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Industry Overview

CHAPTER 01



Description: In 2020, the total sales revenue of the content industry in South Korea amounted to around 128.3 trillion South Korean won. This was the highest recorded number, and continues a trend of yearly increases. The broadcasting industry accounted for 
around 17.1 percent of the sales revenue. Read more
Note(s): South Korea; 2014 to 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Sales revenue of the content industry in South Korea from 2014 to 2020 (in 
trillion South Korean won)
Sales revenue of content industry South Korea 2014-2020

http://www.statista.com/statistics/1155001/south-korea-sales-revenue-content-industry


Description: In 2020, the broadcasting sector of the South Korean content industry posted a sales revenue of around 22 trillion South Korean won. Other sectors with high sales included publishing and information. Overall, the total sales revenue of the content 
industry in South Korea amounted to around 128.3 trillion won that year. Read more
Note(s): South Korea; 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Sales revenue of the content industry in South Korea in 2020, by segment (in 
trillion South Korean won)
Content industry sales revenue in South Korea 2020, by segment

http://www.statista.com/statistics/1154973/south-korea-sales-revenue-content-industry-by-segment


Description: In 2020, the import value of the content industry in South Korea totaled around 921 million U.S. dollars. This represents a decrease from the previous year. Imports peaked in 2014, at a total value of 1.29 billion U.S. dollars. Read more
Note(s): South Korea; 2014 to 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Total import value of the content industry in South Korea from 2014 to 2020 
(in billion U.S. dollars)
Import value content industry South Korea 2014-2020

http://www.statista.com/statistics/1155024/south-korea-import-value-content-industry


Description: In 2020, the export value of the content industry totaled over 11.9 billion U.S. dollars. This represents an increase from the previous years, as well as the highest recorded export value. Between 2014 and 2021, the total export value of South Korean 
content has increased by over 126 percent. Read more
Note(s): South Korea; 2014 to 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Total export value of the content industry in South Korea from 2014 to 2020 
(in billion U.S. dollars)
Export value content industry South Korea 2014-2020

http://www.statista.com/statistics/1155021/south-korea-export-value-content-industry


Description: In 2020, the export value of the South Korean gaming industry amounted to around 8.2 billion U.S. dollars. The gaming industry made up 68.7 percent of the content exported that year, followed by characters and broadcasting. The overall export value 
of the content industry in 2020 totaled around 11.9 billion U.S. dollars. Read more
Note(s): South Korea; 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Export value of the content industry in South Korea in 2020, by segment (in 
million U.S. dollars)
Content industry export value South Korea 2020, by segment

http://www.statista.com/statistics/1155014/south-korea-export-value-content-industry-by-segment


Description: In 2020, the number of businesses in the music industry in South Korea amounted to around 33.1 thousand. Music businesses made up the largest share of companies within the South Korean content industry, with one in four active companies working 
in music. This was followed by businesses related to publishing and gaming. That year, around 99.6 thousand businesses in total were active in the content industry. Read more
Note(s): South Korea; 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Number of businesses in the content industry in South Korea in 2020, by 
segment
Amount of businesses content industry South Korea 2020, by segment

http://www.statista.com/statistics/1155003/south-korea-number-businesses-content-industry-by-segment


Broadcasting and film

CHAPTER 02



Description: In 2021, the sales revenue of the broadcasting industry in South Korea totaled nearly 24 trillion South Korean won. This continues a trend of revenue increase which has been ongoing since 2014. It was also the highest revenue recorded in the same time. 
Read more
Note(s): South Korea; 2014 to 2021
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Sales revenue of the broadcasting industry in South Korea from 2014 to 2021 
(in trillion South Korean won)
Broadcasting industry sales revenue South Korea 2014-2021

http://www.statista.com/statistics/1166599/south-korea-sales-revenue-broadcasting-industry


Description: In 2022, the movie industry's sales revenue in South Korea amounted to approximately 1.7 trillion South Korean won. That year, movie production in South Korea resulted in a total of 817 released movies. Read more
Note(s): South Korea; 2008 to 2022; box office revenue, value added, and overseas sales included
Source(s): KOFIC 
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Sales revenue of the film industry in South Korea from 2008 to 2022 (in 
trillion South Korean won)
Movie industry sales revenue in South Korea 2008-2022

http://www.statista.com/statistics/831717/south-korea-film-industry-sales-revenue


Description: In 2022, the sales value of movies on online VOD stores amounted to around 170 billion South Korean won. This represents an increase from the previous year. The domestic online VOD market has experienced fast-paced growth since 2021. Read more
Note(s): South Korea; 2013 to 2022
Source(s): KOFIC 
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Sales revenue of the Internet video on demand (VOD) movie market in South 
Korea from 2013 to 2022 (in billion South Korean won)
Internet VOD movie film sales in South Korea 2013-2022

http://www.statista.com/statistics/831858/south-korea-internet-vod-movie-market-sales


Description: In 2020, the production sector of the animation industry in South Korea posted a sales revenue of around 480 billion South Korean won. This made it the most successful industry sector, followed by distribution, which generated sales worth around 56 
billion won. Overall, the South Korean animation industry made a sales revenue of around 553.3 billion won that year. Read more
Note(s): South Korea; 2020; revenue from theater and broadcasting exports excluded
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Sales revenue of the animation industry in South Korea in 2020, by industry 
(in billion South Korean won)
Sales revenue of animation industry South Korea 2020, by industry

http://www.statista.com/statistics/1044862/south-korea-animation-industry-sales-revenue-by-industry


Description: According to a survey conducted in South Korea in 2022, around 23 percent of respondents stated that they had watched animation once or twice per week. A similar share, at around 22 percent, consumed it nearly daily. Read more
Note(s): South Korea; July 22 to August 22, 2022; 3,500 respondents; 3-69 years; South Koreans that consumed animation within the previous year
Source(s): Global Research; Korea Creative Content Agency 
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Frequency of consuming animation in South Korea as of August 2022
Frequency of watching animation South Korea 2022

http://www.statista.com/statistics/1043513/south-korea-frequency-of-consuming-animation


Music

CHAPTER 03



Description: In 2021, the sales revenue of the music industry in South Korea totaled around 9.4 trillion South Korean won. This represents an increase of around 55 percent since the previous year. The music industry accounted for 6.8 percent of the total sales 
revenue of the domestic content industry that year. Read more
Note(s): South Korea; 2014 to 2021
Source(s): MCST (South Korea) 
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Sales revenue of the music industry in South Korea from 2014 to 2021 (in 
trillion South Korean won)
Music industry sales revenue South Korea 2014-2021

http://www.statista.com/statistics/1165896/south-korea-sales-revenue-music-industry


Description: In 2021, the export value of the music industry in South Korea amounted to around 775.3 million U.S. dollars. Read more
Note(s): South Korea; 2005 to 2021
Source(s): MCST (South Korea) 
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Value of music industry exports from South Korea from 2005 to 2021 (in 
million U.S. dollars)
Value of music industry exports from South Korea 2005-2021

http://www.statista.com/statistics/625158/south-korea-export-music-industry


Description: According to a survey conducted in South Korea in 2022, around 47 percent of respondents stated that they listen to music almost every day. Only around 12 percent of respondents listened to music less frequently than once a week. Read more
Note(s): South Korea; July 22 to August 26, 2022; 3,500 respondents; 10-69 years; people who experienced music content over the past year
Source(s): Global Research; Korea Creative Content Agency 
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Frequency of using music content in South Korea as of August 2022
Music content usage frequency South Korea 2022

http://www.statista.com/statistics/940692/south-korea-music-content-usage-frequency


Description: According to a survey conducted amongst South Korean music listeners in 2022, around 37 percent of respondents stated that they streamed music almost every day. Overall, over 78 percent of those surveyed listened to music on a weekly basis. Read 
more
Note(s): South Korea; July 22 to August 26, 2022; 2,344 respondents; 10-69 years; people who use music streaming services
Source(s): Global Research; Korea Creative Content Agency 
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Frequency of using music streaming services in South Korea as of August 
2022
Music streaming services usage frequency South Korea 2022

http://www.statista.com/statistics/943251/south-korea-music-streaming-services-usage-frequency


Description: According to a survey conducted in South Korea in 2022, around 59 percent of respondents stated that they used the international streaming giant YouTube to stream or download music contents. A similarly popular service, at around 55 percent, was 
South Korean music streaming platform Melon. YouTube's paid music streaming service, YouTube Music, was used by around 18 percent of Korean respondents. Read more
Note(s): South Korea; July 22 to August 26, 2022; 2,667 respondents; 10-69 years; people who use music streaming or download services
Source(s): Global Research; Korea Creative Content Agency 
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Most frequently used music streaming or download services in South Korea 
as of August 2022
Most frequently used music streaming or download services South Korea 2022

http://www.statista.com/statistics/943272/south-korea-most-frequently-used-music-streaming-download-services


Description: As of April 2023, the music streaming app YouTube Music had around 5.2 million users in South Korea. With this growth, it now has more users than domestic service Melon. YouTube Music experienced great growth since October 2020. Read more
Note(s): South Korea; October 2020 to April 2023; 10 years and older; Android and iOS users
Source(s): Wiseapp 
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Number of music streaming app users in South Korea from October 2020 to 
April 2023, by music app (in 1,000s)
Number of music streaming app users South Korea 2020-2023, by music app

http://www.statista.com/statistics/1349404/south-korea-music-streaming-app-android-users-by-app


Comics

CHAPTER 04



Description: In 2020, the sales revenue of the comic industry in South Korea totaled around 1.5 trillion South Korean won. This represents an increase from the previous years, and continues a trend of annual increases. The comic industry accounted for 1.2 percent 
of the total sales revenue of the content industry that year. Read more
Note(s): South Korea; 2014 to 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Sales revenue of the comic industry in South Korea from 2014 to 2020 (in 
billion South Korean won)
Comic industry sales revenue South Korea 2014-2020

http://www.statista.com/statistics/1165902/south-korea-sales-revenue-comic-industry


Description: In 2020, the sales revenue of the South Korean comic book industry's online comic production and distribution sector amounted to around 588.3 billion South Korean won. It was the most successful sector, and was followed by the comic book sector, 
which achieved sales of about 560.5 billion won. The total sales revenue of the South Korean comic book industry that year was approximately 1.5 trillion won. Read more
Note(s): South Korea; 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Sales revenue of the comic industry in South Korea in 2020, by segment (in 
billion South Korean won)
Sales revenue comic industry South Korea 2020, by segment

http://www.statista.com/statistics/1047206/south-korea-sales-revenue-comic-industry-by-segment


Description: In 2020, most businesses active within the South Korean comic book industry were based in Seoul, with 1,515 companies located there. A further 1,295 companies were based in the Gyeonggi province, with all other areas in South Korea recorded less 
than 500 registered comic book companies each. Overall, the total number of comic book companies active in South Korea have continued to decline in 2020. Read more
Note(s): South Korea; 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Number of businesses in the comic industry in South Korea in 2020, by area
Number of companies in comic industry South Korea 2020, by area

http://www.statista.com/statistics/1047248/south-korea-companies-in-comic-industry-by-area


Description: According to a survey conducted in South Korea in 2022, around 87 percent of respondents stated that Naver Webtoon was one of their main sources for reading digital comics. Naver Webtoon was translated and launched globally as Line Webtoon and 
focuses on webtoons, a type of digital comics that originated in South Korea. Other popular digital comic services included Kakao Page and Kakao Webtoon, formerly known as Daum Webtoon. Read more
Note(s): South Korea; July 22 to August 26, 2022; 3,411 respondents; 10-69 years; South Koreans who had used online portals for reading comics within the previous year
Source(s): Global Research; Korea Creative Content Agency 
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Main service used for consuming comics in digital format in South Korea as of 
August 2022
Service used for consuming comics in digital format South Korea 2022

http://www.statista.com/statistics/1046088/south-korea-service-for-consuming-comics-in-digital-format


Description: According to a survey conducted in South Korea in 2022, around 65.6 percent of respondents stated that they read digital comics or webtoons after charging their platform-specific access pass, such as Cookies on Naver Webtoon. The majority of the 
remaining respondents paid a fee for each episode of specific comics. Read more
Note(s): South Korea; July 22 to August 26, 2022; 1,558 respondents; 10-69 years; South Koreans who paid for digital comics before
Source(s): Global Research; Korea Creative Content Agency 
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Most common way to pay for digital comics or webtoons in South Korea as of 
August 2022
Method of paying for digital comics South Korea 2022

http://www.statista.com/statistics/1263095/south-korea-digital-comic-paying-method


Description: According to a survey conducted in South Korea in 2022, comedy was the one of the most preferred digital comic genres of around 39 percent of South Korean comic readers. Other highly popular genres included action and fantasy, at around 37 
percent and 34 percent respectively. Comics are popular in South Korea, and the majority of South Koreans read comics digitally. Read more
Note(s): South Korea; July 22 to August 26, 2022; 3,411 respondents; 10-69 years; South Koreans who had consumed digital comics within the previous year
Source(s): Global Research; Korea Creative Content Agency 
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Preferred digital comic genres in South Korea as of August 2022
Popular digital comic genres South Korea 2022

http://www.statista.com/statistics/1046244/south-korea-preferred-digital-comic-genres


Other media

CHAPTER 05



Description: In 2020, the sales revenue of the South Korean publishing industry amounted to around 21.7 trillion South Korean won. This was the highest sales revenue recorded for the industry, and continues a trend of annual increases. After a few years of decline, 
the number of businesses in the publishing industry started to increase again, standing at about 25 thousand in 2020. Read more
Note(s): South Korea; 2014 to 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Sales revenue of the publishing industry in South Korea from 2014 to 2020 
(in trillion South Korean won)
Publishing industry sales revenue South Korea 2014-2020

http://www.statista.com/statistics/1155044/south-korea-sales-revenue-publishing-industry


Description: In 2020, around 25.24 thousand businesses in the South Korea were in the publishing industry. While this is an increase from the previous year, the amount of publishing businesses in South Korea has been declining since 2014. Read more
Note(s): South Korea; 2014 to 2020
Source(s): Korea Creative Content Agency; MCST (South Korea) 
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Number of businesses in the publishing industry in South Korea from 2014 to 
2020 (in 1,000s)
Amount of businesses in publishing industry South Korea 2014-2020

http://www.statista.com/statistics/1155080/south-korea-number-of-businesses-publishing-industry


Description: According to a survey conducted in South Korea in 2021, around 19 percent of respondents stated that they had read an e-book in the previous year. This represents an increase from the previous year. The rate of reading e-books had dropped in 2015, 
but has been regaining popularity since then. Read more
Note(s): South Korea; September 15 to November 12, 2021; 6,000 respondents; 19 years and older
Source(s): Korean Publishing Research Institute; MCST (South Korea) 
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Share of adults who read e-books in the previous year in South Korea as of 
November 2021
Share of adults reading e-books in South Korea 2011-2021

http://www.statista.com/statistics/948985/south-korea-adults-reading-e-books-share


Description: As of 2021, the market value of South Korea`s gaming market amounted to around 20.99 trillion South Korean won. The country`s gaming industry is one of the largest in the world. Over the past decade, the market has continued to grow; the market 
value is estimated to grow up to 25.86 trillion won in 2024. Read more
Note(s): South Korea; 2006 to 2021; * Estimated. Note: 1,000 South Korean won equals 0.78 U.S. dollars or 0.74 euros as of January 2023. Figures have been rounded. Numbers before 2019 are taken from previous reporting. Read more
Source(s): Korea Creative Content Agency 
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Size of the gaming market in South Korea from 2006 to 2021 with forecasts 
for 2022 to 2024 (in trillion South Korean won)
Gaming industry size South Korea 2006-2024

http://www.statista.com/statistics/825058/south-korea-gaming-industry-size
http://www.statista.com/statistics/825058/south-korea-gaming-industry-size


Description: When asked about "Video game purchases", 14 percent of South Korean respondents answer "Yes, on in-game purchases". This online survey was conducted in 2023, among 2,021 consumers. Read more
Note(s): South Korea; July 2022 to June 2023; 2021 respondents; 18-64 years
Source(s): Statista Consumer Insights 
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Video game purchases in South Korea as of June 2023
Video game purchases in South Korea 2023

http://www.statista.com/statistics/826415/video-game-purchases-in-south-korea


Description: In 2021, the rate of radio usage in South Korea lay at 16.2 percent. This represents a decrease from the previous year as well as the lowest rate of use in the past decade. Radio usage has continuously decreased over the past years, down from 34.6 
percent in 2011. Read more
Note(s): South Korea; 2011 to 2021
Source(s): Korea Creative Content Agency; Korea Press Foundation 
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Radio broadcast usage rate in South Korea from 2011 to 2021
Radio use rate in South Korea 2011-2021

http://www.statista.com/statistics/1270328/south-korea-radio-usage-rate
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