Journal of Korea Game Society 2017 Aug; 17(4): 129-136
http://dx.doi.org/10.7583/JKGS.2017.17.4.129

B A9 2ax 24, vA-

AR gAGe] FRAPAI VA= F

o Aozt gt Eshe=dehe
1970452320@qq.com, komsl19@naver.com

The effects of Chinese media industries over Korean media industries

WangLin, Kang Hyosoon
Dept. of Office, Gradudate School Of Culture Media YeWon Arts University

2 o
Az ol WEel GPNPe F43 wAdgom YFEES FA b 4@ wgow
B A3 ek @agAradel Ae AN, ZANE KA FA@Th Sl AHom
@ Qo) FHAL R BE 23T 4L ML F UL
Aoleha AZEh o wmEe wel GANY TP Ul B BAL Fae] Fao
Qarelel va) Amua F3e] Gabarel HHel f8% A% Ake ATe wakrh
ABSTRACT

In recent years, the Korean video industry has developed rapidly and the growth rate
and trend are becoming strongest industry. The growth of the Korean video industry
promotes politics and economy. As China is geographically close to Korea, I think it will
be able to learn many valuable experiences by watching the rapid growth of Korea's
video industry. This paper examines the causes of rapid growth in Korea 's video
industry, examines China’ s video industry, and studies suggestions and suggestions for
the development of China ’'s video industry.
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[Fig. 2] Director of Film Industry
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[Fig. 3] Broadcasting Industry
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[Fig.5] "Thou art from the stars" "Thousand
Lipstick" became a hot topic
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[Fig. 6] Current Status of Broadcasting Industry in
Asia (Unit: % thousand)

rot
X

ZR4eL 03k FAAA AR A0
Q olAE Sk @molq BaAe] WA FA
o AT WA weeslen we gsie
el AL FANE AR FASA,
d= ol gEfAEsaL, FzEs A
2R, WA ARE dEd 25§99
Sol W, & @ dsiel e
olUm ‘@R AEeEA BE 7]
ERE T
FEE
@l gsiel mehule A% 4
7] Fw, HAEAN @9 o) o,
c9)o] RakEAGsAE 30 AR Bl A
Az Aol ute Frshs Tagow N

—

¢

Ao
EEIERE

1
el WS FAAN oluA

R

)

O
-

N

i

=}

30

[e]
He ztn

Y 9,
=

2134 2014 20154 g | onz
(L a2 | 52
81 HEM) | HRY | GBM) | A | HEW)

T Right) 280 T2 1440 8 10580 30 ATE 32
by 4% N8 668 22 5425 185 183 124
o 1,000 o 30 12 6% 2 Mg a3

I g P 08 %3 03 3 12 90 %5
7|t 2915 79 [AZ/ T 12312 21 508 1060
# 1000 B30 1000 2341000 "3 ang

[Fig. 7] Movie Industry Overseas Entry Form (Unit:
W thousand)
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[Fig. 9] Value Added by Film Industry (2015)
(Unit: % million)
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