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Fig. 1. Changes in the size of the esports market[1]
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[l The Main Subject

21 THIY eAZX A1 TR

71&8] PC 79to] ojfe} nhEZ, BlEsl 5 kel S
7VIE &3l AR exE=E Wk esyzial Aofslal Qirk

e, 7IHE, v F=Al 5 IS SV Sl B R
o] A4 B7FEg PC Al thaA] 2vpEE shut gl 1A
ot AllE 4 e EukdAde 224 Al gAA|
719 Newzoo2] 2022 Global Games Market” A} Aol ul=m
Al 22 AL APl 51%2] Bl&-& AP J& A==
5ol =2 Hepdor Qls) Al ARdelke] digsh desles

Z13 Zgefolel3].

0 2022 Global Games Market

"""" Per Segment With Year-on-Year Growth Rates

Browser PC Games.

$2.3Bn

ln $103.5Bn

Dowloaded/Boxed
PC Games

$38.7Bn

Console Games

$58.6Bn

Tablet Games

$12.1Bn

Smartphone Games.

$91.4Bn

Fig. 2, 2022 Global Games Market[3]
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Fig. 3. LCK FAN DEMOGRAPHICI[7]
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Fig. 4. Main mobile game genres by age group|[8]

2023 ElIAIY HF B e o] 2AF AE HH 200iE
Alel 7 mmll 7)719] olg-go] A UeRdth 27k AlY
F2 10thE Alefslars 2% RPG F2d] S92 08 o]
4=t RPG A= B4 exst=slo] 2P} glo] oj5e o} 8x)ol]
A Alefsl=s: gk 20cjollA] FARAL Qi Bnld o85S PCel=
253 AP} Q7] wiEe] Ao R FAuh=t], dEzo| Holds

157



rol

S FE A LSS siAstEis| ==F HM31R H25 (2023, 7)

5zl olEe FLHR] TTHE Heltk of7te] =5 PC
z2e] ofelg To] IR o8| TV} o] 2R FgErt
ol5e] sk A= RPG A=9] Zl0& HopbiA Aldls
e Bl AAY ZI0R ddEe] ofee Whlel e WS
Sfgk o} g1l SEE  gle AR Heltk 100hE2 20thek
o] PCER= E53 thlAlE ghgelle PO 52 THjdl olgEs
i, FPS, W=k 2ol FEsiaL slof wismhe= wnlds
B35 exgzo| A ugk gofly] whol 10ths: thdos wnlelA|
o ol8ASE SRS T mrld e 4191 BAdslE L

Tl exmx Alel Az 5o} mEZ AR 5 9k Folck

59} o] LCKel #13)% ‘LCK FAN DEMOGRAPHIC’
ZAL Aol whEr Sl APk Adnt o] 2RIl ZloR
gl 7]. 22 3d o] LCK 2t frido] 71 e A=)
AFNE AR o] 1007} 53.5%2 =2l 212 7189,
o] & v AR EulARIME 100]e] 2hT frede] 4434
OF ek ofgo] 3520, 30t HiRte v BHj ez

o $5HY Ao 34T 5 Ik

LCK A|Ext &Yt 0| 40| ZF2l

LoL eAX =0 S22 2AE 71X H & AlE

31 0|Lf

32.7%

o 46.0%

10cH 40cq

53.5% 44.0%

Fig. 5. LCK FAN DEMOGRAPHIC[7]

[l Conclusions

71E2] PC 7]to] of e}l 2wlEE, gl83] 5 muld 9%
78 Sl Ak eF=rt WHlY eFxolt) PC 7WE eSE
=7} @Adslelo] Qe Seideiel 2] def, WEY, suirel
Solpte muld exE= 2ljio] S8l gk B =Rl ol
vzte] mrll ey = 2] F9o] 2745 Bt ] =Rk

e2nE= Algle] S5 okt Lokt Wk A

=4 S7)se] iRl eriz A0S By el eamx A1)
R R DD R R P R EEE S E R
w100} el Al o} i TRkt 2o Ale Eelol
S Ik b ) Bl ez A4e BAS) Slehe
1002 FHo= Elbel o852 Sk ekl Haict

W ofEe T ekl exgx 414 BBl 2 lole B 5

oz

el
8

tlo

(

il

REFERENCES

[1] The 2022 Study on the Korean esports Industry, KOCCA,
2022.12

[2] Popular esports games in 2022 by viewership, Esports
Charts, 2022 (https://escharts.com/top-games?order=peak
&year=2022)

[3] The Games Market in 2022: The Year in Numbers,
Newzoo, 2022.12, (https://newzoo.com/resources/blog/the
-games-market-in-2022-the-year-in-numbers)

[4] Popular esports games in 2023 by viewership, Esports
Charts, 2023.06 (https://escharts.com/top-games?order=pe
ak)

[5] 2022 Broadcast Media Usage Survey Report, Korea
Communications Commission, 2022

[6] Household Internet penetration and computer ownership
rates, e-country indicator, 2023.04 (https://www.index.go
.kr/unity/potal/main/EachDtlPageDetail. do?idx_cd=1345)

[7] https://www.thisisgame.comywebzine/pds/nboard/267/Mm=1
20177

[8] https://www.mezzomedia.co.kr/data/insight m_file/insight
m file 1588.pdf

158



