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A Study on Current Status of Games On Demand

Lee, Myoun—dJae / Professor of Dept, of Multimedia, Namseoul Univ

In case of the service of the existing PC package game, the production cost is high
and the illegal copies by Internet is widespread, To prevent, game production companies
and distributors provide a GOD(Games On Demand) service that players download some
part of the game by internet to play games, But, there is little research on current
status of GOD service in the country, Therefore, in this paper, we analyse the structure
of GOD service, describe domestic and foreign current status and research the problem
and solving methods of GOD, This paper gives useful information to companies providing
GOD
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