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Introduction to KIPA iE sk

d Established in 1998 by MIC to promote
Korea IT Industry

d Non-profit, legally authorized Government
Agency to promote S/W industry and D/C
iIndustry

1 No of Employees : Approx. 200

1 Home page : www.kipa.or.kr

KIPA-MH Song@iparktokyo-ABS H]F_‘ij‘ Korea FTIHD'USIFTPI’UMGTJ'M ﬂg&ncy 2



Introduction to KIPA

= [Park — Overseas office

L.ondon
o
Beijing@.T Okyo Silicon
Shanghdi@ @° Valley ®
Osaka
@
Singapore

KIPA-MH Song@iparktokyo-ABS KIPA-> Korea T industry Promotion Agency
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DC industry in Korea IFark

Estimated market size / growth rate

US $41.2 bil. Sector  CAGR

Game 325 %

Animation 59.8 %

US $18.8 bil. Mobile contents 62.0 %

e-Learning 60.3 %

D-TV Contents  49.0 %
US $2.8 bil. Publishing,,Music,etc  34.9 %
2002 2007 2010 Total 39.9%

Source : Reconstructed by the data form KIPA (2003)

KIPA-MH Song@iparktokyo-ABS
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IT— DC — Game Industry 2™

Mobile
Post PC = Communication

(Unit : %)

Vil CG/Animation

Intelligent \geslua
Robot

36 Game

Embedded Software '.,

E-learnin
IR 14 g

'0, Web information

%
) ) . * ETC
Game is the Key sector in the DC industry ! A

KIPA-MH Song@iparktokyo-ABS H’jm?:" Korea thustryﬁmmﬂﬂnﬂgenq 5




Game industry in the Economy iPark

Industry Growth Comparison

13.0% 66% .\(\du%‘”
World Game O\N'\(\g
Industry growth oct ot
e
World economy
Growth rate Semi duct
emi-conductor 0
(IMF, 2002) Revenue growth 3% -3% 4% 3% T gy 6%
2.8% (WSTS, 2002) = EE— [
IT growth rate 2 < ) Q A\ 2 @ 2
I ‘ (IDC, 2002) I | O«é‘\ it .\\&“ © @07’ é‘\\“ @&\ .\@\c’
! ! @ Q)O \(\Q/ @’b’ o\ Q
O(\ é{\\ )éo Q}Ib’ (’\\0
T & ©
0 € o
-2.3% ®
<World economy> <Korea economy>
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World Game Market — Total size

(Unit @ U$1l billion) (Source : Korea Game White Paper 2004. KGDI)
CAGR 10.4%

100

82.8

69.1
61.3 62.1 61.1
53.9
50 r
0 [ 1 |E— N 9 9 9 | 1
2001 2002 2003 2004 2005 2006
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World Game Market — P/F composition irark
(Unit : U$1 billion) (Source : Korea Game White Paper 2004. KGDI)
100% [J Etc = A Derivative Sale
90%
80%
70% Etc
60% 0 Console
50% 0 Arcade
40% x s O PC
28.0 9.4 29.4 ' 32.2 O Mobile
30%
O Online
20%
10% % 3.3 f 55
B.7 3.5 m‘ ﬁz 47 ﬁ
0% M I
1 2 3 4 5 6
KIPA-MH Song@iparktokyo-ABS H‘MJ'} Kores [deummnm’qgew 8



Korea Game Market — Total Size iPark

(Unit : 1 M$, 1U$=1,050 won) (Source : Korea Game White Paper 2004. KGDI)

I Including PC Café / Game room m Net Sales of Game Development

6000

CAGR 10.1% 5441

5000 [

4319

4000 t 3751

3241 |

3000 | 1 2767
332

879

2000 F
192 456

1000 r

2002 2003 2004 2005 2006
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Korea Game Market — O/G domination

(Unit : 1 M$, 1U$=1,050 won)

100%

80%

60%

40%

20%

0%

(Source : Korea Game White Paper 2004. KGDI)

[J Excluding PC Café / Game room

282
360 297
71
89| 08 |
139
157
u -
"
1
431
2002 2003 2004 2005 2006

KIPA-MH Song@iparktokyo-ABS

O Online @ Mobile OPC OArcade O Console
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Worldwide Online gaming Market Fark

Fy 2003 FY 2004

America(N,S)

| 28% _ N America(N,S)
A AsiaPacific 390

57%

AsiaPacific
65%

Europe

11%
<Source : World DC market survey report, KIPA, 2003>

= Market size : FY2003 U$1.7 Bn -> FY2004 U$2.7 Bn
» Online game, the fastest growing in the “game” industry
» Share of “America, Europe” market is increasing

KIPA-MH Song@iparktokyo-ABS Hjjﬁj" Korea ;deuswpmmﬂﬂm Agem:}r 11




Worldwide Online gaming Market iPark

America(N,S)

28%
AsiaPacific
65%
Europe
8%
0 Korea M China [Jdapan [UHong Kong

M Taiwan [ Singapore M Thailand [0 Australia

R FY 2003

3%

7% 51%

20%
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Export of Korean Game iPark

TTTTT

Export according Export according

to a nation to a Platform

obile
Tawan 0
170 _
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Co-relation between BB and O/G industry

Figure 26. Korea's Online Gaming Market — From Birth to Maturity in Five Years

$600

$500 +----—------ - - -

$400 +-----4f---

UsS$ mn

$200 +f----O)------1

stooft-—-—- A1 |-

5125
$ : !

163

$300 +--f-——-f--—— oo -

2

9318

|$341

NG5.7% 66.3% 66.6%

i |

SEEII]' |$41T

$447

66.9% 67.3% 68.9%

5478

1 70%
1 60%
1 50%
1 40%
1 30%
T 20%

1 10%

0%

Q: 099A 200

Strong co-relation between BB & OG (Korea case)

<Bear Stearns Research / Aug. 2004>

001A 2002A 2003A 2004E 2005E 2006E 2007 2008E 2009E

Broadband Household Penetration

KIPA-MH Song@iparktokyo-ABS
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Market driver : Broadband penetration iRark

Sl /

Korea
HongKong
Taiwan
Canada
Singapore
Japan
USA

U.K.
Germany
China

|
N
. \ . ©2003 B2007
\J Q,

*
0% 20 4 5 » % 40% 60% 80% 100%

Turning point for
online gaming
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Game Industry Promotion Strategy iPark

1. Technology development
& Infra-structure support

v Game engine & multi-platform technology
v Online game Testbed (domestic, global)

v Game component database

KIPA-MH Song@iparktokyo-ABS H‘W Korea ;deuswpmmﬂﬂm )qgem:}r 16



Game Industry Promotion Strategy

2. Production support

v Production facility shared service
v Pre production support
v Main production support

v Post production support

KIPA-MH Song@iparktokyo-ABS KIPA-> Korea T industry Promotion Agency

rrrrr

17



Game Industry Promotion Strategy iPark

3. Oversea marketing support

v Market research service

v Seminars & conferences (Tech. + Mkt'g)
v' GPP program (1:1 match-making)

v Trade shows (G-star 2005)

v gameNgame.com (GTB)

KIPA-MH Song@iparktokyo-ABS Hjjﬁj‘ Korea ;deuswpmmﬂﬂm )qgem:}r 18



Contact information

Miheon Song

Division Director / Digital Contents Promotion
Iparktokyo

81-3-5501-2847

ppsong@iparktokyo.com

KIPA-MH Song@iparktokyo-ABS KIPA-> Korea T industry Promotion Agency
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