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CHAPTER 1. General Introduction 

1.1. Motivation for the research topic 

The main idea behind this thesis is to improve our understanding of what determines new 

products’ success and performance in the era of rapid technological changes. Products evolve 

and improve over time, and things that were considered impossible a few decades ago have 

become reality in the modern everyday life. Different factors facilitate product emergence and 

improvements. In some industries firms gradually transform and build their activities around 

platforms, a process called ‘platformization’ (Helmond, 2015). Such transformation becomes 

possible due to improvements in semiconductor and telecommunication industries that cause a 

spillover effect on other industries. Online shopping platforms (e.g., Amazon, eBay) induce 

evolutional changes in retail and logistics domains. Other platforms serve as a toolkit for 

product developers and service providers. Emerging platforms in the video game industry (e.g., 

Havok, Unity), for example, provide video game developers with all essential software 

instruments for creating video games and exempt them from the need to develop such 

instruments themselves. Video game consoles (PlayStation, Xbox and others), or online 

software on PC (Steam, GOG and others), serve as platforms for playing video games and 

online retailing. Other platforms serve as a bridge between product developers and their 

investors (crowdfunding). Platforms may also help firms to solve problems or generate new 

ideas when they do not have internal resources for it (crowdsourcing). There are many other 

examples of platformization of industries but even these examples evidence that platforms 

reshape industries and change rules within them. The curiosity about how new platform 

technologies, as an exogenous technological shifts experiences by some industries, influence 

market success of their new products motivated this study.  
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The main research question of this thesis is ‘what factors influence the performance 

of new products based on subsequent generations of a technological platform?’. This 

question highlights two main aspects of new product performance: (1) succession of 

technological platforms and (2) resource utilization and timing strategy of firms that are vital 

in the changing technological environment and might also affect product performance. 

Building on the reviewed literature, we focus on the detailed analysis of three sets of such 

factors: (a) firm experience with new product development (NPD), (b) the level of firm 

cooperation with platform producers, and (c) firm commitment to the shift from the existing 

platform to a new one. We investigate the impact of these three sets of factors on new product 

performance in three separate chapters, where we consider them in combination with the 

radicalness of shifts from one generation of platforms to another and the speed of firm reaction 

on such shifts. The general research framework is depicted in Figure 1. 

The thesis contributes to the following theories and concepts: the resource-based view 

(Kraaijenbrink et al., 2010; Miller and Shamsie, 1996), the knowledge-based view (Eggers, 

2012; Forés and Camisón, 2016; Katila and Ahuja, 2002), the dynamic capabilities concept 

(Rothaermel and Deeds, 2006; Teece et al., 1997), the first-mover (dis)advantage concept 

(Lieberman, 1989; Schilling, 2002; Suarez and Lanzolla, 2007), the inter-firm cooperation (or 

open innovation) concept (Capaldo, 2007; Dolfsma and Eijk, 2016; Sampson, 2007), studies 

related to radicalness or incrementality of technological shifts (Dahlin and Behrens, 2005; 

Eisenhardt and Martin, 2000; Pavlou and El Sawy, 2011). Despite the diversity in the 

terminology and approaches, there is a common ground among these theories and concepts. 

All of them try to explain or relate to new product performance. They provide relevant insights 

for the thesis by exploring the impact of dynamic environments on firms’ performance, the 

place of unique resources in competitive advantages of firms, the destructive role of emerging 

platforms in performance of incumbents, the intermittency of technologies and products, the 
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importance of the role of inter-firm cooperation in knowledge creation and knowledge 

acquisition processes, the role of time-release strategy of new products and speed of adoption 

of new platforms in product performance. By advancing our knowledge in these domains, 

scholars intend to create a clearer picture of how firms innovate, what the main prerequisites 

of the innovation process are, and how firms improve the quality and performance of their 

released products. However, little research has been done so far, which would shed light on (1) 

the moderated effect of product time-release strategy on the link between firms’ diverse NPD 

experience and product quality; (2) the effect of inter-firm cooperation between product 

suppliers and platform producers on new product performance and how this effect is mediated 

by product visibility and product quality ; (3) the effect of firms’ NPD commitment and efforts 

to shift from the current platform to a new one on their product performance. This thesis 

explores and advances knowledge about these 3 omitted aspects. 
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The empirical analysis in this dissertation relies on comprehensive longitudinal panel 

data, which are analyzed using inferential statistics methods. The availability of longitudinal 

panel data is crucial for the studies like this one because they allow capturing changes in firms’ 

new product performance over time and linking them to other constructs of interest. As an 

empirical setting, we selected the platform-based video game industry. The composition of data 

available in this industry is unique and allows a straightforward operationalization of firms’ 

new product performance, new platform commitment, the level of inter-firm cooperation, NPD 

experience, time-release strategy and other related to this study constructs. The data were 

collected from open access internet resources and cover all products (video games) released 

for console and PC platforms between 1995 – 2014 years. 

1.2. Outline of the thesis 

The main body of the thesis is composed of three independent studies, which extend our 

knowledge on factors influencing the performance of products based on subsequent generations 

of a technological platform. We present a brief overview of each study below, highlighting its 

main objectives and contribution to the literature. 

1.2.1. Study 1: Firm’ s NPD experience and time-release strategy 

Our first study, presented in Chapter 2, aims to investigate the relationship between a firm’s 

NPD experience and time-release strategy, on the one hand, and new product performance on 

the other. The main objectives of this study are: (1) to assess the impact of firms’ NPD 

experience on new product performance; (2) to explore the effects of time-release strategies on 

new product performance; (3) to identify what types of NPD experience are useful when firms 

encounter incremental and radical technological shifts. 

By addressing these questions, Study 1 contributes to organizational learning theory 

(Caner and Tyler, 2014; Katila and Ahuja, 2002; Pavlou and El Sawy, 2011) and a first-mover 
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(dis)advantage concept (Lieberman and Montgomery, 1988; Rasmusen and Yoon, 2012; 

Rodríguez-Pinto et al., 2011). The existing work in these two streams of the literature show 

that organization learning and firms’ NPD experience positively affect new product 

performance. However, scholars did not consider how the impact of NPD experience 

accumulated via the use of different technologies differs from the impact of NPD experience 

accumulated via the use of the same technologies. In addition, little has been done to analyze 

how the time-release strategy of products based on new technologies predetermines the 

relationship between firms’ NPD experience and new product performance and whether this 

strategy yields different outcomes depending on the type of technological changes (radical or 

incremental) faced by firms. We close these gaps in the literature in our Study 1. 

1.2.2. Study 2: Inter-firm cooperation and the market strategy of platform producers 

Our second study, presented in Chapter 3, aims to investigate how the inter-firm cooperation 

between product suppliers and platform producers influences suppliers’ new product 

performance. The main objectives of this Study are: (1) to identify the influence of inter-firm 

cooperation on new product performance, and (2) to explore the impact of different market 

strategies on performance of partnering firms. 

This study contributes to the resource-based view (Barney, 1991; Kraaijenbrink et al., 

2010; Miller and Shamsie, 1996;) and inter-firm cooperation literature (Hitt et al., 2000; Lei et 

al., 2008; Walker and Poppo, 1991). The inter-firm cooperation literature shows that firms may 

benefit from cooperative networks and perform better than individual firms outside such 

networks. This literature, however, is mainly focused on the performance of complete inter-

firm networks or a given firm in particular. When addressing the performance of a firm, 

scholars, first, analyze the role of firm’s positioning (central or peripheral) within the inter-firm 

network (Filatotchev et al., 2003); geographical distance between firms (Boschma, 2005); 

technological difference (or distance) (Gilsing et al., 2008); knowledge flow (Appleyard, 
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1996); inequality in information exchange (Singh, 2007); strength of relationship (Sobrero and 

Schrader, 1998), and other related issues. At the same time scholars have ignored inter-firm 

cooperation between firms that fight for the same customers but have different market power 

or play different roles, for instance, platform producers and their product suppliers. Current 

studies do not reveal the impact of the strength of the relationship between platform producers 

and product suppliers and the impact of platform producers’ market strategies on new product 

performance of suppliers. Under market strategies we understand the way how platform 

producers address markets: an aggressive one with an intense competition (a mainstream 

market) or a non-aggressive one with avoidance of a direct competition (a niche market). The 

analysis of these factors can improve our understanding of how the level of cooperation 

between firms affects suppliers, and how market strategies of platform producers change the 

effect of this cooperation. In Study 2 we provide this analysis. 

1.2.3. Study 3: New platform commitment and time-to-react 

Our third study, presented in Chapter 4, analyzes how firms’ new platform commitment and 

their time-to-react on a new technology impacts new product performance. The main objectives 

of this study are: (1) to explicate firms’ tradeoffs when transitioning from the existing 

platform/technology to a new one; (2) to explore the effect of the speed of shifting from existing 

to new platform technologies; (3) to explore possible spillovers between NPD experience with 

new platforms on NPD performance on existing platforms. 

This chapter contributes to NPD and first-mover (dis)advantage literature (Chen et al., 

2012; Kiss and Barr, 2017; Swink and Song, 2007) by demonstrating how firms may benefit 

from shifting to a new platform while they continue developing products for the existing one. 

Current studies show that fast release of products using new technologies may provide firms 

with a competitive advantage and bring market leadership (Argote, 1999; Lee, 2009) but that 

it could simultaneously harm a firm’s market position due to immaturity of a new technology 
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or assiduity of late comers or followers (Amir and Stepanova, 2006; Cho et al., 1998; Krishnan 

and Bhattacharya, 2002). We argue that the main concern here is that the shift to a new 

technology or a new platform will bring benefits, but that the magnitude of these benefits 

depends on the speed of the shift. Study 3 extends knowledge in the first-mover (dis)advantage 

literature by considering the speed of such a shift from two angles: (1) time-to-react that reflects 

how fast firms release new products on a new technological platform, and (2) new platform 

commitment that reflects the change in the ratio of products released on the existing platform 

and the new platform for firms’ new product releases.  

1.3. The empirical setting: Technological changes in the video game 

industry 

We use the video game industry as an empirical setting for our three studies. This is an 

international, relatively young (about 40 years)1 but rapidly growing industry that encompasses 

firms of different type, size and age (ESA, 2015). This is also a platform-based industry that 

provides an excellent setting for collecting longitudinal information about firms’ intangible 

assets and new product performance. Technological platforms like video game consoles and 

further in time, online software toolkits helped to professionalize and standardize the creation 

of video games.  

The history of the video game industry can be conditionally divided into two stages - 

‘the stage of establishment’ and ‘the modern stage’. With the release of PCs and home video 

game systems (by Nintendo in 1983), the modern stage of video game industry started, and the 

industries’ business models and fundamental principles were established. The modern video 

                                                           
1 The age of the industry is an arguable issue since scholars differently consider development 

and popularization of electronic devices that can be distinguished as ones that belong to the 

video game industry. 
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game industry operates around different platforms (personal computers (PC), mobile phones, 

smart phones, tablets (Mobile), and home and mobile video game consoles (Consoles). In the 

thesis, we focus on two segments of the video game industry: Consoles and PC.  

The video game industry relies on innovations in hardware and software industries. In 

the video game industry, technological discontinuities of platforms are frequent. Starting from 

1983, seven generations of mainstream video game consoles have been disrupted.2 In the PC 

video game industry segment, technological advancements and discontinuities are even more 

frequent. Such disruptions affect not only platform producers but also video game developers 

that are not capable of adjusting to technological changes. Therefore, both platform producers 

and video game developers learn how to deal with such changes and develop routines and 

knowledge of how to react to technological changes. The frequent confrontation with new 

technologies makes the video game industry appropriate for studying the dynamic ability of 

firms in terms of how well they adjust to the changing technological environment and benefit 

from new emerging technologies or platforms. The thesis takes advantage of these 

characteristics of the video game industry in Studies 1 and 3 (Chapters 2 and 4). 

Initially, console platform producers tried to develop video games internally or via 

video game developers that were in close relationships with them. However, the success and 

popularization of the video game industry attracted numerous firms that were capable of 

developing competitive video games and challenge platform producers. The further growth of 

the market and increase in the number of platforms lowered markets’ entry barriers and 

increased the number of video game developers. These processes led to the split of the video 

game industry in hardware (platforms) and software segments (video games). On the one hand, 

that split made video game developers more flexible and independent while platform producers 

                                                           
2 After 1983, platforms from Microsoft, Nintendo, Sega, Sony are considered mainstream 

platforms. Each generation has disrupted its predecessor. 
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became more dependent on video game developers. On the other hand, increase in the number 

of video game developers led to heterogeneity of the video game supply raising the importance 

for platform producers to cooperate with the best video game developers (suppliers) and, hence, 

be more selective with that respect. 

Consumers are attracted to consoles that have a wide selection of high-quality video 

games. This fact incentivizes platform producers to persuade video game developers to 

establish exclusive deals, as this improves the relative attraction of the platform, and takes away 

the opportunity of rival platforms to generate additional revenues. It also forces platform 

producers to attract many video game developers using a variety of cooperation terms; which 

leads to the emergence of inter-firm cooperation ties with various levels of integration. 

Differences in the level of integration between platform producers and video game developers 

affect their knowledge and technology exchange, market strategies, and promotional 

capabilities. The presence of such inter-firm cooperation relationships, the possibility to 

distinguish two distinct types of market strategies applied by platform producers (mainstream 

and niche ones), and the presence of clear indicators for new product performance makes the 

video game industry a suitable setting for the analysis in Study 2 (Chapter 3). 

The empirical part of this thesis covers the period between 1995 and 2014. The period 

includes 4 generations of 3 mainstream platforms (Nintendo, Microsoft, Sony) in the console 

segment and 10 generations of a single platform (DirectX, Windows) in the PC segment. The 

data were collected from publicly available web-resources (GameRankings; GiantBomb; 

MobyGames; Statista; VGchartz;)3. These web resources provide complete information about 

firms and their products. The overall dataset comprises 8155 observations at the product level. 

                                                           
3 GameRankings (www.gamerankings.com); GiantBomb (www.giantbomb.com); 

MobyGames (www.mobygames.com); Statista (www.statista.com); VGchartz 

(www.vgchartz.com). 

http://www.gamerankings.com/
http://www.giantbomb.com/
http://www.mobygames.com/
http://www.statista.com/
http://www.vgchartz.com/
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For Study 1 (Chapter 2) we use data from the PC segment of video game industry. In 

the PC segment, we use the development of the DirectX platform to capture incremental and 

radical technological changes, as well as to operationalize firms’ NPD experience and product 

quality as evidenced by experts’ ratings. The console video game segment is used as an 

empirical setting in Studies 2 and 3 (Chapters 3 and 4). It allows to operationalize the level of 

integration between platform producers and product suppliers (in terms of contractual 

relationships, from fully integrated to fully independent suppliers), platform producers’ market 

strategy (the aggressive market strategy of direct competition or mainstream platforms and the 

strategy of avoidance of direct competition or niche platforms), firms’ new platform 

commitment (the ratio of products developed for new platforms to products developed for 

existent platforms), and other related constructs to these studies. 
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