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Abstract

The game industry is an industry that has continued to grow mainly in online and mobile games, but
due to COVID-19 that occurred in January 2020, the number of game users increased rapidly than before,
entering a high growth trend. Therefore, this study was conducted to examine the changes in the overall
game industry, so that this study found out the current status of South Korea and the Chinese game
industry, which is a major exporter of Korean games after COVID-19 outbreak. Data collection and text
analysis were performed using big data analysis solutions including Textom and Ucinet. The data collection
period is from January 1, 2020 to August 30, 2021, and game-related online documents and news articles
from South Korea and China were used. After that, important keywords were classified and frequency,
connection centrality analysis, and CONCOR analysis were conducted. The results were summarized as
follows. There were a total of four issues in the South Korean game industry including e-sports industry,
industrial trend, shutdown system, and game law revision and three issues in China's game industry
including leisure activity, corporate trend, and content industry.
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