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ABSTRACT As Mobile game market has saturated, the characteristics of market structure
features of economy of scale. Mass-marketing such as TV ad and Subway ad has
been performed to enhance the recognition of game, This paper examines the casues

of mass- marketing and the impact on the mobile game ecosystems,
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H1 2014 Top 5 Mobile Game

Game Title Publisher
1 Clash of Clans Supercell
2 Candy Crush Soda King
3 Puzzle & Dragons GungHo
4 Game of War Machine Zone
5 Hay Day Supercell

2ot AFAIA-S (Clash of Clans) I} (Hay Day) & 9HA|-& 75 All(Supercell), A8 A G A
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1 http://www etnews .com/20150325000790

2 7|2 ezl HEH|NM E2|RIE (ACt|V|S|on Blizzard)7} 20154 118 22 2 C|X|= AlE{E|ITE(King Digital Entertainment)
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Ard AGAqA S vhAE v el TV 3Fa7E g5ekal vk oot fruAl
A AARCR 71 Fal @7p7t v njmZ2EE(NFL) AlE A5 73E(Super Bowl)3
719 g e sl ooont FEE FAR HAlES] HudAY (Game of War: Fire Age) =
7] 7 A€ (Kate Upton)= 7|83 TV Fal H3& AAs) A 20149 4,000k €& A

S o] st A7k ool Girk. T BEHAAY AFOA TVEIEE-S 20150 %
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H?2 Marketing Cost of Mobile Game

Game Title Best Rank Marketing Cost(W)
Clash of Clans (Supercell) 1 20 billion
Raven (Netmarble) 1 21 billion
Candy Crush Soda (King) 6 11 billion
One Shot One Kill (Netmarble) 1 2.6 billion
Dominations (Nexon) 2 2.6 billion
Boon Beach (Supercell) 11 1.0 billion
Idea (Netmarble) 1 n.a.
Hit (Nexon) 1 n.a.
Seven Knights (Netmarble) 2 n.a.

T A (Supercell) ] (Clash of clans), (Boom Beach) & ¢|=+ HHFLA YL 20154 327]|7HA] A
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4 http://www mediapen com/news/articleView html?idxno=109599
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H 3 Change of Mobile Game Market

2013 2015
Popular genre Action, Puzzle RPG
Top Developer CJ E&M, NHN, Com2us, WeMade Supercell King, GungHo, Machine
Zone, Netmarble, Nexon
Profit Lower than that of online game very low
. ) weak dependent on Kakao
Dependency on SNS strongly affiliated with Kakao but TV ad increase
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