ISSN 2636-0853(Print)
2020 - 1+2g3 ISSN 2384-2881(0nline)
=

=23
YL
Eglc

o

A

>

v
/Y
& N
Ww v
\/\/\/\ A4

AVAVAVAYA

F\/\/\/Y
A
VA

GLOBAL
GAME
INDUSTRY
TREND

@) 1 =¢os =iz N 5 laite nuss
M22 AH| EHES| A, ZM[CHE [0t AIUAIY H2f - UKIE, = 50 A/ A HHS ?{ot 107kK] Mot 2 E
2 HAME S 6 QIAIOIE
HISTHA/QIABIA /SR E HIQ/A|Y FA Zei= ‘BlH|o|=’ Al EF=/Z20|AH|0] M 255
@ 3 AL A= @ 7 Ol Ao
2] 0f 2| /A|2 LY #El ES(MENA) HJAIZ/0t0]= A HE]
4 11%1s 52 -'-'-- g il el
25t LIO|AE/AHRLIAHO|M ZHE ‘HA|’ IAAPA 2019/PAX South 2020/D..C.E. Summit 2020/GDC 2020

Sk ZRIXTIZ A

KOREA CREATIVE CONTENT AGENCY




GGIT

GLOBAL

GAME INDUSTRY TREND
CONTENTS
2020-1+22s 1 No.39

1. 224 0|A TFA 05
ME2 AH| EMES| = ZMCHE 2ot AAIY
1. ZHtHe 721042 06
2. ZMIEHe] 2hAl 20¢ 09
3. ZAlCHeE A 11
4. 3t2 A Aol ZAICH ZH| EfA 15

2. AU E S 19
DHIYA || MZ2L 40 D Z [HRE ‘HiETA’ 20
OFEILY A =2 KEM|CH A AHRA 27
SE|R2C 2, AIYA ATt JHkRI XICH 32
A A SHE QIJ| AERH A7 B =¢ 38

3. Azt AL 23} 43
EHofQlo| MM ZSIst= AU A Hiz[o 2| Bl 44
A L AE, OFS el 2| £EHOR of2E 4 9lof 51

4. Y| 5 57
UM et Mol 3t Lto| o] 58
BIME 7L £EXFst @HEY F{EL|AH|0|M ZHE ‘Hx| 63




5. AlQlAtgl HYSE 67
UKIE, = F5of Y &Y LHS 28 107HK] HMeH EE
1. UKIES] 107FX] A of 68
2. 107kX Hetel =2 e 69
3 AAHE 71
6. 2IAIO|E 73
‘2lofjo]2’ A ERES| Bt T4
Z2|0|AH[O|M 255 H, 2| et MY 82
7. 0|HZE Aot 89
[XIH] ZE(MENA) A A 90
[EHZ] OtAI0|= AU ME], ZHILA YL L|X|Ot! 105
8. Al el 115
IAAPA 2019/PAX South 2020/D.I.C.E. Summit 2020/GDC 2020
1. [Latest] IAAPA Expo 2019(11.18~11.23) 116
2. [Upcoming] PAX South 2020(1.17~1.19) 120
3. [Upcoming] D.I.C.E. Summit 2020(2.11~2.13) 122
4. [Upcoming] GDC 2020(3.16~3.20) 123




GGIT




F

i

UKIE, 8= HE0

107tX] H|

OBAL GAME INDUSTRY TREND

GLC

3] (UKIE) 7} A9

_‘_mH
w|
B

e ER

2019 11¥ 15% 7R

A A kol

et

kel

B A}

A=

=

A
Rt O|Z27|7HK| Cf

of] i
A A

L

3|2 A, M= 4507 O]

Ch B[] HHMZM 2n 2 A 7| HFE 2 Tr=A AlY A

7]
q
=

.
(s}

=9
A

el
2| A, AfH]

=

=

8l oF

S

A7t
YA, H

A

UKIE(UK Interactive Entertainment)= &=29| 7|
=

7, Arg] Zdte] tjx]

1. UKIES| 107}X| H|ot

1.1. UKIE 7H2 ¥ 107}X| M|ote| i A
AIE{E|QIHE

=13

s

2tol, 2HtY o, 2&, PC, eSports, VR/

T 9o, 2

o=z

of
o1
o

A

| HI=L

HAFS2

|

7=

O UKIES| S HOICE =, 7|

_I

A

1t QIE{HE|E lEE|
7

F=0[ A
==l

68



UKIE dtstoll= ABS, Crekd 3! 8M & (Equality, Diversity
& Inclusion, EDI Group), AeAZX JE(eSports Group), AIP 1

E(IP Group), A=etsdd (Mixed Reality) 3&, AMMIE(Policy
Group), AZ2 8 HFL[FH0]M 22(PR & Communication group)
O] 23 &0|H, F=2| A1 A QIEHE|IE AEHQIHE MYS X[/

ot7] ?fefl Crefet Amels 2ot ALt

1.2. 107tX] m|ete] HiE

UKIEE &= ZMS 9= 20194 118 15 Xp7| ML} HICIQR AHY
5! QIE{HE[E AEEHQIHE Mol &I HYS OfEA X¥E &
U=X| HYoh= MARS YHEIMCEL Ol BME AE O[THHQ 2
HE gt AoZ, IS M 2|09 AY MY SHXZ HET| ¢
oF Al kg em ot

2. 107tX| H|gte] F£2 L

2.1 A1Y Mo cit 3XRF £

o=@ 2l(Arts Council) 3 =7HE# 7|2 (National Lottery) 52
E¢ff 2ot HIC|2 A (cultural video games)oil CHet & Xt2
2 MSEo=MN et HERAY 2ofetel Ly Y As A
otstCt

2.2, A|U3 CIX|H 2ol

X718 Arel ®ekel O XY =83 (digital llteracy) RESE=

oF HICIR Al Agg QIX|e e et 0|9 2, &
2

Holo) MEHS0| 22191 A Gt B B 4 9

o

69



70

GLOBAL GAME INDUSTRY TREND

23. 41 =Xl st x|

HEH A HAE|H(London Games Festival) 2t SAFSH A7 FE&= 7|
E XY AU HAE|HO| XtFE MST2=M, = X|F H|C|2 A
MAS| HZ AlIE LS SXY S NQHeIL). 0|2F &, xH7| HE
7t A B otAQF W e Soff Ad[Xte] Kojof CHet A XY Mef
£ Y s s

2.4. = A|Y7139 =l

HICIQ 2ol AMIE HMZte XI@sts 9= AIY7|3(UK Games
Fund)2 2H&st 2 HAQ AYE X4 7t HIXL AR T8ts)
= O 230 2 = A= I=HEES K-S Qs =7t 7|58 ==

X|ol| QIE{HE|E AEH|QIHE SHAHES 2FE5H7| floh YAISl
e NP2, =7t dXje|E &0t W= 28 Ml 982
|20 A2 Heretrt

M=ol BE stug C|X|e g (Digital Schoolhouse)Z B0 &2
= OlZI0|S0A| =0] 7|8te] ARE WS Al7|= oHH, nal Lo
M BE B=0f st o5 T2 AHYUS A8SEE Mg HE A

[
=
m
|0
_|T|_
0Q
%
¥a
>
MY
i)
~
O
N
(an]
im
|_
rLH>+
g
Jal
=
_a
-
e
>
18
i
o



un

Ofsted* ™7} 7|

oh7l=

=3
=

J

i
oF

2.10. eARX

eAILX FOFO| Z82
H eAZX QIXY7t
H|ZL| A} O

3. AMAFE

UKIEO| X}7[HEE Ch

Z0|2t= x|t xt

Wb DH20|M H|C| A

I

tof| 7|of et

=198
= -

CIXE

o

ujo

@ Office for Standards in

o=z HeICt

Education, Children’s Ser

vices and Skills. 2§ ‘1€

/1



72

SLOBAL GAME INDUSTRY TREND

s
G

MCV-Ukie outlines its 2019 general election manifesto for the UK video game industry,
2019.11.15

UKIE-TheNextLevel: Priorities for the Games and Interactive Entertainment Industry,
2019.11.15

UKIE-Ukie launches Next Level manifesto, 2019.11.15



