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100,000 km²

48 million in population 

GDP: ú622 Billion

GDP per capita: ú12,821

South Korea isé
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The South Korean Market

Internet

Mobile

Entertainment



-4-Source: 1) Korea Internet & Security Agency, 2007 

Usage ratio (%)

2001 2002 2003 2004 2005 2006 2007

Average

usage time

(min/day)56.6
59.4

65.5
70.2

72.6
74.5 75.5

76.4

85

95.6 96.9
103.7 103.7

Heavy Internet Usageé

¸ Over 37 million users (2.9% of worldwide users)

¸ Annual growth of online advertising 45%, commerce 30%

¸ Entertainment content growing by 40% CAGR
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éOver High Speed Broadband Internet Infra

¸ Over 94% of total homes, over 15 million subscriptions

¸ The highest penetration rate in the world

Source: 1) OECD, 2009
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-6-Source: 1) Internet World Stats
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Local players (Naver, 

Daum, Nate) have nearly 

70% of market share

Strong Local Players vs. Struggling Global Players 



-8-

(Mil, %)

Total subscribers PenetrationWCDMA subscribers

0.2

5.7

16.5

2003 2004 2005 2006 2007 2008

40.2
43.5 45.6

93.8%
89.8%

83.2%
79.4%75.9%

70.1%

38.3
36.7

33.6

Source: 1) MIC, NSO

Wireless

58%

Wireline

42%

Highly Penetrated, Larger Than Fixed, Mobile Market

SKT

KTF

LGT

KT

SKBB

LGD
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2010~1996~1980 2002~ 2006~

AMPS
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ô96CDMA ô02 1x EV-DO ô06HSDPA 
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ñThe Worldôs First Commercialò

Data

Transmission

Speed

(kbps)

Evolution in Mobile Network in S. Korea
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Fast Growing Asian Entertainment Market

Source: 1) PWC, 2009
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TV

65%

Music

2%

Game

20%

Film

13%

Total

Market Size

ú9.4 Billion

Majority of Entertainment in Korea is Media and Game

(ú6.0 Bil)

(ú0.2 Bil)

(ú1.2 Bil)

(ú1.9 Bil)

Source: 1) KOCCA, 2009
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TV Market Highly Sophisticated, Dominated by Networks

Source: 1) Korea Communications Commission, 2008

(úMil)

Channel Programmer

2,271

Satellite TV

221

Radio

304

S-DMB

68
T-DMB

5

TV Network

1,908

Cable Network

1,227

Å33 Stations

Å49 Channels

Å103 SOôs

Å210 Channels

Å1 Entity

Å214 Channels
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Online Game

75.1%

Mobile Game

8.4%

Video Game

14.1%

PC Game

1.2%

Arcade Game

1.2%

EA

NC Soft

Blizzard

Nexon

¸Key Business Model : 

Internet cafe

¸Key Players

Unique Game Market of Korea

Total Market 

Size

ú1.9 Bil
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Film Market, Mostly Contributed by Box Office, Is Facing 

New Era of Online Consumption

¸ World 10th largest market

ï US$1.4 billion

ï # of theatre = 320; # of screens = 1975

¸ Box Office accounts for 80% of total film market 

¸ Relatively small market for 2nd window (DVD) due to piracy

¸ Increasing online consumption

ï VOD Services, IPTV

ïWeb P2P market is estimated to amount to ú3 billion

Source: 1) Korea film council
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Source: 1)  Music Content Industry Council

(úMil)

Music Industry Almost Online Now 

¸ Online music takes 82.4% of the market

Online

30.8%

Mobile

50.6%

Offline

18.5%

ú45 Mil

ú123Mil
ú75 Mil

Offline

(2008)

Online

Total
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SKT Approaches

Wired/Wireless Internet

Content

Broadcasting
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17

CDMA service

Segment

Marketing

Growth in Telco industry

Expanding market size

June

NATE

Growth in data revenue

Data revenue composes
25% of total revenue

Cyworld

MelOn

Growth in convergence

Building Win-Win biz model
with convergence partners 

Satellite DMB

1988 ~  

1999 ~ 

2004 ~ 

Worldôs first to 

commercialize CDMA Establishing data biz model

Voice Only

Voice & Data

Convergence

SK Telecomôs Innovation History


