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ABSTRACT

The aim of this study is to suggest the strategy and policy to promote world class
game industrial complex through the analysis of game contents business ecosystem in
Seongnam. As a result of analysis, At present of the game contents industry in
Seongnam as ecosystem is challenged in many-side as followings. 1)Lack of interaction
between core game contents businesses and extended network businesses in same area.
2)Imbalanced relationships between game contents conglomerate and small and medium
sized businesses. 3)Insufficient game contents optimized human resource and development
program. This study provides a stepping stone for regional industrial ecosystem of game
industry and new possibilities of application about regional industry analysis.
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[Table 2] Industrial Classification Code of
Extended Game Contents Industry Network[14]

[Table 1] Industrial Classification Code of Core
Game Contents Businesses[14]

58219

Supply

63120

Portals and Other Internet Information
Media Service Activities

63910

News Agency Activities

Data Base Activities and On-line

Code Industrial Classification Name Code Industrial Classification Name
58211 Online and Mobile Game Software 58111 P ubli?hing of Textbooks and Study
Development and Supply Books —
Other Game Software Development and 59119 | Other Publishing

58121

Publishing of Newspapers

58122

Publishing of Magazines and Periodicals

58123

Publishing of Advertising Periodicals

58190

Other Publishing of Prints

63991 59201 | Publishing of Music and Other Audio
Information Provision Services 59202 | Sound-Recording Studios
63999 | Other Information Service Activities. General Motion  Picture _and  Video
58999 Application Software Development and 59111 Production
Supply 59112 | Animated Cartoon and Video Production

59113

Commercials Advertising Motion Picture
and Video Production

o) _f_g_]z )1\_040 I A 21-14 ZTIR= o) - -
A del o) 4 s A 59114 | Broadcasting Programmes Production
~ H = =] =] =
ZHlx AR5 Sl Wshs oAt A< 59120 Motion  Picture, Video, Broadcasting
kel F o3 AU X, AF=TE EFEeE F Programmes Production Related Services
A7)%S S 4 Quf FAReAE Zelx Aol 59130 Motion P1cture, . V{deo, Broadcasting
= a0 o) xbole] EAAN ol= M ol ke Programmes Distribution
A A asdel AU olF AH °l83EE= 59141 [Motion Picture Exhibition
A st 2% 714, PCW, AMgle 59142 | Video Exhibition Rooms
T4 "ok BAQ AFE Aua FEAE A 60100 | Radio Broadcasting
Hg=z9 £3S Tolu IFAAHL Aud = 5 60210 | Over-the-Air Broadcasting
9l HHA BA] Y= AAAE ou|sd, A1 60221 | Other Program Distribution
WEAS B9 54 Fad] teshs Aaug 0022 Cable Networks
- _ 71310 | Media Agencies
3 AU =2E A|Zs= ZYUE 9 A ¥ES
8 A4 = Awst =4 = A = 71393 | Advertising Preparation
= 2= o)
= T /\/\E]'
AHEFA, AFaAe) ol AgdEuzae 4
4] 311 2= =
o dnzel dwHE dmmeddERamss  CC0reE AR SRR ashe ohd
Zuk AR Al A A= A= QAR E AR
ohdl [Table 21t 2ol 4ol @ & qlek. opge) 1% AR AHAG RS ahew A
B st B Buxae 54 gRs @ 0k THE AT AL SE S S,
%%Eﬂz ;ﬂ%_%g] _Y‘:r_]:{ﬂz}‘\_?é _%—)—‘:_ﬁ]oﬂki /\]-%EHE ‘?‘ﬂ‘%a]riq 73% 7“?:]%}%2_/1\_ 9’] AgEHZ”Oﬂ/\‘l
BRIE Fol AQAT Baw w4 fed 00 SEWE S A gl A =
Al AN, BE, gof, st ag Do N9 TEAG WA G PAst e
EpE moSo Aalsh ol 2 AY 2o AW g RAHY o4 At
Sl A Al BEE AFAAY FAGE B
ShA| S #ge} gRe] sk fdntol Al
=2 Aelsla Belsie AdEvasase 5 ¢
Aok HZ 28 Buld AdZdlz=e] H|Fo] A
AHA 7] Gl et UES A T4l
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[Table 3] Sales and Share Game Contents in

Seongnam
Sales Share in Share in
(million won) Gyeonggi Korea
4,284,045 96.9% 44.1%
Source : Gyeonggi Contents Industry Statics 2014[15]
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[Table 4] Number of Game Contents Companies
in Seongnam

Core Extended
Business Network
Numbers 342 206
Share 63.5% 36.5%
Source : Seongnam Industry Statics [16]
Aol AY 2k

[Table 5] Number of Game Contents Industry
Employees Seongnam

Core Extended
Business Network
Numbers 13,951 1,889
Share 88.07% 11.93%
Source : Seongnam Industry Statics [16]
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[Table 6] Leading Game Contents Companies o] a2 Wzlslal ok HA fXE HES A
in Seongnam o] wgo] sty Ao HAAE FRE AW
Sales Renking “Hiel THoR ofFo] Hou dAA ~vtEZ]Y
Name (Esgf)“ it S ) o} okt 2& 2 ZTUFe $HeR f£%5 uwx
Nexon 1,527 2,000 1 W Auz=xdoe]l tgEiAITA, thgd fE,
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[Table 7] Growth Rate of Game Contents 1w [Fig. 519 2o g 2 4 9o}
Industry in Seongnam
Companies Workers ey T ——
2011 129 4,610 ™
2012 176 9,197 ol Develooment e ol
2013 187 12,136 Frogramming it e
Growth rate 20.4% 62.25% Sound Release
Source : Gyeonggi, Contents Industry Statics 2014[14]
3.2 MUAl HUBEHRAY JXIANESTE senice
o) Q =] = AL P v Management Monitoring
E‘ix"l—o«i 7""01:1'14:5_]_5}\\} 1:19’] 7]—2]/\]—5— ?}—'\:‘ Mz;r:litslrg Charging
A A, AEe, WE, ez, 2HF 5714 (Funding o
2 PAEY Q) HEHor Jad A At
I FuE E2ZeE HJEEGY wAE o2 A [Fig. 5] Game Contents Industry Value Chain
FREE ARz b 5 R Framework in Seongnarm
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[Table 8] Number of Companies in Seongnam by
Game Contents Industry Value Chain

Companies Share

Outsourcing 142 29,8%

Development 187 39.2%

Publishing o

Distribution 65 13.6%

Services 83 17.4%
Source : Gyeonggi, Seongnam Contents Industry

Statics 2014[14,15]

Small -Mid sized
Game Developer

Large Sized

Game Developer Internet Portal

Develop blist Distribution
Design Management Web Portal
Development Marketing (NHN, SK C&QC)
Implementation Sales Game Portal
Test Funding (Hangame,
Release Networking Pmang)

[Fig. 6] Value Stream of Game Contents
Industry in Seongnam

ofh N ox 2 1o
o
X,

[Table 9] Type of Interaction between Core
Game Contents Businesses

Types Business Interaction
-Act only as a distributor of a
Distribution finished game
and - Receiying a fee .for.its Aservices
Service overseemgv the distribution and
Support manufaanng of.a game
- Publisher profit under 50% of
game contents revenue.
-Hire a development team and
will own the copyright to the
game contents.
Licensed - Pay a royalty to the
Game developer based on revenue
earned from the game contents.
- Publisher profit under 50% ~
60% of game contents revenue.
-Financial Supports for the
development of a game based
Original on a concept created by a third
Game party developer ‘
Development - Pays royalties based on
Supports revenue earned, .
- Not own the copyright.
— Publisher profit over 60% of
game contents revenue.
3.3 MAUYAl AKJEHZXTIY ZF Azt 2
719 2 A% #AlE AFAGAEAY A3
S A & ¢ 9= AFEEA, ZAARobustness)
I & Qe ado|tH10] e AEAZE 4
mhb o8 Bk AASHA BE F T Tl &
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Modular Relational
[¢] g Devel t Distrib
HW Design
Moduls. Development Web Portal
Game Engine Imol tati App Market
Programming mp er;\:srt\ on ppSNgr €
Graphics Rel
Sound elease
Relational Captive ICaptive
Service
Captive
Management ;
Marketing Monitoring
Sales arging
N Security
Funding QA
Networking

[Fig. 8] Business Relationship of Game Contents
Industry Value Chain
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National Level
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Supporting Policy

Institute

Pan-Gyo Techno Valley GDCA
(TuE I Ea) (A7|12e22152)
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[Fig. 9] Innovative Resources Related with Game
Contents Industry in Seongnam
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