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ELSPA was founded in 1989 to establish a
specific and collective identity for the computer
and video games industry. Since then, the
membership has steadily grown from 12 to over
100 today, to include all companies concerned
with the publishing and distribution of
interactive leisure and entertainment software.

ELSPA works to promote the interests
of all its members as well as addressing issues
that affect the industry as a whole. The strength
of ELSPA has been proved to lie in its ability to
communicate information of value to its
members and provide clear guidance, influence
and activity in addressing important issues
which affect their business individually or the
entire industry.
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Introduction

This report marks a new chapter in Screen
Digest's research relationship with the
Entertainment & Leisure Software Publishers
Association (ELSPA). Since 1998, we have
been working with ELSPA to produce a
series of definitive reports on the market for
leisure software. This State of the Industry
report is designed to be a companion volume
to these Interactive Leisure Software: Global
Market Assessment & Forecast reports. It is
focused on the structure and dynamics of the
industry, with a thorough analysis of the
changing factors affecting the key players
throughout the games value chain.

After a chapter detailing the industry's
overall organisation and workings, the report
is structured according to the composition of
key industry sectors and the relevant players
in each - developers, publishers, distributors,
retailers, manufacturers of peripherals and
middleware providers. Each section describes
the business models and terms of trade that
operate together with the key trends and
market drivers affecting the future of the
companies concerned. We close with an
overview of the primary new distribution
channels—particularly and online and
mobile—that are opening up fresh
opportunities for the games industry.
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