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I. Introduction

 The use of advanced IT is changing the fundamental nature of 

business environment.

 IT is considered as the „enabling technology‟ that may improve the 

robustness and sustainability of a business ecosystem.

 The purpose of this research is to analyze the industry-wide impact 

of technology innovation - digital transformation at the level of an 

industrial ecosystem.



 An ecosystem of a group of organism evolve together and interact 

under the shared environment (Moore, 1996; Fransman, 2007).

 The healthiness of an ecosystem is related to 3 dimensions: 

productivity, robustness, and niche creation (Iansiti & Levien, 2004).

 Research on the relationship between IT and business ecosystem 

focused only on the “role” of IT within an organization.

- IT can facilitate sharing of information (Tranriverdi, 2006).

- IT can improve the ability to sense and respond to the external changes (Rabkin

& David, 2002)

 Actually, IT can affect the interactional and survival capacities of all 

companies within an industry – transforming the structure of the 

whole ecosystem.
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I. Introduction

 Scope of research: “Film Industry”

- The birth of this cultural industry itself is based 

on the innovation in a technology - the image 

processing technology called cinematographe.

- The embryogenic origin of the film industry 

makes the industry very sensitive to the use of 

advances in (digital) technology.

- Today, digital technology is used for the 

planning, production, compiling, editing, and 

distribution of movie products.



I. Introduction

 Method of empiricism in this research: 

- “Network Analysis” is used to visualize the changes in the relative 

importance of companies within the film industry ecosystem.

 Sample: Korean movie industry.

Japan China Vietnam Thailand

1.5/ 6.2 2.6/ 10.9 5.1/ 14.2 3.3/ 8.4

Time spent on Korean Movies 
out of total movies enjoyed

(2011, Unit: number of moves enjoyed)

https://www.youtube.com/watch?feature=player_detailpage&v=OJwAfDLFgqQ
http://www.youtube.com/watch?feature=player_detailpage&v=2HkjrJ6IK5E


II. Research Methodology

 Social network analysis visualize the structure of the node-link 

network (Wassernam & Faust, 1994).

 The characteristics of a social network can be analyzed using indices 

such as density, centrality, and core-periphery relationship (Scott, 1992).

 Centrality is appropriate in analyzing the relative importance of a 

company within a business ecosystem (Borgatti, 1995).

- Degree centrality is the level of direct relationship of a node with other nodes.

- Closeness centrality is the sum of distance between one node and others directly 

or indirectly reachable.

- Betweenness centrality is the degree that a node intermediate the relationship 

between two nodes.



II. Research Methodology

 Research Data

- Ending credits that appear at the end of a film.



II. Research Methodology

 Network Analysis

- We divided the evolution into 5 groups of periods.

- Moves with a notable use of digital technology are used as the critical incidents. 

E.g.

 2002~2005

 2006~2007

 2008

 2009

 2010

(2006)

(2007)

(2009)

https://www.youtube.com/watch?feature=player_detailpage&v=7lwdzPQ-63Q
https://www.youtube.com/watch?v=YnQXvQ1R4gg&feature=player_detailpage
https://www.youtube.com/watch?v=kJTP_tYkwZY&feature=player_detailpage


III. Results of Analysis

 Degree Centrality

- The number of companies with high degree-centrality is increasing.

- The proportion of companies performing digitalized functions increases.
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III. Results of Analysis

 Spring map of degree centrality shows that the companies performing digital 

processing are moving toward the center of the map.



III. Results of Analysis

 Concentric map of degree centrality makes it easy to read.



IV. Conclusion

 The result empirically shows the ups and downs of players in the 

film industry ecosystem, in conjunction with the use of digital 

technology.

 The companies that responded strategically and rapidly to 

digitalization substitute traditional analog function performers.

 Digital function players emerge as new centers in the network.

 Digital transformation increased the total number of players in the 

ecosystem of film industry: creating rich soil for start-ups

(in the case of the US: Pixar entertainment Massive Software).

https://www.youtube.com/watch?feature=player_detailpage&v=2olfNadRFus
https://www.youtube.com/watch?v=ZwkjW4bmpYE&feature=player_detailpage


IV. Conclusion

1. Fail to adapt

2. Analog survivor

3. Successful 

Transformer

4. New Entrant

5. Passive Adopter

6. Avatar Creator

TrustC

Changes in Industry Ecosystem and Corporate Responses



Thank You and

Enjoy your journey.

http://www.imdb.com/media/rm843615744/tt0499549
http://www.imdb.com/media/rm1423948544/tt1302011

