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ABSTRACT

Virtual economies are increasing and important which affect the real world
economies. Virtual consumption involves consuming virtual goods in online games.
Virtual consumption activities are evolving into an essential activity in social virtual
world. Despite the growing a few of this activity, a few academic works examine this
phenomenon. The objectives of this article are to explain an attribute of virtual
economy, meaning of virtual goods, value of virtual goods and market structure in
online games by analyzing from concepts, theories and related research that make

understanding of social phenomenon which is happening today.
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