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Abstract

As South Korean animation, or K-animation, rises as an appealing investment choice for buyers
overseas such as international distributors, investors and OTT platforms, this report aims to propose
approaches to the K-animation market by exploring relevant industrial trends, successes and
government policies.

2

The worldwide success of “The King of Kings"” has presented a new turning point for the
K-animation industry.

- The film offered a breakthrough for the animation industry, which generated KRW 1.1 trillion
in revenue and USD 124.8 million in exports in 2023, a 21.7% decline from the previous year.

- “"The King of Kings" collected USD 60.27 million at the North American box office and USD 76.62
million worldwide, becoming the highest-grossing South Korean film in North America.

- The key factors to its success include: innovative VFX technology powered by Unreal Engine,
strategic targeting (Christian consumers in North America), complete IP ownership enabled by
100% domestic funding, and Hollywood-class localization strategies.

2

Technological innovations, new partnership models and reinforced government policies have
influenced the structure of the animation industry, creating new growth engines.

- The implications of the success of “The King of Kings"” for the K-animation industry include: the
expansion of the market’s main target from infants and young children to include adults and the
shift in focus from the domestic box office to simultaneous global releases.

- As the first animated feature film based on the Bible in 27 years since DreamWorks' “The Prince of
Egypt”(1998), it strategically targeted a niche market, which turned out to be successful.

2

The government is providing more systematic support for the industry, following the rapid
transformation of its environment.

- In April 2025, the Master Plan for Promoting the Animation Industry (2025-2030) was announced,
an initiative to nurture the animation industry as a national strategic industry.

- The plan includes setting up a 150 billion-won animation-specific fund, with the goal of reaching
KRW 1.9 trillion in revenue and USD 170 million in exports in 2030.

2

Proposing insight into K-animation from a business-wise perspective.

- The success of “The King of Kings" proposes three key directions for K-animation: improving
production efficiency and quality through technological innovation, innovative partnership models
that minimize risk and creating a stable investment environment based on government support.

- To gain a competitive edge in the changed K-animation market, the focus should be on strategic
technological partnership, not just outsourcing, as in the case of “The King of Kings."

- (Technological innovation) Co-production powered by Unreal Engine and sharing real-time
animation technology and expertise

- (Partnership model) Combining horizontal collaboration that ensures autonomous creation and IP
ownership with expertise in localization

- (Utilizing policy support) Investment linked to government funds and utilizing the Korea Creative
Content Agency (KOCCA)'s infrastructure in key overseas locations

V
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1. Introduction

 The first South Korean animation to collect over USD 60.27 million (around KRW 83.4 billion)
at the North American box office. A worldwide revenue of USD 76.62 million. More than 1.24
million tickets sold in South Korea". All these numbers point to one movie: “The King of Kings,"
a South Korean animated film released in 2025.

- These figures surpass those of Bong Joon Ho's “Parasite” (USD 53.85 million at the North
American box office), the Palme d'Or-winner at the 72nd Cannes Film Festival. The animation
is the most successful South Korean film in North America ever and considered a case that
proved K-animation's commercial competitiveness in the global market.

The Box Office Results of “The King of Kings”

* Source: Box Office Mojo (as of August 18, 2025)

» Nevertheless, the South Korean animation industry still faces complex limitations overall,
including a production environment largely targeted toward infants and young children, low
budgets and limited distribution channels, with the possibility of global expansion applicable
only to few exceptional cases.

- With a focus on the success of “The King of Kings,” this report analyzes K-animation’s
potential in the global market and its competitiveness as content, proposing strategic insight
into possible partnerships with international buyers.

- In particular, it specifies key elements to be considered by international buyers, including
content quality, market reaction, production methods and localization strategies, with the
goal of providing in-depth information on partnership opportunities K-animation can offer
within the global content ecosystem.

1) As of August 18; Source: Korean Film Council's Korea Box Office Information System (KOBIS)
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2. The Current State of the K-Animation Industry and the Global Market Environment

n The Size of the Global Animation Market and Changes in Trends

o (Global market) According to the 2024 Animation Industry White Paper, as of 2023, the size
of the global animation market is estimated at USD 389.2 billion? and is projected to grow
continuously amid the global expansion of OTT platforms and the increasing number of people
watching animation on digital devices.

- As a result of such trends, the global animation market is expected to grow 6.1% annually on
average, possibly reaching USD 623.2 billion in 2031.

The Size of the Global Animation Market (2023-2031) Unit: USD million
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* Source: Cognitive Market Research. (2024). Global Animation Market 2024. (Adapted)

* (South Korean market) According to the 2023 Content Industry Survey Report, the South
Korean animation industry generated an estimated KRW 1.1 trillion® in revenue in 2023, up
around 23% from the year before.

- Online animation production, in particular, showed annual growth of 57.9% on average for the
past three years, highlighting the industry’s shift to and growth potential on the Internet and
OTT platforms, in addition to television and cinema.

The Annual Revenue of the Animation Industry, by Type of Business

Unit: KRW million

Category Subcategory 2021 2022 2023
Original animation production 435,743 518,557 522,033
Animation Subcontracted animation creation 136,813 141,624 142,833
production - — -
Online animation prpducnon 16,237 44108 40503
(Internet/mobile)
Animation dlstrlputlon and public 60.866 90136 89547
relations ! ! !
Animation
distribution Box office revenue 81,928 96,712 304,102
Exports to TV networks 2,860 3,471 4,963
Online animation Online animation service
distribution (Internet/mobile) 21,072 26,413 28,631

* Source: Korea Creative Content Agency. (2025). 2023 Content Industry Survey Report. (Adapted)

2) Korea Creative Content Agency. (2024). 2024 Animation Industry White Paper. (p. 200).
3) Korea Creative Content Agency. (2025). 2023 Content Industry Survey Report. (p. 195).
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o (Export) The animation industry exported USD 124.8 million in 2023, down 21.7% from the
previous year.

- Among the exports to major continents, North America accounted for the most (37.8%), with
USD 46.58 million, followed by Japan, USD 25.99 million (20.8%), and Greater China, USD
21.99 million (17.6%).

The Animation Industry’s Exports to Major Countries/Continents by Year

Unit: USD million
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2022
2023
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* Source: Korea Creative Content Agency. (2025). 2023 Content Industry Survey Report. (p. 198). (Adapted)

e (Trend) According to the Korean Film Council's Korea Box Office Information System (KOBIS),
as of 2023, the three highest-grossing foreign films at the South Korean box office were all
animation.

- The films, in order of revenue, were "Elemental” (watched by around 7.24 million and grossed
around KRW 71.1 billion), “Suzume" (watched by around 5.58 million and grossed around
KRW 571 billion and “The First Slam Dunk” (watched by around 4.88 million and grossed
around KRW 51 billion).

- In contrast to the past, when family movies dominated the domestic box office, the trend is
shifting to targeting older audiences aged 12 or above.

e Furthermore, as the demand for animation has grown significantly, especially on global OTT
platforms, investors are flocking to the field.

Global OTT Platforms Increasing Investment in Animation - Netflix

- Founded Netflix Anime Creators' Base (Tokyo, Japan; September 2021).

+ Produced animated short film “The Dog & the Boy" in collaboration with WIT Studio and
the Al company Rinna.

+ Sony Pictures' "KPop Demon Hunters" topped the global film category in 41 countries (June 2025).
Netflix has also filed a trademark application for the film with the U.S. Patent and Trademark Office
(July 2025).

Netflix

Japan - Signed a multi-year co-production agreement with Studio Colorido (April 2022)

- Contributed to the production of “Blue Eye Samurai,” a Netflix animated series by animation
studio Blue Spirit

- Contributed to the production of “Love, Death & Robots,” a Netflix animated series by
animation studio Blow Studio

France

Spain

* Source: Korea Creative Content Agency. (2025). The Paradigm Shift in the Global Ecosystem & International Co-Production:
Strategies for Ensuring the Competitiveness of the South Korean Animation Industry. (Adapted)

4) Korea Creative Content Agency. (2025). 2023 Content Industry Survey Report. (p.198).
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B The Structure and Key Challenges of the South Korean Animation Industry

¢ (Focused on infants and young children) According to the 2024 Animation User Survey,
South Korean animation was predominantly considered to target infants and young children.
In particular, in the survey, the most common reason that respondents aged 10 to 69 did not
watch South Korean animation was because "it is mostly for young children.”(43.5%, selected
as a top 2 choice)

Reasons for Not Watching South Korean Animation

Unit: %

It's mostly for young 435

children

It's not as fun as foreign 43.4

animation

30.8

The characters don't feel as
familiar as foreign ones

It has few showings

Lack of promotion

It's hard to find theaters
showing it
Other Among top 2 choices

@ Top choice

* Source: Korea Creative Content Agency. (2024). 2024 Animation User Survey. (p. 71). (Adapted)

- This leads to negative perceptions such as that there is a lack of animated works for various
age groups and that even the works intended for those other than infants and young children
lack quality in stories or art styles or deviate from mainstream genres, which makes them
less appealing for the general public.

- Likewise, animated works based on major webtoon IP tend to be produced not domestically
but by Japanese production companies®, which are relatively more experienced and skilled
in producing animation targeting younger to middle-aged audiences.

(Lack of investment) According to the 2024 Animation Industry White Paper, the continued
stagnation of the animation industry is leading to a lack of animation companies or projects
that deliver visible results, resulting in a contraction in investment and therefore more difficulty
in financing production®.

- In particular, the 2024 Survey on the Results of Animation Support Programs, which analyzed
challenges faced by companies that participated in the programs between 2019 and 20237,
showed that their biggest difficulty was securing additional funding (82.4%).

- When asked what kind of improvement should be made in regard to animation support
programs, the top responses were, in order, increasing subsidies (24.0%), diversifying
support programs (19.2%) and linkage to follow-up support programs (13.6%), which
highlights the urgent need for support in financing production.

5) “Tower of God" (Telecom Animation Film), "Noblesse" (Production I.G), "The God of High School” (MAPPA), "Solo Leveling” (A-1 Pictures),
"Doctor Elise” (Maho Film)

6) Korea Creative Content Agency. (2024). 2024 Animation Industry White Paper. (p. 92).

7) n=210; single-response
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e (Production environment) Animation requires more time and money for production than other

fields of the content industry, as it involves stages such as planning and development, creating
character and background design. Additionally, efforts to improve production efficiency using
technology like Al are urgently required.

- The production environment needs improvement in order to resolve staffing shortages
resulting from brain drain (gaming/webtoon field) and poor working conditions, and to build
global competitiveness.

Policies, Support and Legislation for South Korean Animation

* (Legislation) The Act on the Promotion of Animation Industry (“Animation Industry Act") was

enacted in December 2019 to lay the foundation for the development of the animation industry
and reinforce its competitiveness by outlining what is required to nurture and support the
industry.

- The Act covers formulating and executing master plans and action plans regarding the
animation industry; building the basis for promoting the industry, including nurturing
professional talent and supporting global expansion; and fostering a fair environment and
employee protection.

After the enactment of the Animation Industry Act, a total of seven partial amendments®
were proposed at the 215 and 22" National Assembly, with three of them being passed in the
plenary session.

- The latter includes two proposals by Rep. Jeong-ju Yoo (210354 3: Amending content relating
to formulating animation master plans & 2113511: Defining “animation employee,” prescribing
sanctions against non-payment of wages, amending supply and distribution provisions) and
a proposal by Rep. Yu-jeong Kang (2200021: Preferential treatment in financial support for
those using standard contract forms)

(Government) In April 2025, the Ministry of Culture, Sports and Tourism (MCST) announced
the Master Plan for Promoting the Animation Industry (2025-2030), driven by the vision to
nurture the animation industry as a leading content industry, alongside six key initiatives.

The Directions of the Master Plan for Promoting the Animation Industry

Improving Industrial Cooperation
by Increasing Investment

Creating the Basis for Future Growth by
Nurturing Professional Talent

- Financial support such as setting up animation
investment funds

- Nurturing professional talent in animation
planning & development
- Nurturing professional talent in Al video content - Funding support and promoting international

co-production

Support in Strategic

Global Expansion Promoting the Merchandise

- Expansion into key markets such as
Greater China and Southeast Asia

- Strategic marketing support for South
Korean animation by utilizing key institutions
overseas

Expanding the Industry’s Scope
in Line with New Technological
Advances Such as Al
- Building the basis for utilizing new technology
in the animation industry
- Support in developing Korean-style
Al technology for video content
- Establishing a foundational ecosystem
for Al video content

- Raising awareness about Al video content
and support in domestic/overseas distribution

Economy Using Animation IP

- All-encompassing support for content IP
- IP licensing through inter-industry convergence
- Business promotion

Maximizing Animation IP's Value
According to the Changing Media
Environment

- Diversifying the form, genre and medium of
animation IP

- Promoting short-form animation

- IP expansion through convergence with
traditional media and platforms

- Broader application of the animation genre in
other fields

* Source: The Ministry of Culture, Sports and Tourism. (2025). 7he Master Plan for Promoting the Animation Industry (2025-2030).

(Adapted)

8) Four at the 21% National Assembly and three at the 22" National Assembly
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n Animation Promotion Policies in Other Major Countries

* The U.S. implements stable growth strategies such as rebooting classic IP and producing
sequels to series, alongside consistent investment in animated content by main OTT platforms
like Netflix and efforts for improving production efficiency.

- (Government/organizations) National Endowment for the Arts (NEA)' grants for creators, tax
incentives for animation production in specific states (the state of Connecticut, for example,
offers a 10% to 30% tax credit for animation companies.)

- (Companies) To improve profitability, major production companies such as Walt Disney
Studios, Pixar and DreamWorks Animation are rebooting classic animated films and producing
sequels while increasing production efficiency using Al technology.

Japan implements efforts such as promoting the adult animation market, collaboration with
global OTT platforms, expanding IP businesses through production committee systems, and
co-producing animation with South Korea (CJ ENM and TBS).

- (Government/organizations) Protecting intellectual property rights, formulating strategies
for reinforcing soft power, the “Cool Japan” initiative® (Intellectual Property Strategy
Headquarters of Cabinet Office), projects to nurture animation talent (Agency for Cultural
Affairs)

China is working to diversify its animation by producing animated works based on South
Korean IP such as “The Girl Downstairs” and by introducing Al technology. The government's
active policy support, as well as large investments from major IT companies like Sina Weibo
and Tencent, have also led to more animation distribution on online platforms.

- (Government/organizations) Support for the animation industry (National Radio and
Television Administration of China), education for copyright protection and industry control
(National Copyright Administration of China), the 14™ Five-Year Plan, which includes the goal
of building cultural prowess by 2025

Canada is actively attracting domestic and international investments through government
subsidization and tax relief (refunding around 40% of production expenditures in Canada as a
tax credit)

- (Government/organizations) The Ontario Computer Animation & Special Effects Tax Credit
(OCASE) offers a 18% refundable tax credit on labor expenditures related to computer
animation and special effects activities' (The Government of Ontario)

(Implications) Based on these cases in other major countries, the following approaches can be
proposed for policymaking in South Korea.

- (U.S.) Increasing tax relief for animation and promoting investment in high-budge projects

- (Japan) Nurturing the adult animation genre and introducing business models for webtoon-animation IP

9) A policy (slogan) formulated by the Japanese government to promote various aspects of Japan, including its popular culture, fashion and food, thereby
improving the country’s image and generating economic benefits.
10) Ontario Computer Animation & Special Effects Tax Credit(OCASE). https://www.ontariocreates.ca/tax-incentives/ocase
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- (China) Reinforcing the role of the government as a bridge to strategic partnership with global OTT
platform

- (Canada) Attracting international production companies and securing technological advantages through
strong financial support

3. Analyzing the Success of “The King of Kings"

» With the expansion of OTT platforms and the rise of works targeted toward adults, the global
animation market is seeing a rapid increase in the demand for high-quality animated feature
films.

- In contrast, Korean animation faces structural limitations such as its target predominantly
being infants and young children, low investment rates and shortages in production staff.

- Considering these circumstances, the success of “The King of Kings,” fueled by VFX- and
Unreal Engine-powered production and global narrative strategies, serves as an exemplary
case that proposes the desirable directions of South Korean animation.

n Planning and Production Strategies

e (Target setting) From the planning stage, “The King of Kings” was targeted toward the
North American market, where 62% of the population is Christian (according to the 2024
Religious Landscape Study by Pew Research). This made the English-language project an
unprecedented case in South Korean animation.

- (Christian culture) In the U.S., Christian movies have a high potential for long-term box office
success because they are not reserved for missionary or educational activities but are in
steady demand among families and communities.

- (Differentiation) While major studios in Hollywood have been neglecting the production of
religious animation, citing lower global profitability, “The King of Kings,” the first Biblical
animated feature film in 27 years since DreamWorks' “The Prince of Egypt” (1998), was
produced to strategically target the niche market.

¢ (Production and investment) The production of the film took around ten years, starting in 2015,
and was entirely financed by private investors (KRW 36 billion in total).

- (Strategy) The film was funded domestically and privately only, due to concerns over
interference in creation and IP ownership transfer, even though overseas production in
locations such as Hollywood makes it relatively easier to secure funding.

- (Investment structure) Investments from acquaintances (securing early seed money) =
Investments from content funds (securing leverage) - Increasing VFX commissions for
overseas projects (generating cash flow) - Selling company shares + using personal assets
(financing completed)
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B Distribution and Marketing Strategies

* (Distributor) The U.S. distributor of “The King of Kings"” was Angel Studios, a media company
specializing in religious and family content.

- The distributor, which led the success of “The Chosen” series™ and “Sound of Freedom,"?
has a profound understanding of and networks for North American Christian and family
moviegoers.

- (Release time) After acquiring the distribution rights to “The King of Kings"” in November
2024, it released the film in the U.S. during the Easter season (April 11, 2025), the biggest
season for Christian content.

- (Effect) The film had 3,200 and 3,500 screenings in the first and second weeks, respectively.
Church communities and families flocked to theaters over the Easter holidays, building the
momentum for the film’'s early success.

 (Marketing) Low-cost, high-efficiency marketing took place, including creating a buzz among
moviegoers on social media and the pre-sales of tickets based on crowdfunding.

- (Campaign execution) Showings were followed by the “Pay It Forward” campaign, which
asked the moviegoers if they wanted to donate a ticket for someone who had yet to watch
the movie, inviting a moviegoer to promote it to another.

- (Effect) Such grassroots marketing allowed the film to receive strong support from its key
targets without the financial burden of advertising. It also earned an A+ on CinemaScore
and a 98% rating on Rotten Tomatoes in its opening week, gaining credibility, as well as the
loyalty of moviegoers.

Content Narrative Strategies

e (Original work & inspiration) “The King of Kings"” is an animated film that portrays the life
of Jesus Christ based on “The Life of Our Lord,” an unpublished manuscript by the English
novelist Charles Dickens.

- (Plot) The film follows a plot where Dickens tells his son, Walter, the story of the New
Testament through a frame narrative that explains what makes Jesus the true “king of kings,”
making itself feel more familiar to the audience while emphasizing its credibility as classical
literature.

- (Scenario) The scenario was written over three years based on the original work. During this
process, a task force of pastors, historians and theologians verified the historical accuracy of
the film regarding the New Testament, reinforcing the work'’s quality and storyline so it goes
beyond a simple adaptation.

- (Direction of adaptation) The scenario contains a main plot (Walter coming to embrace the
message of Jesus) and a subplot (reconciliation between father and son), expanding a
religious narrative into a universal story of love and family featuring father and son.

11) A U.S. TV show that premiered in 2017 and follows the life of Jesus Christ.
12) A 2023 film that deals with child sex trafficking in South America, with a particular focus on America’s traditional view of family and strong Christian
themes.
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e (Emotions evoked through characters) An emotional turning point, where the father and son
start their reconciliation, begins when the father, Dickens, accepts Willa, a cat adored by the
son, Walter.

- (Attracting moviegoers) The character of Willa resonated with children so that the film could
expand its target to family moviegoers, not just adults as with the case of other animations
with religious narratives.

n Production Technology and Directing Method

¢ (VFX system) The producer, Mofac Studios, adopted a hybrid production method where it
incorporated data from real-world shooting into the animation production pipeline using South
Korea's top VFX(visual effects) technology.

- (Technique) Once the space of a scene was set up in Unreal Engine, a simplified version of
the scene was recreated on the set to capture the acting of human actors, which was then
converted into an animation process.

- The combination of motion capture and self-developed virtual camera technology allowed
for more sophisticated camera framing and movement, portraying Jerusalem of that time
with historical accuracy and the grand miracle scenes in cinematic quality.

Key Production Moments from “The King of Kings"

Storyboard Motion Capture and VP Shooting
* Source: The King of Kings: The Journey of a Decade. https://www.youtube.com/watch?v=kH6qTEbdusl

B Voice Acting Strategies and Localization

* (English dubbing) The cast included star actors such as Oscar Isaac, Pierce Brosnan, Kenneth
Branagh, Uma Thurman and Mark Hamill.

- (Casting) Jamie Thomason, a former casting director for Disney, cast voice actors for the
dubbed version and refined the lines and tone with the Hollywood screenwriter Rob Edwards
for optimal localization.

¢ (Korean dubbing) The all-star cast, featuring Byung-hun Lee, Seon-kyu Jin, Ha-nee Lee,
Dong-geun Yang and In-pyo Cha, and their realistic tone of voice made the film even more
immersive.

- The production of the Korean dubbed version is considered an effort to localize the movie for
various markets, not just the North American one.
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ﬂ Global Partnership and Infrastructure for Collaboration

e (Separating production and distribution) The case of “The King of Kings” in the North
American market highlights the successful global collaboration between Mofac Studios of
South Korea and Angel Studios of the U.S.

- (Mofac Studios) Mofac Studios, based in South Korea, led the production of the animation,
responsible for scenario writing, directing and production management. The director, Seong-
ho Jang, and the director of photography, Woo-hyung Kim,"® used VFX, real-world shooting,
self-developed virtual production systems and cameras to create the animation in standard
quality.

- (Angel Studios) Angel Studios in the U.S. acquired the North American distribution rights,
leading local marketing activities and theater distribution.

(Key personnel) The joining of Woo-hyung kim, who has experience in real-world shooting, as
the director of photography, and Jamie Thomason, a former casting director for Disney, as the
executive producer, allowed the film to achieve even higher quality.

- Director Seong-ho Jang's connection to Hollywood from his past involvement in “Spartacus,”
“The Legend” and “The Warrior's Way" enabled an all-star lineup for the English dubbed
version.

4.Implications and Strategy Recommendations - The Future of K-Animation, Proposed by “The King of Kings”

u Technology-Led Production: The Key to High-Quality K-Animation

* (Implementing next-generation animation production methods) “The King of Kings," the
first real-time animation made using Unreal Engine, has introduced a completely new paradigm
to conventional animation production.

- (Technological basis) The photorealistic graphics, enabled by Unreal Engine, were used to
set up spaces for scenes, while the real-time graphic processing allowed for higher quality.

- (Hybrid production) The film adopted a pipeline where real-world filming and animation
converged. Once a virtual environment was set up in Unreal Engine, a simplified version of
it was created on the set, where the acting of human actors was turned into data through
motion capture and replaced by animated characters.

- (Self-developed technology) The virtual camera technology, exclusively developed by Mofac
Studios, allowed for more sophisticated camera farming and movement.

* (Global expansion) “The King of Kings" proved the world-class quality of South Korean VFX
technology, offering reliable technological partnership for foreign buyers.

- Mofac Studios has led major VFX projects in South Korea and abroad, including “Volcano
High,” “Haeundae,” “The Admiral: Roaring Currents,” “The Legend” and “Spartacus.”

- VFX technology-powered K-animation is expected to propose new standards for strategic
technological partnership beyond the conventional practice of outsourcing.

13) A South Korean cinematography master who shot films such as “Assassination,” "1987" and “Cart.”

10
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Insight for International Buyers

K-animation can provide high production efficiency and creative quality by offering technological
innovations that surpass conventional production methods.

+ (Next-generation VFX creation technology) South Korea introduced real-time animation production
technology powered by Unreal Engine. This innovative approach, completely different from conventional
production methods, reduces both production time and costs, providing higher ROI for buyers.

- (Proven technological stability) South Korea's 30-year expertise in VFX, alongside Mofac Studios' self-
developed virtual camera technology, guarantees visual quality that matches live-action movies, which affirms
the technological stability of K-animation.

B Global Partnership Models and International Collaboration

* (Innovative partnership based on division of labor) The successful international
collaboration exhibited by “The King of Kings" proposes new standards for role division

between Korean producers and foreign partners.

- Mofac Studios financed the entire budget of the film, KRW 36 billion, through private
investment, ensuring complete autonomy in creation as well as IP ownership.

- Angel Studios secured 3,500 screenings in North America while managing local marketing
and distribution networks, leading to a win-win structure.

- Top-tier Hollywood actors such as Oscar Isaac and Pierce Brosnan and a former key
personnel at Disney were recruited to maximize the film's appeal to the local audience.

* (A model of successful global expansion) “The King of Kings” set the direction of its global
expansion into other countries, including South Korea, based on its success in North America,
transforming the conventional paradigm of K-animation to go from South Korea to overseas.

- The film collected USD 76.62 million worldwide by re-entering the South Korean market after
its success in North America (USD 60.27 million).

- It cost KRW 36 billion to produce, and grossed around KRW 83 billion in North America alone
(about 230% in ROI), proving the profitability of the self-financing model.

- K-animation is projected to see the emergence of more sustainable and successful
collaboration models through the division of labor into planning/production and distribution/
marketing.

Insight for International Buyers

K-animation offers innovative partnership models that minimize risk.

+ (High-profit model) “The King of Kings,” which cost KRW 36 billion to produce, collected around KRW 83
billion in the North American market alone, recording 230% in ROI. It is a clear example of just how profitable
an outstanding K-animation can be.

+ (New paradigm for partnership) In contrast to the conventional vertical collaboration, which relies on Hollywood,
K-animation proposes a horizontal partnership that ensures autonomous creation and IP ownership. This win-win
structure, a combination of South Korea's technological and creative prowess and foreign partners' local expertise
and distribution networks, establishes the basis for sustainable long-term cooperation.
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Policy Support and Fostering an Ecosystem

* (Necessity of policy support) The entire production of “The King of Kings"” was financed
domestically. In reality, however, animation producers face difficulties in securing funding,
leading to a call for government-level support.

(Systematic expansion of government investment) The Ministry of Culture, Sports and
Tourism is working to nurture the animation industry as a national strategic industry by
formulating the Master Plan for Promoting the Animation Industry (2025-2030).

- (Setting up fund) An animation-specific fund worth KRW 150 billion will be set up, with its
amount gradually increasing from KRW 20 billion in 2025 through 2029.

- (Goal) The goal is to grow into a key player in the global animation industry by reaching KRW
1.9 trillion in revenue, USD 170 million in exports and 9,000 people in industry workforce in
2030.

- (Highlight) Tailored support will be provided, including developing industry-specific funds
considering the long production period of animation, investment linkage and more tax credits.

(Support in global expansion) KOCCA operates business centers in 25 countries, providing
systematic infrastructure for global expansion.

- (Increasing contact with buyers) More support in attending major global events such as
MIPCOM, MIPJUNOR and Annecy International Animation Film Festival is required for more
opportunities to contact foreign buyers.

- (One-stop expansion service) A one-stop global expansion service that provides consulting
on opening local offices, information on media regulations overseas and support in signing
contracts with OTT and IPTV service providers needs to be provided in a broader scale.

Insight for International Buyers

K-animation can provide a stable and sustainable environment for investment, backed by government
support.

- (Systematic government investment) In April 2025, The Ministry of Culture, Sports and Tourism announced
the Master Plan for Promoting the Animation Industry (2025-2030), which includes setting up an industry-
specific fund worth about KRW 150 billion, for more strategic nurturing of the industry. The move strongly
signals the resolution of uncertainties in financing production and the guaranteed financial stability of
animation projects.

- (Providing infrastructure for global expansion) The business centers of KOCCA in 25 countries and the
increased support in attending international events are expected to create an environment that brings
K-animation IP closer to buyers.
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