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ABSTRACT

The introduction of 5G greatly reduced service traffic speed and capacity problems. In
this communication environment, the market demand for cloud games is increasing, and
cloud games are considered as a replacement for mobile games in the future. This study
explains the changes in the game industry, and the characteristics and market status of
cloud games. Next, this study suggests competitive advantage elements for cloud games
market. We expect that this study could help make decisions related to policy support
for the cloud game market and industry.
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[Table 1] Game Industry Changing with
Telecommunication Environment

Telecommunication Game
Year .

Environment Industry
19791 16 Analog . Arcade
Telecommunication Games

A
1991 | 2G Test-message reade
Games
Mobile & Internet
1998 | 3G Wireless Internet Games
2008 | 4G |  Cloud Mobile Mobile
Games

1
2019 | 5G Hyper-connected Cloud
Games
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5G Hyper-connected Environment

Cloud Game Server

I A

Streaming Game Control
(output) (Input)

v I

Monitor & Controller
(PC, Mobile, IPTV)
[Fig. 1] The Structure of Cloud Game on 5G
Hyper—connected Environment[16]
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[Table 2] Cloud Game Features and Challenges

1) No high specification device
required

2) Available on the server
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economic constraints

4) High-grade cybersecurity

solutions available
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