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ABSTRACT

Despite the game market's expanding results from the increase of new users of
mobile-game market, online-game market is faced with a stagnation. And the increase of
income online-game’s market share leads to decline of growth of the domestic
online-game market. Online-game’s growth potential is still valid, and the domestic
online-games are still popular in foreign markets. But if the problem of domestic game
market is not overcome, the falling behind in the competition is only a matter of time.
The major problem is the lack of support measures and reduced competitiveness. On
these issues, this research presents a plan to revitalizing of the online-game.
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[Table 3] Platform specific export / import

export | 2410856
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[Table 1] Market size and market share of the
korea game platform
(2012, unit: hundred million won)
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[Fig. 1] Comparison in the export volume of
the gaming platform(unit : thousand dollor)
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[Table 6] Sector and market share of the game
market in Korea
(2012, unit :hundred million won)

ou] 12.6% 723}
[Table 5] Imports into the Korean game
industry(2007—2012, unit : thousand dollor)
2010 2011 2012
import 242,532 204,986 179,135
DErCentage | o700 | 1550 | -12.6%
change
aga FYEE 9 HlFE HgoAgle] 4
gk o] 4-& AH| gt

sales share
online game 67,839 86.0%
video game 1,609 2.0%
mobile game 8,009 10.1%
pc game 680 0.9%
arcade game 791 1.0%%
Total 78,928 100.0%
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[Table 7] Online game market size and growth rate
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w2011 2012
60 51.8
50
40
30 277
20.3]
20 12
10 34 46 35 39 3
0 el —

Online Game Video Game Mobile Game Arcade Game PC Game

[Fig. 2] Comparison in the impot of gaming
platform(2011/2012, unit: %)

of Korea (2008-2015, unit :hundred million won)

2012 | 2013(E) | 2014(E) | 2015(E)
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[Fig. 3] A view about the share of the domestic
game platform(2011-2015, unit: %)
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[Table 8] Online game company of Korea
(June, 2013, unit :hundred million won)

Total (;1;1;:: specific

sales <ales gravity (%)
NCsoft 3,768 3,768 100
NHN 13,961 3,080 22
Neowizgames 2,845 3,074 108
Wemade 1,256 447 36
Actozsoft 678 368 54
Webzen 342 340 99
GameHI 306 306 100

Ydonline 167 167 100
Hanbitsoft 150 149 99
Mgame 172 141 82
Dragonfly 113 113 100
Joycity 205 113 55
Liveplex 357 83 23
Joymax 279 81 29
Estsoft 149 72 48
Africa TV 225 60 27
Playwith 40 40 100
Softmax 27 27 100
Barunsongames 21 21 100
Sonokong 263 0 0

232 =L =22l Al A JHE

a
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[Table 9] Status of services by company

Status of services

GameHI -
Neowizgames | Bless
King of Fighters online CBT,
Dragonfly . .
Samuraishodown online
Nexon maplestory2,mabinogi2
Liveplex
Barunsongames | Project-A
Softmax genesis4
Sonokong -
Africa TV -
Actozsoft -
NCsoft lineage eternal, wild star
Mgame EmblemSAGA CBT
Ydonline SoulMaster CBT
Webzen Mu2
Wemade icarus CBT
Estsoft -
Joymax Knightage CBT, Silkroad W
Joycity -
Playwith Rohan2, Project S
Hanbitsoft Squodflow CBT
NHN Devilian, Kingdom under Fire2
Softnyx Tar online
KOG aima online CBT
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[Fig. 5] What is the reason to play the game?

(unit: %)
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