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Abstract The global game market is growing evenly across a variety of platforms, but in the Korean
game market is a decline in growth rates on PC and mobile platforms, which account for more than
80% of the total Korean game market, which requires an alternative. In this study, propose a
multi—platform launch of IP—based games as a way to increase the growth rate of the Korean game
market. It has been analyzed that multi—platform launch methods can be divided into Stand-—alone
Multi—platform method, Interlocking multi—platform method, and Upgrade—interlinking Multi—platform
method, respectively, and the effect of expanding, providing more satisfactory game play environment
and preventing them from escaping to competitive games. Given the limited case analysis in this study,

further studies are needed to propose more effective multi—platform utilization measures.
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Fig. 1. 2019 Global Games Market per Segment
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Table 1. The Prospect of the Korean Game Market

Platform 2018 Growth 2019 Growth
rate rate(E)
PC Game 10.6% 3.4%
Mobile Game 7.2% 6.4%
Console Game 41.5% 3.4%
Arcade Game 3.1% 2.9%
PC Bang 3.9% 5.6%
Arcade Game Hall -12.0% 6.5%
SUM 8.7% 5.1%
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Table 2. Type of Multi—platform IP games

Feature Independent Interlocking Upgade
Type type Interlocking type
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