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ABSTRACT

This study aims at presenting practical self regulation system for digital game,
especially optimized to Korea through the comparative analysis of system at home and
abroad. For this, this study conducted a comparative analysis about various countries
adopted self regulation system, such as America, Japan, and European Union. We drew
some implications on the Korean practical policy for the digital game. First, self
regulation organization should be consisted of market-friendly form. Second, though self
regulation organization is a autonomous system of market, the organization should take
rights to regulate illegal case. This would be a good way not only to reduce
unnecessary institutional regulations but also to take socially image of reliable media.
Third, government should provide self regulation organizations financial assist. This
policy means that the organizations make a role fairly and objectively.
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[Table 1] The Types and Characteristics of
the Self—regulation[9]

Types Characteristics

Voluntary |The self-regulation, where there is

Self-regulation no active state involvement.

The self-regulation, in which the
collective group itself formulates
the regulation, which is then
subjected to government approval.
The self-regulation, in which the

Sanctioned
Self-regulation

Mandated industry is virtually required by

. . the government to formulate and
Self-regulation

enforce norms within a framework
defined by the government.
The self-regulation, in which the

industry itself formulates and
Enforced imposes regulation but in response

Self-regulation | to threats by the government that

if it does not the government will
impose statutory regulation.
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[Table 2] The Regulation System of
the Digital Game in Korea

- Enforced regulation
. - Rating only, introduction
Regulation Type R
of self-regulation system
in July 2012
- Ministry of Culture,
Sports and Tourism
. - Korea Creative Content
Government .
Agency, Game Rating
Board, Korea Game
Culture Foundation
Privat , .
r1\./a e. - Parents’ Union on Net
Organization
Ways of
. - Delegati f 1
Institu- | Regulation clegation of faw
tional - Game Industry Promotion
Frame- Act
works . - Youth Protection Law, Act
Regulation .
of Acts on Special Cases
Regula- Concerned with Regulation
tion and Punishment of
Speculation
Internal . .
R - Rating Regulations
Regulations
Financial |- Commission on rating
Structure |- State coffers
- Enforcing and supervising
Major of shut down system and
Functions system of cooling off
- Rating
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[Table 3] The Comparating Elements on World
Governments’ Regulation System of the Digital
Game

- World governments’
regulation type of the
digital game

ex) voluntary self-regulation,
sanctioned self-regulation,

Regulation Type

mandated self-regulation,

enforced self-regulation
The governments in charge
Government |of regulation of the digital

game.
. The private organizations in
Private .
. . |charge of regulation of the
Organization

digital game.

Institu- -
tional Ways of |The ways of authority
Regulation |delegation on regulation.
Frame- - -
Regulation |The acts on regulation of
works ..
¢ Acts the digital game.
R © o The internal regulations of the
etgu 4 Internal  |[self-regulatory organization.
ion

Regulations |¢]) party program, guideline,
etc.

Financial |The financial structure of the
Structure |self-regulatory organization.
Major The major functions of the

Functions |self-regulatory organization.
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o viEs}aL rH14]. [Table 4] The Regulation System of
2y Folut F58 wd 51e ESRBO 4 the Digital Game in U.S.
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