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Relationship
[Online]

Avatars
Iltem Transactions
Show Offs (SMS)

Show Off
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Hidden Character Search(Info Search)
In Game Event(Online-Mobile
Connection)
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Purchase Decision Process
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Factors

Deck Position
Brand Naming

Search (Preview, Web Search)
Ads (TV, Radio, Paper, On/Off)
Recommendations (Words of Mouth)
Try & Buy (Free Trial Versions)

Market Evolution
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Broadcast Marketing

® Advertisement through TV, Newspaper etc.
® Brand is advertised directly to the customer

Interactive Marketing

® Participation in Sweepstakes and Events
® Brand is advertised to the customer in an
interactive way

Intermediate Marketing

® Video and Article sharing
® Brand is promoted through customers’
participation and sharing among each other
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Promotion Video Created by GAMEVIL had tremendous
amount of success through “UCC Marketing” having
large quantities of views on Top Community Portals in
Korea of more than 1M views of the Video.

® NAVER BOOM Daily Best #2 - 399,441 Views
® MNCAST Best Movie #1 - 561,932 Views
® DAUM TV Pot Netizen Humor Best #2 — 101,031 Views
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Case Study : E7} &% 7]7] 3 featuring & AT 1A

® Users were exposed to the commercial
automatically when searching for famous celebrities
on the top portals, which drew the attention to the
game in an indirect way.

® This also induced people to share the commercials
on the web, having more than 1M views.
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Case Study : Nom In School
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http://www.gamedonga.co.kr/gamenews/screenshot.asp?bigimage=/images/news_images_g/gamevil070419.jpg
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Evolution Stages of Mobile Gaming

18t Growth ~ Transiton 2 Growth :  Transiton  : 3¢ Growth

{USA
Market Opportunity
2000 2002 2003 2005 2008
Subscriber Growth Repurchase Growth ARPU Growth
(Branded) (Original) (Online based New Billing Model)

e Subscriber Growth - Repurchase Growth - ARPU Growth
23
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e

e Direct Publishing
[Publishing]

e Global Cooperation
[Development]

eTapping the New Markets

[Cicensing]

@“GDC 2007: Gamevil Rises. New to America, but already at the top of their game...”
- IGN (Mar 7, 2007)
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