
business arcade games
business arcade games have become a vital resource for companies looking to enhance their
workplace environment and engage employees in a unique way. These games provide not only
entertainment but also foster creativity, teamwork, and stress relief, making them an invaluable
addition to modern offices. This article delves into the various aspects of business arcade games,
including their benefits, popular types, and how they can be incorporated into different business
settings. Additionally, we will explore tips for selecting the right games and discuss the future of
arcade gaming in the corporate world.
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Benefits of Business Arcade Games
Business arcade games offer a multitude of benefits that can significantly enhance workplace
dynamics. One of the primary advantages is the promotion of teamwork and collaboration among
employees. By engaging in group games, team members can build stronger relationships, improve
communication skills, and foster a sense of camaraderie. This collaborative spirit can translate into
improved productivity and a more cohesive work environment.

Another significant benefit of arcade games is their ability to relieve stress. In today's fast-paced work
environments, employees often experience high levels of stress, which can lead to burnout and
decreased job satisfaction. Arcade games provide a fun and engaging distraction that allows
employees to unwind and recharge, ultimately contributing to their overall well-being.

Moreover, arcade games can stimulate creativity and innovation. Many arcade games require
strategic thinking and problem-solving skills, encouraging players to think outside the box. This
mental exercise can enhance cognitive functions and inspire employees to apply creative solutions in
their daily tasks.



Popular Types of Business Arcade Games
When it comes to business arcade games, there is a wide variety of options available to suit different
interests and preferences. These games can be categorized into several types, each offering unique
experiences. Understanding these categories can help businesses select the right games for their
specific needs.

Classic Arcade Games
Classic arcade games such as Pac-Man, Space Invaders, and Donkey Kong are timeless favorites that
evoke nostalgia among players. These games are straightforward and easy to learn, making them
ideal for quick breaks during work hours. Their simple mechanics allow employees of all skill levels to
participate and enjoy.

Multiplayer Games
Multiplayer arcade games encourage interaction and competition among employees. Titles like Mario
Kart and Street Fighter can create a lively atmosphere and promote friendly rivalry. These games are
perfect for team-building activities and corporate events, as they enable employees to work together
and engage in healthy competition.

Virtual Reality (VR) Arcade Games
As technology advances, virtual reality arcade games are becoming increasingly popular in the
business realm. These immersive experiences allow players to step into a different world, enhancing
engagement and excitement. VR games can be used for training simulations, enhancing skills, and
fostering teamwork in a unique environment.

Incorporating Arcade Games into the Workplace
Integrating arcade games into the workplace requires careful planning and execution. Businesses
must consider the space available, the types of games that will be most beneficial, and how to
encourage employees to engage with these games. Here are several strategies for successful
implementation:

Create a Dedicated Game Area: Designate a specific area in the workplace for arcade
games. This space should be easily accessible and comfortable, encouraging employees to take
breaks and enjoy the games.

Schedule Game Times: Organize scheduled gaming sessions during lunch breaks or after
work hours. This structure can help employees participate without disrupting their work
responsibilities.

Organize Tournaments: Host friendly competitions or tournaments to encourage
participation. Offering incentives or prizes can boost engagement and excitement around the



games.

Gather Employee Feedback: Regularly seek feedback from employees about the games
available. This input can help businesses make informed decisions about which games to keep
and which might be less popular.

Choosing the Right Arcade Games for Your Business
Selecting the right arcade games for a business involves understanding the company's culture,
employee preferences, and the intended purpose of the games. Here are several factors to consider
when making this choice:

Employee Interests: Conduct surveys or informal discussions to gauge the interests of your
employees. Understanding what types of games they enjoy can guide your selection process.

Space and Setup: Evaluate the available space in your office. Some games require more room
than others, and it’s essential to ensure that the setup is practical and comfortable.

Cost and Maintenance: Consider the budget for purchasing and maintaining arcade games.
Some games may require regular updates or repairs, which can impact long-term costs.

Variety: Aim for a diverse selection of games to cater to different preferences. A mix of classic,
multiplayer, and VR games can provide something for everyone.

The Future of Business Arcade Games
The future of business arcade games looks promising, with technology continuously evolving and
transforming the gaming landscape. As more companies recognize the benefits of integrating games
into the workplace, we can expect to see innovations that enhance employee engagement and
productivity. Trends such as gamification of training and development, along with the rise of cloud-
based gaming solutions, will likely shape the next generation of business arcade games.

Additionally, the increasing popularity of remote work will drive the demand for online multiplayer
arcade games that allow employees to connect and engage with one another, regardless of their
physical location. This evolution will create new opportunities for companies to foster team spirit and
maintain a vibrant workplace culture.

Conclusion
Incorporating business arcade games into the workplace can yield significant benefits, from improved
teamwork and stress relief to enhanced creativity and productivity. With a variety of game types
available, companies can choose games that align with their culture and employee preferences. As
the future unfolds, embracing new technologies and trends in arcade gaming will be essential for
maintaining a dynamic and engaging work environment. Businesses that recognize the value of these



games will be better equipped to attract and retain top talent while fostering a positive workplace
culture.

FAQs

Q: What are the best types of arcade games for a corporate
environment?
A: The best types of arcade games for a corporate environment include classic games for nostalgia,
multiplayer games for team building, and virtual reality games for immersive experiences. A mix of
these can cater to diverse employee preferences.

Q: How can arcade games improve employee morale?
A: Arcade games can improve employee morale by providing a fun and engaging way to relieve
stress, promote social interactions, and foster teamwork. They create a positive atmosphere that
enhances overall job satisfaction.

Q: Are there any specific arcade games that are particularly
popular in offices?
A: Some popular arcade games in offices include Pac-Man, Mario Kart, and various VR games. These
games are well-loved for their accessibility and ability to engage multiple players.

Q: How can I encourage employees to participate in arcade
games?
A: Encouraging participation can be achieved by organizing gaming sessions, offering incentives for
participation, and creating a welcoming game area. Regularly updating the game selection based on
employee feedback also helps maintain interest.

Q: What should I consider before purchasing arcade games for
my business?
A: Before purchasing arcade games, consider employee interests, available space, budget for
purchase and maintenance, and the variety of games to ensure a good fit for your workplace culture.

Q: Can arcade games be used for training purposes?
A: Yes, arcade games can be effectively used for training purposes, particularly VR games that
simulate real-world scenarios. These games can enhance learning experiences and improve skill



development.

Q: What is the impact of arcade games on productivity?
A: Arcade games can positively impact productivity by providing employees with a healthy outlet for
stress relief, improving morale, and fostering teamwork, which can lead to increased focus and
efficiency in work tasks.

Q: How do arcade games promote teamwork?
A: Arcade games promote teamwork by encouraging employees to collaborate, communicate, and
compete in a fun environment. Multiplayer games often require players to strategize together,
enhancing their teamwork skills.

Q: Will remote employees benefit from arcade games?
A: Absolutely. Online multiplayer arcade games can facilitate social interactions and team bonding
among remote employees, helping to maintain a cohesive workplace culture despite physical
distance.
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  business arcade games: Summary of Rachel Richards's Passive Income, Aggressive Retirement
Milkyway Media, 2024-02-06 Get the Summary of Rachel Richards's Passive Income, Aggressive
Retirement in 20 minutes. Please note: This is a summary & not the original book. Passive Income,
Aggressive Retirement by Rachel Richards critiques the outdated Nest Egg Theory of retirement,
highlighting societal changes that make traditional retirement saving methods less viable. Richards
argues for financial independence through passive income, which allows individuals to reclaim their
time and live on their own terms. She discusses the importance of valuing time over money and
presents passive income as a solution to the limitations of the traditional workweek and retirement
savings plans...
  business arcade games: How to Start a Arcade Business AS, 2024-08-01 How to Start a XXXX
Business About the Book Unlock the essential steps to launching and managing a successful
business with How to Start a XXXX Business. Part of the acclaimed How to Start a Business series,
this volume provides tailored insights and expert advice specific to the XXX industry, helping you
navigate the unique challenges and seize the opportunities within this field. What You'll Learn
Industry Insights: Understand the market, including key trends, consumer demands, and competitive
dynamics. Learn how to conduct market research, analyze data, and identify emerging opportunities
for growth that can set your business apart from the competition. Startup Essentials: Develop a
comprehensive business plan that outlines your vision, mission, and strategic goals. Learn how to
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secure the necessary financing through loans, investors, or crowdfunding, and discover best
practices for effectively setting up your operation, including choosing the right location, procuring
equipment, and hiring a skilled team. Operational Strategies: Master the day-to-day management of
your business by implementing efficient processes and systems. Learn techniques for inventory
management, staff training, and customer service excellence. Discover effective marketing
strategies to attract and retain customers, including digital marketing, social media engagement,
and local advertising. Gain insights into financial management, including budgeting, cost control,
and pricing strategies to optimize profitability and ensure long-term sustainability. Legal and
Compliance: Navigate regulatory requirements and ensure compliance with industry laws through
the ideas presented. Why Choose How to Start a XXXX Business? Whether you're wondering how to
start a business in the industry or looking to enhance your current operations, How to Start a XXX
Business is your ultimate resource. This book equips you with the knowledge and tools to overcome
challenges and achieve long-term success, making it an invaluable part of the How to Start a
Business collection. Who Should Read This Book? Aspiring Entrepreneurs: Individuals looking to
start their own business. This book offers step-by-step guidance from idea conception to the grand
opening, providing the confidence and know-how to get started. Current Business Owners:
Entrepreneurs seeking to refine their strategies and expand their presence in the sector. Gain new
insights and innovative approaches to enhance your current operations and drive growth. Industry
Professionals: Professionals wanting to deepen their understanding of trends and best practices in
the business field. Stay ahead in your career by mastering the latest industry developments and
operational techniques. Side Income Seekers: Individuals looking for the knowledge to make extra
income through a business venture. Learn how to efficiently manage a part-time business that
complements your primary source of income and leverages your skills and interests. Start Your
Journey Today! Empower yourself with the insights and strategies needed to build and sustain a
thriving business. Whether driven by passion or opportunity, How to Start a XXXX Business offers
the roadmap to turning your entrepreneurial dreams into reality. Download your copy now and take
the first step towards becoming a successful entrepreneur! Discover more titles in the How to Start
a Business series: Explore our other volumes, each focusing on different fields, to gain
comprehensive knowledge and succeed in your chosen industry.
  business arcade games: The Media Student's Book Gill Branston, Roy Stafford, 2010-05-28
The Media Student's Book is a comprehensive introduction for students of media studies. It covers
all the key topics and provides a detailed, lively and accessible guide to concepts and debates. Now
in its fifth edition, this bestselling textbook has been thoroughly revised, re-ordered and updated,
with many very recent examples and expanded coverage of the most important issues currently
facing media studies. It is structured in three main parts, addressing key concepts, debates, and
research skills, methods and resources. Individual chapters include: approaching media texts
narrative genres and other classifications representations globalisation ideologies and discourses
the business of media new media in a new world? the future of television regulation now debating
advertising, branding and celebrity news and its futures documentary and ‘reality’ debates from
‘audience’ to ‘users’ research: skills and methods. Each chapter includes a range of examples to
work with, sometimes as short case studies. They are also supported by separate, longer case
studies which include: Slumdog Millionaire online access for film and music CSI and detective
fictions Let the Right One In and The Orphanage PBS, BBC and HBO images of migration The Age of
Stupid and climate change politics. The authors are experienced in writing, researching and
teaching across different levels of undergraduate study, with an awareness of the needs of students.
The book is specially designed to be easy and stimulating to use, with: a Companion Website with
popular chapters from previous editions, extra case studies and further resources for teaching and
learning, at: www.mediastudentsbook.com margin terms, definitions, photos, references (and even
jokes), allied to a comprehensive glossary follow-up activities in ‘Explore’ boxes suggestions for
further reading and online research references and examples from a rich range of media and media
forms, including advertising, cinema, games, the internet, magazines, newspapers, photography,



radio, and television.
  business arcade games: Make Money with Your Camcorder and Pc: 25+ Businesses Anne
Hart, 2002-03-17 How can you quickly make money at home and online with your digital 8 video
camcorder, your personal computer, some software such as PhotoShop and Windows XP, and
perhaps, your digital camera? You can develop training materials for businesses or students.
Prepare reports, a video news clipping service, package information or products. For every service
or product sold, somebody can benefit by writing how-to or learning/training materials. Here are
more than 25 different stay-at-home businesses that you can operate online with your digital 8
camcorder and your personal computer as a low-capital start-up business. The creative home-based
persons guide to making money online with a digital 8 video camcorder, digital camera, a Personal
Computer, and Video-Editing Software. Make money with your digital video camcorder and Your PC.
Create training materials, business reports, services, or entertainment in a home-based business
online with your personal computer. Calling all creative people to write and/or produce digital 8
camcorder videos or still picture scrapbooks and databases with sound, video, text, and graphics in
their PCs. The movie-making process in Windows XP starts as you first capture home or instructional
videos with your camera. People remember seven items in short-term memory. So anything you
create would be better off it it came in a package or database, advertisement, or training segment
based on remembering seven items. Submit what youve developed on a Tuesday, the most
productive day of the week, and present only seven items to remember in a segment.
  business arcade games: International Gaming & Wagering Business , 2008
  business arcade games: Plunkett's Entertainment & Media Industry Almanac Jack W.
Plunkett, 2009-01-22 Offers profiles on many of firms in film, radio, television, cable, media, and
publishing of various types including books, magazines and newspapers. This book contains many
contacts for business and industry leaders, industry associations, Internet sites and other resources.
It provides profiles of nearly 400 of top entertainment and media firms.
  business arcade games: Collaborative Systems for Smart Networked Environments Luis
M. Camarinha-Matos, Hamideh Afsarmanesh, 2014-10-01 This book constitutes the refereed
proceedings of the 15th IFIP WG 5.5 Working Conference on Virtual Enterprises, PRO-VE 2014, held
in Amsterdam, The Netherlands, in October 2014. The 73 revised papers were carefully selected
from 190 submissions. They provide a comprehensive overview of identified challenges and recent
advances in various collaborative network (CN) domains and their applications, with a particular
focus on the following areas in support of smart networked environments: behavior and
coordination; product-service systems; service orientation in collaborative networks; engineering
and implementation of collaborative networks; cyber-physical systems; business strategies
alignment; innovation networks; sustainability and trust; reference and conceptual models;
collaboration platforms; virtual reality and simulation; interoperability and integration; performance
management frameworks; performance management systems; risk analysis; optimization in
collaborative networks; knowledge management in networks; health and care networks; and mobility
and logistics.
  business arcade games: Nintendo: Company and Its Founders Mary Firestone, 2011-01-01
This title examines the remarkable lives of Fusajiro Yamauchi and his grandson Hiroshi Yamauchi
and their work building the groundbreaking company Nintendo. Readers will learn about the
Yamauchis’ backgrounds and education, as well as their early careers. Also covered is a look at how
Nintendo operates, other key employees, and issues the company faces, such as developing new
gaming software, facing competition, and expanding into global markets. Color photos, detailed
maps, and informative sidebars accompany easy-to-read, compelling text. Features include a
timeline, facts, additional resources, web sites, a glossary, a bibliography, and an index. Technology
Pioneers is a series in Essential Library, an imprint of ABDO Publishing Company.
  business arcade games: The Efficiency and Creativity of Product Development Fumihiko
Ikuine, 2022-01-21 This is the first book that comprehensively describes the history of the game
software industry in Japan. A major objective here is to identify the key determinants of the



emergence of the business, the maturing of the market, and the changes brought about by
innovations, based on the history of the Japanese industry. To date, similar books have focused only
on particular topics of the game software industry, such as the success of Nintendo and Sony and
the uniqueness of the Japanese industry. There are no books that interpret the development process
of this industry from the point of view of innovation. To fully understand the business and derive
insightful lessons from it, however, requires a careful and thorough examination of its development
process. Currently, many companies aim to improve efficiency by using information and
communications technology (ICT), but it is difficult to maintain a balance between the pursuit of
efficiency and the encouragement of creativity. In the case of Japan’s game software industry, firms
have pursued higher efficiency in product development to build competitive advantage, resulting in
a low rate of radical innovation and causing the slow growth of the industry. In certain situations,
the development activities that target the creation of new products may, in themselves, hinder the
creation of truly new products. This book conceptualizes this phenomenon as a “development
productivity dilemma” and clarifies the mechanisms behind it. The dilemma, like the productivity
dilemma in the manufacturing industry, evokes a certain innovation pattern and prevents potential
growth. Understanding the lessons from the game software business presented in this book,
managers, researchers, and policymakers can gain insight into the mechanisms leading to industrial
maturity and clues to avoid the development productivity dilemma.
  business arcade games: Plunkett's Entertainment and Media Industry Almanac Jack W.
Plunkett, 2007 The electronic age is bringing sweeping changes to entertainment and media of all
kinds, including publishing, broadcasting and film. Multimedia, the Internet and other digital media
outlets for entertainment and information are being refined at a rapid rate. Media giants are
merging and making big acquisitions. This book covers these exciting developments and provides
profiles on hundreds of leading firms in film, radio, television, cable, new media, and publishing of
all types including books, magazines and newspapers. It contains thousands of contacts for business
and industry leaders, industry associations, Internet sites and other resources. You'll get in-depth
profiles of nearly 400 of the world's top Entertainment & Media firms: our own unique list of
companies that are the leaders in this field. Here you'll find complete profiles of the hot companies
that are making news today, the largest, most successful corporations in all facets of the
Entertainment and Media Business, from broadcasters to film production companies, casino
operators to theme park companies, publishers of books and magazines to video game designers,
and much more. Our corporate profiles include executive contacts, growth plans, financial records,
address, phone, fax and much more. This innovative book offers unique information, all indexed and
cross-indexed more for each firm! Our industry analysis section provides an exceptional discussion
of business and market trends. The book includes statistical tables covering revenues for several
industry sectors
  business arcade games: Space and Play in Japanese Videogame Arcades Jérémie
Pelletier-Gagnon, 2024-05-07 This book presents a scholarly investigation of the development and
culture of Japanese videogame arcades, both from a historical and contemporary point of view.
Providing an overview of the historical evolution of public amusement spaces from the early rooftop
amusement spaces from the early nineteenth century to the modern multi‐floor and interconnected
arcade complexes that characterize the urban fabric of contemporary Japan, the book argues that
arcade videogames and their associated practices must be examined in the context in which they are
played, situated in the interrelation between the game software, the cabinets as material conditions
of play, and the space of the venue that frames the experience. Including three case studies of
distinct and significant game centres located in Tokyo and Kyoto, the book addresses of play in
public, including the notion of performance and observation as play practices, spatial appropriation,
as well as the compartmentalization of the play experience. In treating videogames as sets of
circumstances, the book identifies the opportunities for ludic practices that videogame arcades
provide in Japan. As such, it will appeal to students and scholars of Game Studies and Digital Media
Studies, as well as those of Japanese Culture and Society.



  business arcade games: Utopian Entrepreneur Brenda Laurel, 2001 A guide to doing
socially positive work in the context of business.
  business arcade games: NBA Jam Reyan Ali, 2019-10-22 When NBA Jam dunked its way into
arcades in 1993, players discovered just how fun basketball can be when freed from rules, refs, and
gravity itself. But just a few years after the billion-dollar hit conquered the world, developer Midway,
publisher Acclaim, and video arcades themselves fell off the map. How did a simple two-on-two
basketball game become MVP of the arcade, and how did this champ lose its title? Journalist Reyan
Ali dives deep into the saga, tracking the people and decisions that shaped the series. You'll get to
know mischievous Jam architect Mark Turmell, go inside Midway's Chicago office where hungry
young talent tapped into cutting-edge tech, and explore the sequels, spin-offs, and tributes that
came in the game's wake. Built out of exhaustive research and original interviews with a
star-studded cast —including Turmell and his original development team, iconic commentator Tim
Kitzrow, businessmen and developers at Midway and Acclaim alike, secret characters George
Clinton and DJ Jazzy Jeff, Doom co-creator John Romero, and 1990s NBA demigods Glen Rice and
Shaq—Ali's NBA Jam returns you to an era when coin-op was king.
  business arcade games: California. Court of Appeal (3rd Appellate District). Records and
Briefs California (State).,
  business arcade games: Game Dev Stories Volume 1 David L. Craddock, 2021-08-26 Game
Dev Stories: Interviews About Game Development and Culture Volumes 1 and 2 are a collection of
interviews from renowned author David L. Craddock as he explores all corners of the video game
industry. Collected from the author's archives, Game Dev Stories gathers conversations with
individuals from all corners of the industry: Who they are, the paths they paved, and their
contributions to this multibillion-dollar industry. This text offers viewpoints from well-known
individuals like John Romero, Tom Hall, and Matt Householder. From artists and writers to
programmers and designers, Game Dev Stories offers amazing insights and understanding to what
occurs behind the screens of your favorite games and may help inspire future game developers in
pursuing their dreams. Author Bio David L. Craddock writes fiction, nonfiction, and grocery lists. He
is the author of over a dozen nonfiction books about video game development and culture, including
the bestselling Stay Awhile and Listen series, Arcade Perfect: How Pac-Man, Mortal Kombat, and
Other Coin-Op Classics Invaded the Living Room, and fiction for young adults, including The
Dumpster Club and Heritage: Book One of the Gairden Chronicles. Find him online @davidlcraddock
on Twitter.
  business arcade games: Handbook of Research on Pathways and Opportunities Into the
Business of Esports Andrews, Sharon, Crawford, Caroline M., 2021-06-25 Esports have attracted
considerable attention over the past few years and become an industry that is projected to continue
to increase rapidly. Intersecting with the esports industry are organizations and businesses that
develop and support the esports game experience. Included is the entrepreneurial spirit of gamers,
who are interested in creating their own career paths through capturing and posting gaming
microassists on different public venues that are driven by advertising dollars, invitational
competition monetary winnings, and other forms of marketing their expertise for financial gain. All
these organizations and industries form satellites of career opportunities as well as opportunities for
research and enhanced forward-leaning study. Such career opportunities can be explicitly addressed
within the structure of university degree and micro-credential certificate programs, some of which
have begun to offer esports-directed degrees, but most of which have not yet moved from esports
clubs into a recognition of the business and industry monetization of esports. The Handbook of
Research on Pathways and Opportunities Into the Business of Esports addresses the intersection of
esports gaming and the business and industry of esports, rather than an exploration of the video
games themselves. It is the supporting and intersecting industry driven by esports and the vast
opportunities this brings that are the foci of this book. Covering topics including digital learning,
esport marketing curriculum, and gaming culture, this text is essential for business professionals,
industry analysts, entrepreneurs, managers, coaches, marketers, advertisers, brand managers,



university and college administrators, faculty and researchers, students, professors, and
academicians.
  business arcade games: Official Gazette of the United States Patent and Trademark Office ,
2004
  business arcade games: The Out-of-Home Immersive Entertainment Frontier Kevin
Williams, Michael Mascioni, 2017-03-02 Digital Out of Home Entertainment is rather an arcane
description for one of the fastest growing technology-sectors. These forms of interactive technology,
often established on a 'pay per use' basis are transforming the customer experience in shops,
cinemas, museums; almost any environment where consumers are congregating. Kevin Williams and
Michael Mascioni's The Out-of-Home Immersive Entertainment Frontier provides a 'state of play'
exploration of the successes, the emerging new applications and the strategies that inform them.
The authors interviewed nearly 70 leading executives from many familiar organisations in every
facet of the digital out-of-home entertainments industry. The result is an essential guide for
entertainment executives as well as those involved in retailing, the hotel industry, mobile
communications, museums and heritage.
  business arcade games: Videogame, player, text Barry Atkins, Tanya Krzywinska,
2024-07-30 Videogame, player, text examines the playing and playful subject through a series of
analytical essays focused on particular videogames and playing experiences. With essays from a
range of internationally renowned game scholars, the major aim of this collection is to show how it is
that videogames communicate their meanings and provide their pleasures. Each essay focuses on
specific examples of gameplay dynamics to tease out the specificities of videogames as a new form of
interaction between text and digital technology for the purposes of entertainment. That modes of
engagement with the videogame text are many and varied, and construct the playing subject in
different ways, provides the central theme of Videogame,player, text. Online play, clan membership,
competitive or co-operative play, player modification of game texts, and the solo play of a single
player are each addressed through individual analyses of the gameplay experiences produced by, for
example, The Sims, Grand Theft Auto, Prince of Persia, Doom, Quake, World of Warcraft,
StreetFighter and Civilisation.
  business arcade games: Small Businesses and Effective ICT Carmine Sellitto, David Banks,
Scott Bingley, Stephen Burgess, 2016-07-07 Small businesses make up some 90-95 percent of all
global firms. Many undervalue the importance of information and communication technology (ICT).
Within the small business segment there can be significant differences amongst the avid early
adopters of ICT and the laggards. Research on early adopters tends be more prevalent as they are
perceived to have a more interesting and positive story. However, late adopters and ‘laggards’ also
have their own interesting stories that are under-reported. Small Business and Effective ICT draws
on research undertaken over several years and documents the adoption/use of ICT across ‘better’
users of ICT (Leaders), typical ICT users (Operationals) and late adopters (Laggards). The findings
are presented using a re-formulation of the LIASE framework which addresses a number of areas
that include ICT literacy (L), information content/communication (I), Access (A), Infrastructure (I),
Support (S) and Evaluation (E). Some 60 businesses were investigated in Australia and the UK, with
each business presented as a concise vignette. The vignettes serve to show that small businesses are
not as conservative in their use of ICT as the literature suggests, with examples of innovative uses of
ICT in small businesses provided. Lessons for the effective use of ICT by small businesses are
presented. The research design, methods adopted, presentation of findings through the vignettes,
and ‘take away’ lessons have been written in manner to appeal to a broad range of readers including
academics, researchers, students and policy makers in the discipline.
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