital games: The process of blending for the
global games market”. Technical Communication,
vol.51 :n. 4,pp. 477-488.

VenturePact (2015). “9 Challenges Faced by Mobile
Game Developers”. Retrieved from http://blog.
venturepact.com/9-challenges-faced-by-mobile-
game-developers/

Vignali, C. (2001). “McDonald’s: " Think global,
act local" — the marketing mix”. British Food
Journal, vol.103 issue: (2),pp. 97—111. https://doi.
org/10.1108/00070700110383154

Williams, D. (2013). There are many gaming
analytics solutions available today (mobile &
social games). How are game developers choosing
which to use? Retrieved from https://www.quora.
com/There-are-many-gaming-analytics-solutions-
available-today-mobile-social-games-How-are-
game-developers-choosing-which-to-use

Yip, P. (2014). “Mobile Game Localization Tutorial
- Get Started in 6 Steps”. OneSky Blog. Retrieved
July 9, 2018, from http://www.oneskyapp.com/
blog/getting-started-mobile-game-localization/



