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ABSTRACT

The Indie Game market is emerging as a niche for game startups. We analyzed policy
cases related to indie games in local governments, and the private sector to suggest
ways to improve the Indie Game market. As a result, the problems of Indie
Game-related policies resulted in lack of market research and success case analysis, lack
of manpower training program, accelerator program, and public-private cooperation
project. To build an Indie Game ecosystem, we proposed the necessity of establishing an
effective promotion system through cooperation between the local government and the
state.
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[Fig. 1] Gyeonggi—do Game Industry Status
(as of Dec, 2018)[10]
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