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(%) 3l 2550 1l 2551 Tl 2552f
" wad1 | Growth | aaf1 | Growth | aaA1 | Growth
nenamsnIsNvaNAuIS | 56616 | 134 | 62937 | 112 | ee117 | 51
 Enterprise Solution | 50470 | 117 | 55547 | 04 | 57550 | 36
® Mobile application 2.133 29 1 2,640 23.8 3,192 20.9
« Embedded SW | - 1937 | 308 | 2350 | 218 | 2725 | 155
‘eothers | 2075 | 176 | 2391 | 152 | 2651 | 109
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Related industries
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Cls
Enterprise Software '

Digital Content
Development
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Embedded Software
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Suppliers

‘ Academic Institutions
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IMD Thailand | Malaysia | Singapore | S. Korea Total
2550 Technological Infra. 48 18 2 6 55
2551 Technological Infra. 43 18 2 14 55
2552 Technological Infra. 36 17 2 - 57
EIU Thailand | Malaysia | Singapore | S. Korea Total
2551 E-Readiness Ranking 47 34 6 15 /70
2551 IT Industry 42 36 9 8 66
Competitiveness
WEF, INSEAD & ITU Thailand | Malaysia | Singapore | S. Korea Total
2550-51 Network Readiness 40 26 5 9 127
2551-52 Network Readiness 47 28 4 11 134
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Best Practice: 'sﬁmmn'mmmm 8IANISIRIUSITTHLALHITAALLNIHE (KOCCA) ?m
domalw Cultural Industry mufmmamasqmsq

Korea Culture and Content Agency (KOCCA)

VISION

To build a foundation for companies to grow as cultural contents
providers and become a major producer in Asia.

MISSIONS
as 1 dy [~ P= | as 1 P=| as 1 ‘:;
wmuﬂﬂaqméﬂﬂsnwnaﬂLuaﬂﬂmﬂmﬂmm‘na WRIUIAITINIINHNINUUSSINARNY q‘lumsuam‘daﬂu
(Korea Content) FOHANIATUDAHIANTTHIBIUTT TN
Main Roles
1. IncanlaurgiNaahuaR®
Cultural Content Industry (CClI)
6
2, a519las9aa9 MNINaT 3. auuauumu
wumu ccl Tiiia i G ‘ . welulad
ANMNLDNUD
AN daile
4. AnausuUALLASNAIS 5. 1WA
Nn¥zalITNLinilaa1sn dzaanlRnulsIN
Twnuyaains ccl NwIznIvUsEINA 18

x: ImMuaNes: NMINNYNDAIMBSITNHINED, Ministry of Culture & Tourism (2004) White paper on the Korean cultural industry  http://www.koreacontent.org



Korea Cultural Content Industry

Value Chain of Cultural Content

-

Cultural

Elements
» Traditonal

culture | S
* Story
» Texts

» Experiences
» Way of Life

UNL38%31n KOCCA

Creativity
New Idea,

New expression

Innovation

i
Content

stribut:on,
consumpticn
Convergence

Culture
Technology

Infrastructure

B &D
* Human Resowrrce
* Global Network

* Distribution system

* Funds

= Informaticn
*Law & Public
Pohicy

« Creative industry
* Copyright
/Licensing industry
* Culture based industry

« Riskv bnsiness
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Korea Culture and Content Agency - KOCCA
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MNYNBAI Korea Game Development
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