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ABSTRACT

The game industry has grown to represent the domestic cultural industry, but the
socio—cultural status of the game is not as high as industrial growth. In the early 2000s, the
problem of dysfunctional use of youth games became a social issue and the game culture policy
was established for 15 years. The purpose of this study is to examine the effect of policy on
the prevention of dysfunction, The prevention of dysfunction of the game is somewhat effective,
but the diffusion of positive function is insufficient and the improvement of recognition becomes
more negative tendency. The effect is insufficient compared to the policy results. It is necessary
to adjust the direction of game culture policy through consideration of securing basic data,
post-management of policy, enhancement of cultural meaning, and universality of game culture.

Keywords : Game culture policy(AlIE-3}4 #), Dysfunctional(¥”7]%), Positive(s£7]%),
Policy effect(* 2 & 3})
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[Table 1] Youth Game—Immersion Annual Review :
2012~2017(%)

year
e 2012 | 2013 | 2014 | 2015 | 2016 | 2017

MGS 08 | 07 | 0.7 | 0.7 | 0.7 | 0.7
S-MGS | 12 | 12 | 15 | 18 | 1.8 | 19
Normal | 926 | 92.2 | 90.7 | 858 | 856 | 815
AGS 54 1 59 | 71 [ 11.7 | 120 | 16.0

% Reorganize the content of the <Game-Immersion Survey
Report> in 2012~2017

* MGS = maladaptive game usage

* S-MGS = syndrome maladaptive game usage

* AGS = adaptive game usage
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2.2
5.2
814
11.2
2013

2012~2016(%)
2013

2012
1.5
2.9

82.8

12.8

2012

year
S-MGS
Normal

year

MGS
AGS

[Table 2] Adults Game—Immersion Annual Review :
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[Table 3] Opinion on game Annual Review :
2002~2009(%)
Qpimion Negative Normal Positive

year

2002 10.2% 55.9% 33.8%

2003 15.1% 61.0% 24.0%

2004 16.8% 37.2% 46.0%

2005 20.9% 42.5% 36.6%

2006 28.8% 41.4% 29.8%

2007 30.8% 43.0% 26.2%

2008 17.2% 47.8% 34.9%

2009 49.0% 37.1% 13.9%

% Reorganize the content of the <Korea Game White
Paper> in 2002~2009
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[Table 4] Opinion on game by platform user Annual
Review : 2001~2009(%)

pinion Online Mobile

year Pos. | Nor. | Neg. | Pos. | Nor. | Neg.

2001 403 | 418 | 11.2 | 316 | 474 | 131

2002 353 [ 531 | 11.6 | 304 | 60.7 | 89

2003 247 | 647 | 10.7 | 176 | 70.8 | 11.7

2004 626 | 313 | 6.2 | 616 | 359 | 26

2005 534 | 391 | 75 | 466 | 450 | 83

2006 422 | 432 | 145 | 43,6 | 339 | 226

2007 394 | 4563 | 1563 | 357 | 672 | 71

2008 116 | 295 | 59.0 | 56 | 254 | 69.1

2009 199 | 35.0 | 45.1 | 14.0 | 40.0 | 46.0

% Reorganize the content of the <Korea Game White
Paper> in 2002~2009
*« Pos.=Positive / Nor.=Normal / Neg.=Negative
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[Table 5] Does the game interfere with your
child's studies?
opinion 8
— Yes Don’'t Know No
2016 54.0 115 345
2017 51.7 16.6 31.7

% Reorganize the content of the <Game Users Survey
Report> in 2016~2017
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[Table 6] Shutdown time limit : 2014~2016(%)

year inion ease CLlfr?ree%t strengthen
2014 285 26.5 45.0
2015 30.9 285 40.6
2016 42.3 29.2 28.4

% Reorganize the content of the <Korea Game White
Paper> in 2014~2016

[Table 7] Age restriction using shutdown :
2014~2016(%)

- pinion ease c llfl?ﬁe%t strengthen
2014 21.8 29.4 48.8
2015 23.7 287 47.6
2016 35.2 30.6 34.2

% Reorganize the content of the <Korea Game White
Paper> in 2014~2016

[Table 8] The need for an optional shutdown :
2014~2016(%)

inion
— Need Normal No Need
2014 64.5 19.7 15.8
2015 61.3 24.2 14.5
2016 63.8 14.4 219
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% Reorganize the content of the <Korea Game White
Paper> in 2014~2016
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