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I-1. Global Entertainment & Media

Market by Segment

Image 1. Global entertainment & media market size per year
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|-2. Global Entertainment and Media
Market_ Growth rate

Image 2. Global growth rate per year
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|-3. Global game market : Current status

Image 3. Global game market size/arowth per year
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|-4. Korea’ s Game Industry: Current

Status

Image 6. Korea’ s game market size/growth by year
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|-5. Korea’ s Game Industry _Market size per platform

20,000

70,000

60,000

50,000

40,000

30,000

20,000

10,000

12
0

Online games

17,768

Image 7. Korea’ s game market size per platform
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|-6. Korea’ s Game Market _ Global share per platform

Image 5. Global MS of domestic games per platform
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|-7. Comparative positioning: Game industry vs other
domestic entertainment business

Game Business in Korea
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Games — Represents a growing share of entertainment &
media industry

Games account for an increasing share of Korea’s entertainment and media sales
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Games — Game playing hours
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Games — Past-time (2o0s) ol

Music listening
2%

Source: Changes in Media Usage and Spending
Korea Broadcasting Institute, 15 Feb. 2007

mnhn.



Games — Play Culture

CHeldl
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Games — Growing share of higher education workforce
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Games — Games and advertisement industry

Today and tomorrow of the global in-game advertising market
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Games —

Imports and Exports

700,000

600,000

500,000

400,000

300,000

200,000

100,000

B Export ™ import 671,994
564,660
387,692
23
172,743 205 108 /556
160,962
4
13 14

0

20014 20024 20034 20044 20054 20064

nhygy.



Games — Corporate bottom lines

Game companies’ financial performance
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Games — Current status of rating applications

CHeldl
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