608 CASES TO ACCOMPANY CONTEMPORARY STRATEGY ANALYSIS
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TABLE 3 Top-12 console games in the US (units sold January-October 2011)
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In terms of cost and revenue patterns, video games closely resembled movies:
incurred substantial upfront costs and a mere few became money-spinning bl
busters. Most successful new releases were sequels to earlier games—this cre
valuable brand franchises (such as Super Mario Brothers, Grand Theft Auio
Duty, and Halo).




