Korean Society For Computer Game , Vol. 26, No. 3, 30 September 2013, p. 25-33
Copyright (© 2002 KSCG

ISSN 1976-6513

http://kscg.or.kr

Do A B2 2 =
Aol AlE Satof Ojx[= Fgofl et nE

An Investigation of the Impacts of Genre Characteristics of Mobile
Games and Social Network Platform Connection on the Market
Performance

Yeong Ju Lee, and Sohei Lim*

Graduate School of Information Technology and Public Policy,
Seoul National Univ of Science and Technology 232 Gongneung - ro, Nowon- Gu, Seoul 139-743,
Korea

Division of Media Studies, Ewha Womans University
Ewhayodai—Gil 52, Seodaemungu, Seoul 120—750
Korea

(received August 22, 2013 ; revised August 15, 2013 ; accepted September 05, 2013)

ABSTRACT

This study investigates the difference between popular genre of mobile games and that of online games,
and also the impact of affiliation with social network platform on the market performance. The results
show that three genres such as action, puzzle, and RPG occupy a higher market share than the other genres.
The structure of the mobile game market is more competitive than that of the online game market but game
applications developed by top four developers - CJ] E&M, NHN, com2us, WeMade - have been holding
high ranks for months. It implies that the structure of the mobile game market is gradually becoming more
concentrated. As the market competition increases, the marketing cost for acquiring recognition and the
commission fee paying for platform have been increasing accordingly. Consequently, mobile game
developers are encouraged to enhance the quality of their games as well as to devise diverse
platform-marketing strategies in order to accomplish stable market performance.
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