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Sommario/riassunto

economics of online games -- The formation process of the Korean
online game industry -- Factors promoting growth of the online game
industry -- Global development and marketing strategies of Korean
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This book is the first study to survey, over a ten-year period,
innovations and the industrial formation process of online game
business, and global strategies of major Korean online game
companies. It focuses on the innovative factors which made the Korean
online game industry grow tremendously and successfully to gain
competitiveness in the global game industry. These include: the main
factors stimulating online game business; virtual business created by
online games as well as an examination of the role of the Korean
government at the beginning and developmental period of the online
gaming



