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How Did the Tamagotchi Become a Worldwide Phenomenon

Abstract

The Tamagotchi is a popular Japanese toy by Bandai Co that pioneered virtual pets and led other
companies to develop virtual toys and games that changed how children and consumers interacted with
toys.
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Introduction

 Toys and games play a big role in the lives of all human beings

and contribute to their holistic development. Particularly, in a

society composed of social creatures, games have become a
medium of socialization and play for all ages.

Conclusion

 Tamagotchi’s success can be attributed to many different
factors that the toy has and how society interacted with
it and reacted to it. The Tamagotchi is a multi-faceted toy
and game that came to give everyone entertainment and
a lovable virtual pet.

* With the beginning of the technological revolution came
the introduction of virtual pets, and it changed the play of
taking care of a stuffed animal to a different level by adding

the aspect of “living” to the material object.

 Tamagotchi was the first virtual pet toy and game ever, and it
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