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ABSTRACT

Game industry is one of the most marketable area in the age of the 4" industrial
revolution. However, game industry in Korea is restricted by social and cultural issues.
This study investigates biased image of game players and sexual commercialization of
game contents as obstacles of Korean game industry invigoration. We find that the
biased image of game players is still existed, and the commercialization of sex is
considered as disincentive to develop modern game industry. Most of the respondents
reports that sexual commercialization of game contents should be regulated as a factor
that would harm Korean game industry.
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2016'd Al 714 A 8 (World Economic Forum) ¥ % ofdeh AAA 7H] SR % Aud 2
ol 3= Ao A(Global Agenda)2A A 4z 2 &A= AZlskith
8" (The Fourth Industrial Revolution)2 #|A] o] FAREAS] npE ol =(barclays)©] Hil
stttk Al 430 Qe AA AL dute] e Aol whER wE AYAEe] Agaclens o4
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g Aow 7o) ok&d, 2 AT AYA A dFE = 7 don, FFHE AJYAG
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[Table 1] Sample distribution
Frequency Percent

Male 80 58%

Sex Female 58 42%

Total 138 100%

10’s 51 37%

Age 20’s 87 63%

Total 138 100%
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[Table 2] Level of game players

Frequency | Percent
1) No game players 12 9%
2) Light game players 29 21%
3) Middle game players 23 17%
4) Light heavy game players 46 33%
5) Heavy game players 28 20%
Total 138 100%

[Table 31 A 47 A8 gel wek Ag 4k
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[Table 3] Importance of game industry under the
4" Industrial Revolution

Frequency Percent
Important 119 86%
Neutral 15 11%
Unimportant 4 3%
Total 138 100%
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[Table 4] Image of game players

Frequency Percent
Male 138 100%
Sex Female 0 0%
Total 138 100%
Low 128 93%
Age High 10 7%
Total 138 100%
Low 52 38%
Intellect High 86 62%
Total 138 100%
Low 93 67%
Sociality High 45 33%
Total 138 100%
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[Table 5] Majority of Game players

Frequency Percent
Male > Female 119 86%
Male = Female 19 14%
Male < Female 0 0%
Total 138 100%
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[Table 6] Purchasing power of game players

Frequency Percent
Male > Female 99 2%
Male = Female 36 26%
Male < Female 3 2%
Total 138 100%
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[Table 7] Level of commercialization of sex

Frequency Percent
Low 11 8%
Middle 54 39%
High 73 53%
Total 138 100%
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[Table 8] Sexual marketing strategy for males

Frequency Percent

Uneffective 10 8%

Neutral 43 31%

Effective 85 61%

Total 138 100%
whdel, o Aldel&AE it eEE AYEEl
2o A AFs Al FESA 2 Aolght
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[Table 9] Sexuality marketing strategy for females
Neutral
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