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% 9B F ohAY 2lxZE Q9
O o229l A&o0 £23 olF
o o|2e ol = 43%7} 22kl Al
o

2 57l= MA zlthel A AlFol2=
ol Al =lAtSel oj= TE2 e S

rok

1= 22

- 0|3 oA 2k 19 45000 2 Ho| AdE &7= A2z FH==M, ol ol=&

MA Hojel Hel Aoz 25 M &
- 0jFE A upel Y AlRES B50|E 35.1%2s 52 AYD NNER 2

2 v Hoz Myg
o nj2e Musl Aol 237 Y=o U= el 23
o o|2e MA zje| Aol ME2
- o|2e crel@slelo s 9y MAECHE Of 2 A% F28 I
~ojx H 2ztbel AYARS 34.7%0] =2 HA NEB2R X|
2007H o= 209 =2, 2008A o= 30 EHe{, 2010H0

2te| N2 g "ol Aoz MYE

1o
x
>t
H
1o

A

O ol= AgAEe 54

i

M X}

o o

o 2zfel Aol FF/el o= A AlEn 2| olmoMes 25 Aol fME 2ol

olo

2|, &L Z2o|AHO|M, OIO|AZATE Xbox ¥IF2 Tojz1 Q

O A|ZH ZAL Z[22l NPDol| w28, 20080 HEHIE /= 10002 cizt HAH 23

<

=. 0l

= 4708 o7 8 Xbox-t 370t ot EHEl S O|AHO[MEIE JHHEHA =SS 2

- Ed 30| HolHe FFE O|Fc o= A AIEL &
ol

Aele M3 sl g el SoAZX| S22 =distn U
- ol % "zt X|&&E ZI7EME 28| 27 dojg2 o
sty Aldel thS=etE Al7]7] fleh =Y

= O
O AE|0[MO|L} Xbox2t Ct2H| Ehest A7 4 HE
o o

— [=]
7tssHAl o HEE 9o d5 22lo|7[= &
o SLSHA| ¢2 HAEZ ZHLo| thAl

- Olo|aARAZEALe] ZZME LIE (Project Natal) & EAIZ HF Aol

50| ot L S S SEFst7| ?lsll A7 HF thest =o{7h=H

(ZI&2] st==0] AolH) Eot= AFL AolH (7tEY AldE 7= H o

m
o
H
2
x
rir
io]
0x
i)

==t7t



oftol

O|Foi&d MY

H 7] Xbox BXte| A, g4, A=
2 2lAlsto] off& 7(7] glo] Eo SAuiez Algds £Z4 =+ JUA HF= ofo]
AZATEAS] ZZME LIERE2 2010 EAIE o
Ol 7|&0 AES E7|X 2UE M B0t =HBIXE Ages &2 + UM
sto Jlgle tiEst AlZ = A= AZIZHE = US
HElE 2Lt AL Zo|AHOM RHMAEES AlA EXY FE2 22UdS8 FX
s 7Algloll Btdste @Aalel. JEfLt Z2HEE LIE2 F MHel g2dg FA 50
&otetel o|Mst FRUNXIE elAlsHA &, o|lE & L= Ae chesiyt ofd
H A Hoz FMotE
03] Atzte| Szt M2 SAlof ¢lAler = U= HE[ E20]0] 7[s2=2 02 A}
2ho| AldS SAlol 22 £+ UA E
o AHel 2ZEQN UMEL ALY HEEZ 7| A™of| FHO=1D UAS
A AEES FE5t1 Je HEE, ofo|Z2AZTE ) 4 Qof A AZEof
HMET KA AdS 9ISt HEY A AESE 7Htko| 2D JUS
olz{st ot Aoz XEHEH Aoz Hel
St= Ul AlE HIC|2 AR T Al 7|& Ad7|et setE = U= HEERHE &
Alof| ZHetsictd ool 2 $38 g2 He=z 2¢l
St HIC|2 AIYSALSO0| o|= A[Fo XEs5H| fIshA =, thest AEER I OiA
ol 2h2, 1 thest & HEYE AEEYHE MUst=dl Mol & A
O o= A& ZI&Est st A SIALS
1. Nexon America
o Nexon America= O|= entertainment company MTV2} §e|E o, ‘FtEZ|O|H'2} !
HOo|ZEAEL'E o|= Ao|HOAH AZ AlAH FUS
CHEAIY: FtE2l0|H
- 4l& (Nexon)ARZ} 2004 ghE st FHEZIo|H= 22kl 2lojd dAF Al
sh=olA olo] =21 Aoz QA oX|D e FIEEPo|H= ofF D S&eh =&
2 g1 chestA HPFL A, MeEtMol 222 ZAeAA SOl 7[5 an] Azt
Hol 225 Hout A F2 1919 Al
- st=ollM ZtERPO|IH Al AAe= FERO|X|gE REFEEE Ssll st 609 0|
He S "ol S0l S
i EA2: mo]lZAE2| (MapleStory)
- A AFJRC|I20M HMZEfstn HEMAM MH[ASHE HO|E AEE2= MA ==2| 2D
AlOIE AZE dhalol 2zlel Alglel, =2 A2 A olo| 607H= o|atolAl 1A
Y olatel 3@ =& At UF



2. NC Soft

o NC Softel & 20059 Atatel 2 Eo|S 'Guid War'el MBxel o|F uf 2igoz
S0l 40%E LMAIZIT US

2005 =0| & RE A[Holl M HA of =42

CHEA 2 Guild War

— ArenaNetol|Al HM[ZtstD NC SoftdAl MH[ASHE 'ZES's 2212 A=z
oz el AolHIt SAlo £ = Ues Al

- 'ZEQ's ol 4 F=Ho| A2 THE HEIIE AOMME =2 HILE
gt Qle

- 20094 4¥, NC SoftAl= 60 (6 million) Z2E9 Al2|=7} Eof =[fct
IS,

- ZE2f|ol =HZ0l 'Guild Wars 2'= 1H I} OIXIIX| 2 R 22 MH|ATF HS

2 Zolof, otx EAl A2 LEEX AUZ.

- HEE O|EXE T 61%s HEES ALESTH 222 H P2 SR 2UAS
- 8t= A AMES olE n|ZEXEoH =22t A ZBE J|5E B e=zM 1
E2| A S FOF= Aol FAUAELC 52E
o MZo| EAlg= AYSd cfst ekl =5 ofAHE Met
- st= ZHiY AXMER Hct cieFstn ™ol 22 RoM MZo| EAIE= AHYEd
st MEE MIHMo=z Mastl EESE Zo| A&, o & 0, SHEE =AM
M, HEE 7i2/0f FAOIE, QEHY, &X S8 S5t0f Z1E XMIHMoZ slfof
st
=}
o A HARUEIS| HEHst Rof A =4
- 8t AU E2 consoles, FM7|7|LF PC S8 535101 Rl HAE a7 &=
= Zo| &%t Lot ol ZHE|Q} B SJto| 2 20| E



1
I[e}

<H

B}

I

1

7|0l A Hof

KF

E'n_l-

E

of 7ol 2ol et

ol
K1

b

oM
1]
ol

1

K|

=
[S)

2R 71E

=

ol=

ol

0K

AUCHE FHollA

Toll

——
1o

ojo
o<

r
ik

ofu

-22fel 7ol =& o|F

ol

eflo[AH| ol S &

=
=

[t Lo

o
E®?

E:

ol

L
—

hAE

= Al AIEolAM

HIC|I2 A 7Heol M=M=z LMol &

ol

)
HH
ofu

I

| - =35
T HEs

HoR| 2 AlYME AlZto] XLt

A
TT

|Ell © AfO]

— L
—

7ol

r=}
HH
ofu

Marketing Report



Korean Gaming Companies in the US

Why Entry into the US is Important

— Reported that 43% of the entire American population enjoys online games.

1w The US is considered the biggest gaming market with millions of users.

= Reported that the US mobile game market will also grow at an average rate
of 35.1%.

= Reports that US game market is bigger than Europe.

& US Game Market

- The US game market is dominated by game consoles.

w  The Nintendo Wii, Sony PlayStation and Microsoft Xbox are popular

consoles in the US.

— Casual gamers are growing in numbers over hardcore gamers.

= In the US, there is growing numbers of gamers in the female and older

demographics.

= Despite the struggling economy, this growth in demographics is increasing

thenumber of gamers in the US market.

= The Nintendo Wil has also find a niche by appealing to the casual gamer

with simpler controllers and gameplay.

- Era of easy—to—use controllers.



1w Microsoft released Project Natal which is bound to appeal to more casual

gamers.

1w~ New technology allows for the Xbox to be compatible with 3D video camera
that detect the gamers movements, voice, and facial expressions. This

technology is scheduled for widespread release in 2010.

1= This will allow for the expansion of more older and female gamers.

i Nintendo Wil and Sony PlayStation also releasing motion controllers that
detect movements from the users. However, Microsoft's Project Natal is
advanced in terms of detecting even the smallest movements in even human

fingers.

= With this new technology, many people will be able to enjoy the games

simultaneously.

- Game software companies are embracing and competing in game controller

technology.

=  Nintendo, Microsoft and Sony are all concentrating on game controller

technology. This trend is expected to continue.
= [t 1s suggested that if a Korean gaming development company can create a
controller that encompasses this technology, then that firm can gain much

Success.

& Korean Companies that have Entered the US

Nexon America

- Nexon America has a partnership with MTV. As such, Nexon games such as Cart

Rider and Maple Story have connected with US gamers.

* Cart Rider



= This is an online racing game released in 2004 by Nexon.
= This easy-to—play game has won top awards for its fun and excitement withgamers.

= The game is free—to-play. But with the charging of game items, the company has

enjoyed immense profit of Korean 60 .
* MapleStory

=" This 1s Nexon's world—first 2D side scroll online game. This game is available in

over 60 countries and has over 100,000 registered users.

NC Soft

- NC Soft's Guild War was released in 2005 in the US and Europe.
% Guild War

= Produced by ArenaNet, NC Soft's Guild War allows many gamers to play all at

once. The game has garnered kudos from many critics and gamers.
= [t was announced in April 2009 that 6 million Guild War units were sold.
= Guild Wars 2is expected to be released and be free-to—play.

- As such, firms such as Nexon and NCSoft are increasing promotion efforts in the

US, creating new ways forimage marketing for American gamers.

< Strategies for Korean Company in Entering the US

- Provide non-users with the opportunities to play Korean games.
= Opportunities to play online games are challenging.

= 61% of cell phone users are not using onlinegames.



= [Important to have non-users play and get interested in online games.

- Actively promote new games that are being released.

= Important for Korean game companies actively promote new games that are
released. For example, advertise via cell phone menus, website, the Internet,
magazines, etc.

- Maintain strong relationships within the gaming community.

= Important to keep relationship via consoles, PC, etc.

- Pay attention to the current market flows of gaming.

= (Gaming is keeping a strong position, despite the struggling economy.

= Korean firms should consider strategies and styles of Nintendo Wii and Sony

PlayStation to compete in the US market in the years to come.

- Need for Korean games to build higher reputation.

= Need for the Korean game industry to develop another Super Mario—type game that

will continue in popularity and profitability in the years to come.



