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Abstract. In 2024, the global sports gaming market is estimated to reach approximately USD 45 
billion, encompassing online sports games, eSports, and related services. Traditional sports 
simulation titles, such as football and basketball games, dominate this market, with contributions 
from the FIFA and NBA2K series accounting for over 30% of revenue. This paper aims to analyze 
the necessary operational modifications and improvements for NBA2K on PC in this generation to 
boost sales. This study employs data comparison, examining differences in graphics quality and user 
experience across current and previous console generations, as well as the emergence of intensive 
gameplay and monetization behaviors—to demonstrate the feasibility of enhancing sales through 
targeted improvements on the PC platform. By comparing graphical and visual effects, gameplay 
mechanics and physics engines, content modes, loading speeds, and user experience optimizations 
between this and previous generations, the study proposes targeted enhancement strategies for the 
current generation of NBA2K. It also offers optimal gameplay options tailored to different player 
segments, with the goal of providing a more authentic basketball experience for enthusiasts, 
improving gameplay for budget-conscious players, and ultimately increasing the sales volume of the 
NBA2K series. 

Keywords: Current marketing practices and user analysis on gaming platforms, core marketing 
strategy development, digital marketing integrating gaming and real-world elements. 

1. Introduction 

During the 1990s, a period of substantial expansion within the gaming sector, sports simulations 

became a pivotal market segment. Electronic Arts (EA) held a dominant position, particularly in the 

basketball simulation genre. The "NBA Live" franchise, published under the EA Sports label, enjoyed 

a virtual monopoly, consistently achieving multi-million unit sales annually. Competitors, with the 

exception of Sega, were largely absent. In 1998, Sega, focused on the development of its next-

generation console, the Dreamcast, aimed to challenge Sony and Nintendo. The prior Sega console's 

market failure against Sony was partially attributed to a deficiency in sports titles, prompting Sega to 

target this genre. Concurrent with the global proliferation of the NBA, driven by Michael Jordan's 

influence, Sega sought to counter EA with a basketball simulation. In 1998, they acquired the 

development studio Visual Concepts for $24 million. Sega exited the console hardware market in 

2005 and initiated a rebranding strategy. The game's development prioritized hardcore realism, 

employing precise control schemes and advanced AI simulation. Marketing emphasized "technical 

authenticity," directly addressing the perceived shortcomings of EA's "NBA Live," which prioritized 

accessibility over realism [1].  

The inaugural NBA 2K (1999) debuted exclusively on the Sega Dreamcast, featuring Allen 

Iverson on the cover, conveying the message that "anyone can become a superstar." It incorporated 

features such as a jersey-wrinkling system, motion capture from NBA players, and detailed 

recreations of numerous arenas, focusing on meticulous detail to facilitate future engine 

improvements and mod integration. NBA 2K6 introduced motion capture for Shaquille O'Neal and 

the "2K Beats" music system, deeply integrating player IP with the game's core. Concurrently, EA's 

"Live" series experienced a decline in sales, entering a period of stagnation in 2006. NBA 2K7, 

released on PS3/Xbox 360, enhanced strategic depth with its dynamic dynasty mode, establishing its 

professional image as the "most knowledgeable about basketball," and overturning the market with 

its attention to detail and authentic experience. To augment the "authentic gameplay experience," 

NBA 2K8 implemented refinements to its defensive AI, resulting in more impactful AI defenders. 
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However, a core gameplay element from the original title was omitted. NBA 2K9 signified 2K's 

official foray into the Chinese market. Due to the early 2000s console ban in China, access to foreign 

games was restricted for Chinese players. Nevertheless, the PC release of 2K9, despite the absence 

of an official mainland version, achieved significant popularity through pirated copies, indirectly 

expanding 2K's market presence in China. Subsequently, the 2K series entered its zenith. 

Concurrently, 2K and Tencent partnered on the contentious online game 2KOline in China, presaging 

the later trend of reskinning, lack of innovation, and aggressive monetization strategies within 2K 

titles [2].  

NBA 2K10, released in 2009, introduced the MyPlayer career mode, allowing players to simulate 

the progression from the draft and summer league to the NBA, culminating in the playoffs. This mode 

was a major success, enabling a significant number of aspiring NBA gamers to fulfill their aspirations 

and substantially increasing sales, with 2.5 million units sold. NBA 2K11, featuring Michael Jordan 

on the cover and the "Jordan Challenge" mode, innovatively gamified the value of retired superstars, 

allowing players to replay classic games and capitalize on nostalgia, achieving unprecedented sales 

of 5.5 million copies, and remains playable to date. The introductory sequence of NBA 2K12 employs 

a historical montage, emulating a black-and-white film aesthetic, interspersed with classic game 

highlights of iconic players such as Jordan, Bird, and Magic Johnson. This is further augmented by 

grain effects and a faded appearance, creating a vintage documentary atmosphere. Dynamic 

transitions are used to rapidly switch between career highlights of 15 legendary players (including 

Jabbar, Chamberlain, and Olajuwon), complemented by slow-motion close-ups that emphasize 

signature moves. This also marked the beginning of the series' cross-temporal gameplay and its 

official debut on the iOS platform, signaling 2K's entry into the mobile gaming market. NBA 2K13 

introduced All-Star series events and a more realistic physics engine, enhancing the player's 

experience of controlling NBA athletes. With the release of the PS4, the next-generation version of 

NBA 2K14 was launched alongside the console, representing the most significant advancement in 

the series to date. The game's graphics received a major upgrade, with players particularly noticing 

the realistic rendering of jersey folds under various conditions. Furthermore, this installment 

presented the most accurate player body types and models in the series to date, surpassing the quality 

of games released in recent years. The enhanced engine significantly improved the realism and 

enjoyment of gameplay, leading to a substantial increase in sales [3,4]. Following the lifting of 

restrictions on consoles in China, NBA 2K15 became the first officially released version of the series 

in the country, available to both console and PC players, with sales exceeding 7 million copies. The 

career mode, crafted by Spike Lee, incorporated multiple elements, enriching the player's experience. 

NBA 2K16 featured a revised physics engine, increasing the complexity of player controls, though 

still offering improvements over its predecessor. NBA 2K17 is arguably the most refined installment 

in basketball gaming history, utilizing an enhanced Euphoria engine. The physics engine reached its 

peak in this version, and the AI's offensive decision-making was the best to date, providing players 

with an authentic basketball experience.  

In career mode, players encountered the legendary Kobe Bryant, who retired in the 2016 season, 

allowing players to immerse themselves in the atmosphere, realistic teammates, and engaging 

storylines, in contrast to the increasingly superficial career modes of recent years, which often feature 

monotonous tasks, making the pursuit of an NBA championship seem inconsequential. Despite some 

minor flaws, 2K17 was largely successful, with modes effectively addressing certain issues. However, 

the series' peak unexpectedly ended here. Since NBA 2K17, the series has seen no significant 

innovations on the PC platform in this generation. Although the next-generation versions introduced 

narrative elements and enhanced visual quality, they increasingly demand high-end hardware 

configurations and player investment in terms of skill development and in-game purchases. This has 

resulted in a stagnation of the gaming experience for casual players, while high-end players have lost 

interest in repetitive content and storylines. This manuscript investigates the contemporary obstacles 

impeding the NBA 2K franchise and proposes prospective strategies to augment revenue, with an 

emphasis on graphical fidelity and visual effects, control schemes and physics implementations, in-
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game content and modes, and loading time optimization. The conclusions of this research offer Sega 

pertinent insights and benchmarks for enhancing the NBA 2K series and driving sales growth. 

2. The Current Situation of NBA 2K games 

A comprehensive examination of the current marketing strategies and user analysis for NBA 2K 

on the PC platform exposes a persistent narrative positioning the PC version as a release that is not 

representative of the current generation. This is primarily due to the absence of key technological 

features exclusive to the PlayStation 5 and Xbox Series X/S consoles. These features include 

advanced motion capture technology, such as ProPlay, and sophisticated facial scanning capabilities. 

The absence of these features results in a noticeable degradation in graphical quality and animation 

fluidity when compared to the console versions. Furthermore, the allocation of resources appears to 

prioritize next-generation platforms, effectively relegating the PC version to a transitional role. For 

example, the implementation of ProPlay technology in NBA 2K25, which utilizes real NBA footage 

to generate game animations, is exclusively available on the latest consoles. Consequently, PC players 

are compelled to contend with outdated game engines and are often forced to rely on community-

created modifications, such as ENB patches and custom face scans, to mitigate the visual deficiencies. 

While these modifications, similar to those used in NBA 2K14, can approximate the graphical fidelity 

of console versions, they frequently introduce performance issues and can be challenging to 

implement effectively [5]. As a result, PC gamers are often hesitant to invest in the full-priced, 

"censored" versions of the game, instead depending on the modding community to enhance the visual 

and animation quality. The online multiplayer experience on PC is further limited by its reliance on 

peer-to-peer connections within the platform, which often results in significant latency issues. In 

contrast, next-generation consoles support seamless cross-platform gameplay. These disparities have 

effectively relegated the PC version to a secondary market segment for 2K, with the combination of 

technological lag and a misaligned monetization strategy contributing to a decline in consumer 

purchasing power. 

3. Construction of Core Marketing Strategies for NBA2K on PCs 

3.1. ProPlay Application Integration and Official Module Development 

The primary goal is to achieve technological parity between PC and next-generation platforms, 

focusing on Pro Play application integration and the development of official mods. The initial step 

involves configuring the ProPlay engine; NBA 2K25, slated for a 2025 PC release, will synchronize 

with next-generation features, incorporating core technologies like motion capture and face scanning. 

This integration seeks to bridge the generational divide with console versions, thereby optimizing 

player experience. Concurrently, the development team must enhance AI optimization and adaptation, 

potentially leveraging advanced AI modeling techniques from NBA 2K Online 2. This includes 

utilizing deep learning algorithms to dynamically optimize graphics quality and animation fluidity on 

the PC platform, addressing deficiencies in AI opponent behavior and player cooperation, thus 

refining game mechanics. Furthermore, official mod integration is critical, with the establishment of 

an official "Creative Workshop" platform to incorporate player-developed mods, including visual 

enhancement patches and face scans, into the official ecosystem. This initiative aims to establish a 

more controlled mod environment, enabling players to select mods tailored to their preferences, 

thereby enhancing the gaming experience and meeting player demands [6]. 
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3.2. Building a User Portrait 

Precise user segmentation based on age and demographic profiles, with primary player archetypes 

including core, nostalgic, and value-conscious segments. Core players (under 23, 48%), the largest 

cohort, frequently exhibit professional or semi-professional gaming behaviors. Integration with the 

"NBA Take-Two Media" esports ecosystem via esports channels, enabling PC participation, and 

hosting "NBA 2K" PC custom character competitions with VC rewards for victors is recommended. 

Simultaneously, a "competitive fairness variant" priced at approximately $40, which disables VC for 

attribute enhancements, is advocated to prioritize skill-based competition, promote fair play, cultivate 

a positive gaming environment, and mitigate microtransactions designed to augment player attributes. 

Content marketing initiatives for 2K games, such as collaborations with prominent Twitch streamers 

for "ProPlay skill challenges," showcasing PC version operational capabilities (e.g., replicating Kevin 

Durant's winning shot), are also proposed. Nostalgic players, primarily fans of the Jordan, Kobe, and 

LeBron eras, can be targeted through nostalgic content packs, such as the "Jordan Exclusive" release 

(2K11): including classic Jordan era matchups, career retrospectives, and opportunities to relive 

iconic moments; "Mamba Collector's Edition" release: including Kobe storyline integration + virtual 

jersey NFTs, exclusively redeemable on PC; "LeBron Era" launch: focusing on match replay 

functionality, supporting players to import real match recordings, and generate custom levels. 

Concurrently, increased offline interaction is suggested; game officials can collaborate with sports 

brands, such as creating a "Kobe-themed offline esports center," PC players can redeem physical 

merchandise based on in-game achievements (e.g., limited-edition sneakers), and core players can 

engage with stars during their China tour. Value-conscious players (Steam discount zone), primarily 

students or players with limited spending, suggest that 2K officials promote subscription system 

reform: launch "NBA 2K Pass" ($15/month), including next-generation version usage rights + 50,000 

VC per month + exclusive Mod library, to mitigate financial barriers to game access. Concurrently, 

marketing upgrades are proposed: implementing a "trade-in" reward mechanism: invite friends to 

purchase the PC version, both parties can receive classic team unlock cards (e.g., 96 Bulls); previous-

generation core players can receive next-generation updates and experience next-generation games 

earlier [7]. 

3.3. Co-creating the System through User Generated Content (UGC) 

Content Innovation Enhancement via UGC Co-creation Systems, Digital Marketing Integration, 

and Gamified Real-World Experiences, with a Focus on Feature Replication. Initially, UGC co-

creation systems encompass content actively generated, uploaded, and shared by users, exemplified 

by player-created events: 2K game developers have implemented the "Free Training Ground" editor, 

enabling custom rule events (e.g., "100-Point Showdown"). The development team will assess and 

incorporate high-quality content feedback, integrating and optimizing it in subsequent iterations. 

Furthermore, short-form video ecosystem integration is facilitated through an integrated "AI 

Highlights Editing" feature within the replay section, automatically generating highlight reels and 

distributing them across platforms such as Douyin/Kuaishou, thereby providing traffic support under 

the #NBA2KPC hashtag to amplify publicity and drive sales. Secondly, virtual-real fusion scenarios 

are implemented, wherein in-game achievements translate to real-world value: for instance, digital-

to-real marketing initiatives, such as 2K's collaboration with Nike for "Virtual Sneaker Premieres," 

where the PC version offers VC/limited skins redeemable for physical sneakers (e.g., Durant 19 

sneakers, Jordan limited jerseys); replicating "digital court" offline exhibitions, allowing players to 

locate themed courts via the in-game neighborhood map. Concurrently, the "Feature Replication" 

function enables real-time event interaction: within two hours post-NBA game completion, the PC 

version synchronizes game tactical packages and player data, providing players with timely data 

updates and an authentic basketball simulation [8]. 
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4. Challenges and Optimization Strategies 

4.1. Addressing Technical Deficiencies on PC Platforms and User Experience Innovation 

Technical limitations primarily manifest as performance issues: the lag of next-generation 

technology, with the PC version still using the old engine. Before 2025, key technologies like ProPlay 

dynamic capture, facial scanning, and high-fidelity mods won't be available, causing graphics and 

motion to look worse than on consoles; poor performance optimization, the variety of PC hardware 

leads to unstable frame rates, insufficient memory, and lower visual quality. Players have to manually 

adjust virtual memory or use third-party tools (like MSI Afterburner) for optimization, but this 

requires technical knowledge, and some players can only improve their experience by upgrading 

hardware; the lack of strong anti-cheat measures, resulting in widespread cheating, with players 

spending more money to boost their in-game characters, damaging the fairness of online competition, 

while regular players suffer. Because of the risk of cheating, cross-platform online play is hard to 

implement. 2K can fix these issues through technical innovation, starting with synchronizing the next-

generation engine: continuing the "NBA 2K25" strategy, permanently synchronizing core 

technologies like ProPlay 4K+HDR on PC, eliminating differences between generations. Specific 

performance optimization solutions include: 1. Official preset optimization configurations: providing 

automated picture quality settings for low/medium/high spec devices and integrating RTSS frame 

rate control tools; 2. Intelligent virtual memory management: automatically detecting and adjusting 

virtual memory (e.g., default setting of 4096-8192MB) when the game starts to improve clarity or 

reduce stuttering; 3. Anti-cheat mechanism, 2K works with Steam to develop AI real-time monitoring 

plugins, and when standards are met, enable cross-platform online play with PS5/Xbox. Players found 

with suspicious in-game purchase behavior (like excessive VC accumulation) will have their accounts 

temporarily suspended [9,10]. 

4.2. Operational Strategies for Differentiated User Segments and Tiered User Management 

Operationally, the challenges of user segmentation relate to three different player types. The loss 

of core players, due to the esports ecosystem excluding the PC platform (NBA 2K League uses PS5), 

limiting career paths, and in-game microtransactions for character customization hurting competitive 

fairness. Nostalgic players are unhappy: the high prices for content like Jordan/Kobe/James, 

combined with technical issues, reduce emotional value. Price-sensitive players resist buying the 

game, the base price of $60 plus extensive in-game purchases (about $100 to get a custom player to 

an 85 overall rating), and feature reductions negatively player experience, resulting in over 60% 

negative reviews on Steam, significantly hurting sales. This paper suggests solutions, using a user-

tiered operational strategy, and creating optimization strategies based on the core needs of each player 

type. Core players want esports opportunities and fair competition; 2K can create PC-exclusive 

technical competitions, with winners advancing to the console league; launch a "Competitive Fairness 

Edition" ($40), without VC attribute enhancements, to ensure fair play. Nostalgic players want 

emotional connection and basketball experiences that reflect specific eras, which can be achieved by 

releasing digital collectibles (like Kobe Bryant NFT jerseys), integrating historical basketball figures 

into narrative missions to increase player engagement. Price-sensitive players want good value; 2K 

should launch a subscription-based "NBA 2K Pass" ($15/month): including next-generation version 

access, 50,000 VC benefits, and an exclusive Mod library to reduce player costs and improve the 

gaming experience. 
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4.3. Addressing Business Model Inertia through Restructuring 

The current business model presents several key conflicts. First, the annual content cycle, which 

necessitates yearly game mechanic adaptations, impedes skill accumulation and negatively impacts 

the sustainability of the game ecosystem. Second, the imbalance in in-app purchases, where virtual 

currency (VC) dominates player attribute enhancements, undermines competitive fairness. Business 

model restructuring can mitigate these issues: Annual Content Transition: Implement a free-to-play 

model, offering core game features without charge, and monetize through cosmetic items and season 

passes (similar to "NBA 2K All-Star"); Paid DLC Updates: Release an annual "Season Engine Pack" 

($30), including updated player data, tactical manuals, graphical enhancements, and mod support to 

reduce the need for repeated purchases. In-App Purchase Reform: Attribute-Cosmetic Separation: 

Restrict VC to cosmetic items, while attribute enhancements are tied to competitive gameplay and 

achievement unlocks, fostering player engagement; Enhanced Market Taxation: Implement a player 

card auction house with a 10% transaction fee for game developers, replacing forced top-ups. 

Auctions provide enhanced player attributes, improving player experience and engagement. 

4.4. Addressing Platform Ecosystem Barriers through Ecosystem Collaboration 

Ecosystem collaboration barriers primarily manifest in cross-platform fragmentation: Multiplayer 

functionality is limited to connections between consoles, isolating PC players and preventing cross-

platform play, even between Apple and Android users, significantly diminishing player experience; 

Weak Localization: Lacking Chinese commentary except for domestic mobile games, Asian server 

latency reaches 120 milliseconds (excluding 2K Online series purchased domestically), and social 

features are not integrated with commonly used domestic platforms (such as WeChat/QQ). 2K can 

address the above issues through ecosystem collaboration. UGC Ecosystem Activation: Establish an 

official mod workshop, integrate high-quality mods such as ENB lighting and facial modifications, 

with creators receiving VC revenue sharing to enhance engagement; Player-Created Tournaments: 

Open a "Custom Game Editor" and incorporate high-profile, well-attended tournaments into official 

events. Intensify the Localization Process for 2K Series, Optimize Regional Servers: Integrate 

Tencent's official commentary audio, deploy servers in China/Southeast Asia, and reduce latency to 

below 40 milliseconds; Social Esports Integration: Integrate the WeChat friend system and 

collaborate with Tencent to host "All-Star" tournaments, promoting cross-platform play between 

Apple, Android, and other devices, enhancing the gaming experience for players on different 

platforms [11]. 

5. Conclusion 

This study employs cross-platform comparative analysis and user behavior analysis to 

systematically elucidate the technical adaptation challenges and marketing strategy optimization 

pathways of the NBA 2K series on PC. The analysis reveals that there have been no significant 

improvements in the PC version in later stages, with a marked disparity in user experience between 

current and next-generation platforms. Additionally, a core contradiction exists in 2K's official efforts 

to boost sales, manifested through technological generational gaps, increased paid content demands, 

and platform interoperability issues.  

Future research directions achieving parity in user experience between PC and next-generation 

consoles; reducing exploitative practices such as excessive grinding and monetization pressures to 

foster a fair gaming environment; and ensuring incremental improvements across successive versions 

to drive sales growth. 
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