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ABSTRACT

This study aims to empirically prove that blockchain games can provide business model
innovations through interoperability among NFT based game items. Through our research
on ‘PlayDapp platform’, we figured out that the technological innovation of blockchain
games not only has provided a positive influence to the socio—economic and industrial
ecosystem perspectives, but also it differentiates companies(game developers and platform
providers in this eco-system) and increases customer benefits.
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— A Study on the elements of business model innovation of non-fungible token blockchain game :
based on ‘PlayDapp’ case, an in—-game digital asset distribution platform —
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— A Study on the elements of business model innovation of non-fungible token blockchain game :

based on ‘PlayDapp’ case, an in—-game digital asset distribution platform —
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