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1 B pnderstandin _ Cultural Content

9 Cuitural Content ~ A commodity which embodies cultural elements based on
humang’ sensitivity, creativity and imagination and creates economic values

o Cutural Content Business — Business related to blanning, production, distribution
and consumption for cultural content
# US (Entertainment Ind.), UK {Creative Ind., fapan [Content Indil), China (813 2 %)
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Cultural

countries dominate 80% of the global market and Korea accounts for 2.5% in the world

and 12% in Asia.
o Average annual growth forecasts P08~°12] are 6.6 % for the global market and 8.8% for Asia,

o,

68.1 billion {4.2%)
53.5 billion (3.0%)
40.7 billion {2.5%)
39.5 biltion (2,4%)
35.5 billion (2.1%)

600.7 billion (40.1%)
139.2 billton (7.6%)
114.7 billion (6.6%)
102.1 bitlion (5.3%)
72.1 billion (5.8%)

CAGR(07~11) §

2009 2010 2011 2012
1.70 trillion (| 1.80 trillion f1.94 triltion | 2.53 triilion | 2.20 trillion |

370.1 billien || 398.2 biltion | 433.6 billion g 469.3 bitiion | 508.3 billion

- Sowrce : PWCI2008) FGlobal Entertainment and Media Qutiook: 2007-20114
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__ dusry Outiook - Korea

o Sales : KRW 44 trilion (2003) » KWR 58 trillion (2006)
(Average Annual Growth of 9.6%)

Average
2004 2005 2006 Growth

441857 ©500602| 539481{ 579,386

Blltons of Won

463233 | 458926| 465757| 436685 -1.9%

- 121,070 137.829] 126815 2.3%

B.663 260 534 4735 1379

185 126,815

PHHATY 12,214 65,431 F2.014 25,769 3,412 25,306 27487 19,883

1,480 436,685

19,079 730 2,401 7.4458 4.683 288 B.¥149 9,118 4 550 1z 57.928
164 857 am7 16.666 G71.994 24515 G 834 13397 5,901 189,451 54018 LT RGN )
a07. 184 anes § BG4y 207,556 1,818 [ 5,085 72563 2,415,540 211,804 316 [ 3,278,788 .




3 . Megatrends in Itrl Content(cont.)

Megatrend (1) : Acceleration in Digital Convergence

= Development of Technologies for compressing, storing, transferring

and processing digital images

% 3G(WCDMA) - a service realizing multimedia and global roaming and a data transfer speed
of 2Mbps

3.5G(WiBro, HSDPA) - a service with a much faster data transfer speed of 14.4Mbps

4G - a service enabling a single plece of equipment to use all the satellite, wireless LAN and
internet services with 100Mbps in motion and 1Gbps standing still

¥ Time for downloading large files — 2~3 seconds for 100 MP3 music files, 5~6 seconds fora
movie CD

= Convergence of Digital Media Equipment .
# All In One - Phone + Camcorder + Camera + MP3P + DMB

» Convergence of cable & wireless services, broadcasts &
communications and online & offline services

¥ “The second decade of a digital era is beginning.”- Bill Gates

Globalization | OSMUBM | Storytelling | Copyright %
| P
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3 ‘Megatrends in Cultural Content (Cont.)

Megatrend (2} : Globalization of the World Economy

= Open markets with FTA and DDA

% Expansion of knowledge-based services markets and emer gence of the soft economy
- Japan’s establishing Intellectual Property Strategy Division, a ministry level
division protecting Japans own intellectual property rights

= Global Media Groups’' Expansion of Entertainment Businesses
#* Enhanced production and distribution in blockbuster content for broadcasts,
movies, music, video games
# Walt Disney : Miramax{movie)-Pixar(CG)-ABC{broadcast)
% Time Warner : Warner Bros.{movie}-AOL{online portat}-HBO({broadcast)

% General Electric : Universal Pictures(movie}-Studio(theme park)-
NBC(broadcast)

# News Corp. : 20'h Century Fox(movie)‘-Myspace(UCC)-BSkyB/StarTV(broadcq_st-)’_ |

# Advancement of telecommunications companies such as Apple, Nokia, Sony,
MS and NTTDocomo into cultural content businesses

Convergence 18 Gioballzatlon ¥ OosmMu BM j Storytelting j Copvrighty/
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Megatrend (3) : One Source Multi-Use

= Concept

- On the basis of a single source content, various other content

products are created and the profits are maximized through synergy
and window effect.

* Window Effect : When production of some goods are closely related, except
the initial investment, marginal costs for reproduction are very low.

* OSMU is a business model for content licensing and merchandizing.

= Harry Porter’'s OSMU

% KRW 308 triltion (USD 271 billion) of total sal™

in 10 years ('97~'06) were generated by Harry Porter
publication, movies, video games, internet contents,
broadcasts, musie, commercials, etc.

| Convergencej Globalization

The site Tor shootlng HAFTy
attracis 300,000 visiters annually.

Storytelling |  Copyright %
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Example of content licensing between Korea and Japan{Daejangkeum)

Licengor : MBC

Animation
Media Mix F— | osMy b 2 .
: - Licensor :,
'- ACUE.}_S.S OST Productin:
Pubilicity commitiee
H Y £ H MBC
; aosung | f S -idramanet,’
KNTV i O YAHOO i Licensor: | ilicensor ; .
(03.1n | MCO @nitty ONT OFF NHK Global.Ud £ hoorentertain | INGmusic | IMBC,
Pl GOO (Korean textbook) : {Fan meeting) | {Cooking, . ment  {mysiciani Heewon .
_ SHOWTIME | FITAKESHOBO, (Paranse tid; ; Photo, 1 [ o 0 imeevon © Entertain
GYAO (novelizing) i{Fan meeting] : Stamps) ment,
MICO - OCN EIPHP Shochiku, AISC.Ld © Sonogon, -
i Femgy . OO (tairy tale) NHK (Cooking e onjinPEM
S NHK All MICO {Play) %t;ﬁto} e s
Hicense - : er = — — . _
enterprlse 1 lothers) © Merchandising | e oo oo
: : {Pachinka game) fontract

: Crahte, i

L NHK ;Jaeinenter Pony

C-LALATY : tainment, | canyon |

:Entisen elc!: {1 MICO -
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Storytellingj: Copyright
L 6




3 Megatrends in C

Megatrend {4} : Storytelling

» Storytelling is the core of the content businesses involving dramas.

# Lion King, orlginated from a Japanese TV animation KImba the White Lion; Mulan, a Chinese

Legend; the Lord of the Rings, an English fantasy novel; Pocahontas, an American Indian
historical story

Cultural Content are the combinations of fun, storytelling, experience
and impressions.

% “Consumers buy stytes, stories, experiences and emotions in products.” :
“We will sell stories In the future.” - The Dream Society by Rolf Jensen, a futurist

™

3 - Megatrends in Cultural Content (Cont.)

Megatrend {5) : Reinforcement of Intellectual Property Right Protection

- Pirécy problems cause the doldrums in the digital content market.

#* Piracy caused an estimate loss of KRW 27 triflion (USD 23.8 hillion) for last 5
years ('03~'07).

= The US and Japan are dominating the global content industry with
their intellectual property rights.

# The US is the world’s largest licensing market, and the character licensing
accounts for 44% of the market.

The Korean government tries to reinforce intellectual property right
protection.

% Copyright infringement level by International Intellectual Property {IIPA), 2008
- Korea is listed in the Watch List.

% Copyright protection level by International {nstitute for Management
Development {IMD), 2007 ~ Korea is Ranked 34% out of 55 countries.

| convergence | Globatization | osmusM f storytelling




1. Organization

« 4 Divisions & 15 teams

In~housge Auditor

E.Strategic Pianning _findustriea Promation Infrastructure Divisioné Culture Technology
H Drivision Division : : Division
' = & Z ~ :
hY; - T W g—J E c — o O Y 9
=) o = J = - = @ pa = c o O n
S = = L b =Y & 0o 2. = Q e 28 -
3 = a O o ot — = 3 o <) ] =
= 2 iy z =, = @O s = = 0 o Y
= fa w3 22 =2 o w w — c
o » P = P38 35 £ P iRB 124 o o o = 2o
= .32 S o 2 & TE T [ iPpiio D 9 oF 0. o >
= 2o T = =4 3 & < g @ [} ¢ o & 5 O
255 @ 53 .3 1§81 51§92 8¢ TS iip, 8
3 o B @ 3 P g o g Q@ ig a 4] Q 3 = 2
< 3 3 3 b o 5 3 =3 8 ° = 5 =
=) il 3 o = & o~ c 3 o = 3
= > o & =4 @ = 5 3 a > 3 -~
g - 3 = > a o w o i o 5 - Q
- §i:= T = =4 ~ ~*

Introduction o-_ KOCCA (Cont.)

2. Mission

= Train and foster skilled professionals for the cultural content industry
- Focus on training creative talents for the global content business
~ Discover potential talents and support relevant institutions
- Provide cyber education and comprehensive information on HR

* Facilitate international Marketing and exports
- Promote globalization and introduction of Korean cultural content
- Provide comprehensive information on international markets

= Support development of technologies for the cultural content industry
- Develop cutting-edge cultural technologies for high added values
- Research into the strategies for the future and technology transfer




2. Major Activities

» Build foundation for advanced cultural content logistics
- Make and operate systems for categorizing different contents
- Manage copyright issues for public cultural contents

= Diversify promotions concerning variety in cultural contents
- Reinforce comic book industry as a source of other contents
~ Promote Character licensing and marketing
- Support Korean animations for both pifot & main projects
= Establish KMDC and Support Korean musicians’ international advancement
- Aid quality edutainment contents in exports and {ocalization
~ Support digital contents based on new media such as DMB, IPTV

KOCCA (Cont.) |

2. Major Activities {Cont.)

= Facilitate the use and development of original cultural contents
- Facilitate the creation of original cultural contents
~ Promote the public and commercial use of the original contents
- Provide original cultural contents online via www.culturecontent.com

= Develop and research into cultural content strategies
- Develop mid and fong-term strategies for cultural content industry
- Establish statistics and databases based on continuous research
- Promote legal services in favor of the cultural contents industry
- Assess KOCCA’ s own supporting businesses




fincrease in mutual understanding of
different cultures and Asian values




Korean Craft Promotion Foundation

Guiding Korean Craft to the World Korean Craft Promotion Foundation

Korean Craft Promotion Foundation is a specialized craft organi-zation, under
the Ministry of Culture, Sports and Tourism, founded to promote and
encourage Korean cultural craft industry. In this century of culture, our craft
art is preparing new take-off to the world. Korean Craft Promotion Foundation
arranges liberal encounter of excellent Korean Craft and general population
and actively performing the globalization of Korean Craft to develop and
distribute international cultural craft goods carrying cultural image of Korea.

Korean Craft Promotion Foundation revives the heritage of Korean traditional
craft that bears insight and wisdom of ancestors, supports enthusiastic young
craft artists and promotes cultural production companies to domestic and
international market. The foundation is conducting following tasks in order to
support transparent and direct marketing of craft goods and cultural tourism
products.

[] Research & Development

o Research on the Distribution and Actual Condition of Korean Cultural Craft
Goods

o Research and Develop

o Excellent Cultural Craft Goods Design

oJoint Research with Craft Artist, Company and Academic Institution

o Provide Related Seminars for Cultural Craft Art, Symposium and Craft
Academy

o Study Copyright and Legal Support System

[0 Promotion
o Support Intangible Cultural Properties and Traditional Craft Artists
o Cultivate Young Craft Artists
o Assure Marketing Alternatives and Distribution Channel
o Open Overseas Exhibition, Expo and Craft Fair



[J Online Business (Digital Information Center)

oBuild D/B for Craft and Cultural products
o Networking relevant sites

o Build Web D/B for Craft Artists

o Provide Data & Information

o Provide Data & Information

[] Offline Business

o Planning Craft Related Programs

oManage Gallery (Prepare Spedal, Exhibition, Exchange Exhibition, Overseas
Exhibition and Others)

o Participating overseas fair

o Planning Craft Fair

Korean Craft Promotion Foundation

182-2 Gwanhoon-Dong Jongro-Gu Seoul 110-300 Korea
Tel +82-2-733-9040~2  Fax +82-2-720-3015
http//www.kepf.or.kr



