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An Empirical Analysis of the Regulation Effects
on Webboard Games using VECM

Yoo, Byungjoon*
Jeon, Seongmin™*

Abstract

Sales of online games companies that began from the small and medium-sized ventures, have grown to billions or
hundreds of million dollars to target the global market. The issues related with industrial policies and regulations for
game industry gain attentions. In particular, the Korean government has strengthened the relevant regulations of the
webboard game service across many departments within the government such as Media Rating Commission, Game
Products Administrative Committee, Ministry of Culture, Tourism and Sports, and Ministry of Female and Family. In this
study, we analyze the effects of government regulation on webboard games using a VECM(Vector Error Correction
Model). We have acquired the Gametrix time-series data during a year since July 2013. Having the co-integration
estimated in the analysis process, we attempt to identify the long-term equilibrium relationship within webboard game
industry and predict use time in near future. The results show that the use time has decreased to a third to a fourth
comparing to the initial value at the beginning point in 2013. Two representative webboard games are exposed to the
significant risks to have less or no use time. Additionally, we discuss the issues of the overall game industry influenced

by the changes of webboard games.

Keywords: Online Games, Webboard Games, Regulations, Time Series, VECM
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