Journal of Korea Game Society 2019 Apr; 19(2): 55-66
http://dx.doi.org/10.7583/JKGS.2019.19.2.55

N oAy ==, M, o

PSPZED

=o|tysty C|X|E2EIX 5

= L=

OH

jeongr@deu.ac.kr
The Relative Importance and Priority of Game Contents Industry Policy

Gyongran Jeon
Digital Contents Major, Dong—Eui University

ol
EdTE A9Edx 9y ARsbEe] ASHuA Y] Zel=Ae WaE ™A A48
a9, Felzakg] A FolA] oj| Hriacle $XEHE Fi At disl Ad Rkt
ol 93 AFTEAAHE ol &3t Fel=Ad A Hrradee] AdA Fawe $HeEd
g AT BAE, ‘2z Vedw A, 2z A8y A, ‘2dxad A=A
A EZdlz ol B 4w kdRE Y fow HriEHow, Py BAqME ‘ZdHx
R&D AATZ A7 743 2% o2 yehgth A&7t wd BAdAE A 43
Z|do] ‘BHxV|EGY FI'E, FAdME Fux JEQY FPS Tas Frtedn
ABSTRACT

This research studied how game contents related experts recognize the transition of
contents industries in intellectual information era. This study also studied experts’
priorities of evaluation elements in contents industry policies. For this, Analytic
Hierarchy Process was utilized to analyze the relative importance and priorities of
evaluation elements in contents industry policies. According to the analysis, the order of
priorities was ‘strengthening content technology’, ‘training content experts’, ‘improving the
contents-related system’ and ‘strengthening content usage and consumer safety’. Also, in
complex importance analysis, ‘strengthening R&D system for content’” was gauge as the
most important element. In the analysis about each related group’s thinking, industries
and policy institutes considered ‘strengthening content technology’ important and
academia evaluated ‘training content experts’ as the most important one.

Keywords : A5 XA Y(intelligence information era), =] A A(contents industry
policy), ZAl&®47]H (analytic hierarchy process)
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[Table 1] Content industry policy evaluation factor
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[Table 2] Weights and priorities of evaluation
factors of contents industry policy

Stage 1 Stage 2
Evalu Ra Ran
. |Weigh| .. .. Wei .
ation et1g nki| Evaluation items hetl & kin
items ng g
Strengthening the
development of
new 232 | 2
technology-based
Stren
then content
g' Strengthening R &
ne D system for 413 | 1
conte| .330 | 1
content
nt -
techn Expansion of
ology content technology | .192 | 3
investment
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art-up based on 163 | 4
new technology
Cultivate new
technology-based | .361 | 1
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Build Tt 1
uild expe poo 103 | 4
Train by contents field
ng Establishing an
conte 208 | 2 |industry-academy—
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8 s 203 | 3
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ving resetting policy
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conte Lengl?’ElVe
nts-r 259 | 3 deregulation for
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163 | 4
competency of
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conte Preparing a
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usage content gap
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[Table 3] Complex weights and priorities of all
evaluation factors of contents industry policy

.. C 1 .
Evaluation items On.lp X Ranking
weight
Strengthening the .076 4
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[Table 4] Weights and priorities of policy
evaluation factors by subject (Stage 1)

policy

L Academics
institutes

Industry
Evaluation

items Ranki
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Ran Ran
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ht
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ht |king
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ng content
technology

882 1 | .340 1 236 | 3
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experts
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lated
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[Table 5] Complex weights and priorities of policy

Evaluation items
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kin
g
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development
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ased content
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.257
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g R&D
system for
content
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conte

460
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nt
Expansion of

content

techn
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technology

investment

.238

.059

231

Start-up
based on
new
technology
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192
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Cultivate
new
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ased content
specialists
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.351
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Build expert
pool by
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field

294

.058

147

Train
ing
conte
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Establishing
an
industry-aca
demy-resear
ch network

exper
ts
for
field-oriented
human
resources

227
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.283

Establishmen
t of
retraining

174

403

191
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