
This report provides an analysis and summary of Current Status of 
K-Content Project Sales Revenue based on the

“2024 Content Project Survey”
conducted by the Korea Creative Content Agency. 

(Source: KOCCA)

Domestic and International Sales Revenue of Content Projects

A content project refers to content planned and produced by businesses engaged in the content industry.
ㆍThe average revenue of content projects was KRW 1.25 billion (domestic: KRW 970 million,
   overseas: KRW 280 million).
ㆍIn terms of domestic revenue, films recorded the highest at KRW 2.84 billion, followed by games
   (KRW 2.77 billion) and musicals (KRW 2.02 billion).
ㆍFor overseas revenue, games ranked highest at KRW 1.39 billion, followed by music (KRW 1.05 billion)
   and films (KRW 450 million).
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Sales Revenue Status by Genre

A detailed analysis was conducted on revenue performance across comics (webtoons), music,
broadcasting, games, animation, and character projects.
ㆍComics (Webtoons): Within webtoon projects, the BL/GL category recorded the highest average
   revenue at KRW 359 million, followed by Romance at KRW 203 million.
ㆍMusic: In music projects, Rap/Hip-Hop generated the highest revenue at KRW 10,677 million, followed
   by Dance (KRW 9,178 million) and R&B/Soul (KRW 4,626 million).
ㆍBroadcasting: In broadcasting projects, Drama recorded the highest average revenue at KRW 7,154
   million, followed by Entertainment/Variety (KRW 833 million), Culture/News/Current Affairs (KRW 369
   million), and Sports (KRW 213 million).
ㆍGames: In gaming projects, Role-Playing Games (RPGs) recorded the highest revenue at KRW 12,921
   million, followed by Simulation (KRW 1,885 million), RTS (KRW 1,540 million), and Sports Games (KRW
   1,114 million).
ㆍAnimation: In animation projects, Sci-Fi/Fantasy/Adventure recorded the highest average revenue a
    KRW 1,427 million, followed by Family/Children (KRW 1,281 million).
ㆍCharacter: In character projects, Plant-type characters recorded the highest revenue at KRW 3,678 million.
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Conclusion and Key Takeaways

Trends in the Korean Market
ㆍK-content projects are generally domestic-oriented; however, the game and music sectors generate
   significant overseas revenue, thereby securing global competitiveness.
ㆍTraditional visual media and performance content such as films and musicals remain strong in the domestic
   market but show relatively weaker global competitiveness.
ㆍSpecific sub-genres, such as rap/hip-hop in music, RPG in games, and plant-type in character content,
   are driving revenue within their respective categories.

Strategic Directions for K-Content Projects
ㆍRPG games and hip-hop/dance music are already experiencing rising overseas demand, making them
   favorable for rapid market entry through IP partnerships or publishing contracts.
ㆍSF/Fantasy/Adventure animation and Family/Children’s animation also represent competitive keywords in
   overseas markets, suggesting potential for targeted segment collaborations.
ㆍPlant-type characters generate exceptionally high revenue both domestically and internationally, opening
   opportunities for collaboration with eco-friendly and healthcare brands.
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