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Retail games are like handwritten manuscripts
created before the invention of printing press
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It is time to save retail games now
and KEEP offers tools to enable this
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(patented) physical the research programmes
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be stored only for some = products based on an
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the Era of Retail Games



retail games are quickly being replaced
by online and mobile games
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tens of thousands of retail games
are being replaced by millions of online and
mobile games
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Consumer spending on entertainmént’media (€m)
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A boom of browser a_r]_ql mobile games
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The challenge of online garpes "’\ 1 =
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Game developers are the key players in the
digital preservation of games
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The change in the value chain
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How to help game developers to preserve
their games

Game developers are the ones

« who can make the games from the beginning in a way that they can be
easily preserved

* who can submit the games to memory institutions
« who have access to “censored” games

Memory institutions can

« make the preservation as easy as possible

« by lobbying to solve legal issues

» by creating clear recommendations on how to develop preservation -
friendly games

* by making the process of submitting a game to your archives as easy as
possible

* by doing awareness raising
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Thank you for listening!
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