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In the era of "Digital Play" brought about by technological development and social change, the need for
new definitions of games is emerging. In particular, IT devices and game usage behavior of the ‘digital
native’ Gen MZ(Millennials+Gen Z) is expected to continue to lead this paradigm shift.

In this paper, we investigated the global game trends, particularly focusing on how COVID-19 and
technological developments have brought about changes in the game industry. The game SW market
trend was divided into mobile, hardware (console), cloud, and platform games, and, in particular, how
technological development is changing the value provided to users within the game industry was studied.

It is shown that recent advances in technologies such as cloud and 5G have blurred the boundaries
between existing PC-mobile-console games. Games are evolving from content that simply provides
entertainment to a platform where various values are created. In this sense, companies in other industries
started to participate in the ecosystem. Also, the trend ‘gaming as a platform’ faciliated by the use of
metaverse is transforming the game itself into another society.

As such, more studies are needed to understand game as an ecosystem where various technologies,
industries, companies, and users interact, which is a ‘comprehensive platform’. In addition, policies that
support games to be used as platforms where various values are created and new technologies are tested
so that the global capabilities of the domestic game industry can be maintained and developed.
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MOBILE pC

$77.2Bn $36.9Bn
D] +4.8% YoY

+13.3% YoY
BROWSER PC GAME

TABLET GAME $3.0Bn
2020 TOTAL 13:4% Yo
+2.7% YoY
$159'3Bn BOXED/DOWNL
+9.3% YoY OADED PC GAMES
(SMART) $33.9Bn 4
PHONE GAMES
+6.7% YoY

$63.6Bn
+15.8% YoY

CONSOLE

$45.2Bn
+6.8% YoV @

$77.2Bn

Mobile game revenues in 2020 will account for
48% of the global market
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