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Digital technology in the Fourth Industrial Revolution is expected to significantly impact the cultural content industry and
businesses. This study aimed to investigate the current status, characteristics, and implications of digital technology utilization
among cultural content companies. Data were extracted from a business activity survey conducted by the National Statistics Office
of Korea. The results indicated that the ratio of digital companies in the cultural content industry was higher than that of the
entire industry and the rate of increase was higher than that of the entire industry. Each specific cultural content industry had
unique characteristics and types. In particular, cloud, big data, and artificial intelligence were the three core technologies. The
findings indicated that a customized strategy is required based on types and characteristics of digital technology. The
characteristics and implications of digital transformation of the cultural content industry and digital technology based on the
characteristics of cultural content companies should be utilized in the future.
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Table 1. Cultural content digital 4th industrial revolution technology company (2021)
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Fig. 2. Culture content digital 4th industrial revolution
technology company ratio (2021)

il e s No. of 4th industri.al 4th industrial reVQIution Share in the cultural

revolution companies company ratio content industry
Publishing 374 51.5% 82.2%
Production and distribution of video and audio recordings 13 14.0% 2.9%
Broadcasting 14 16.7% 3.1%
Information service business 46 39.0% 10.1%
Creative, artistic and leisure—related services 1 3.3% 0.2%
Sports and entertainment related services 7 2.3% 1.5%
Total (Cultural content industry) 455 33.5% 100%
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Table 2. Ratio of development and utilization of digital 4th industrial revolution technology in the cultural contents industry (2021)

Cultural content industry loT Cloud |Big data Hlotile Al BlO(.;k .SD Robotics| VR-AR
5G chain | printing
Publishing 10.8% | 23.4% | 19.1% | 9.2% |19.1%| 8.1% 1.2% 2.2% 6.9%
Produghon and distribution of video and audio 125% | 00% | 125% | 6.3% |12.5%| 6.3% 6.3% 0.0% | 43.8%
recordings
Broadcasting 19.2% | 11.5% | 23.1% | 19.2% |11.5%| 3.8% 0.0% 0.0% | 11.5%
Information service business 4.7% | 24.5% | 29.2% | 11.3% [17.0%| 6.6% 0.9% 0.9% 4.7%
Creative, artistic and leisure-related services 100.0%| 0.0% 0.0% 0.0% | 0.0% | 0.0% 0.0% 0.0% 0.0%
Sports and entertainment related services 6.7% | 20.0% | 20.0% | 20.0% | 6.7% | 0.0% 0.0% 6.7% 20.0%
Total (Cultural content industry) 10.4% | 22.7% | 20.3% | 9.9% |18.3%| 7.6% 1.2% 2.0% 7.6%
Total (Whole industry(except cultural content | 1 5o, | 55 494 | 18.5% | 9.8% |12.9%| 2.9% | 6.3% | 8.0% | 5.1%
industry))
D|fferencelbetween the cultural content |ndlustry and 38% | 04% 1.8% 01% | 55% | 47% | -5.1% | -6.0% | 2.5%
the whole industry(except cultural content industry)
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Table 3. Cultural content industry 4th industrial revolution technology utilization and development method (2021)

AL, 7P A0.5% 342 HlFo] HAE A

Technology utilization field Technology development method
Cultural content industry (Z:aorgilé?) Production|Purpose|Marketing| Organization |In-house self Ci%?ii;'gnt cocr)w\gieri?";iznt
process | of sale | strategy |management | development g g
development development|development

Publishing 78.3% 1.4% 13.3% 5.2% 1.8% 87.9% 9.9% 2.2%
Production and distribution of | g¢ 30, 6.3% | 12.5% | 18.8% 6.3% 86.7% 13.3% 0.0%
video and audio recordings
Broadcasting 46.2% 7.7% 11.5% | 34.6% 0.0% 55.6% 38.9% 5.6%
Information service business 65.0% 1.9% 16.5% | 12.6% 3.9% 77.2% 22.8% 0.0%
Creative, artistic and 100.0% 0.0% | 0.0% | 0.0% 0.0% 100.0% 0.0% 0.0%
leisure—related services
2‘f§tr§diré?viecrg:”a'”mem 46.7% 0.0% |13.3% | 33.3% 6.7% 14.3% 85.7% 0.0%
Total (Cultural content industry) 74.9% 1.7% 13.6% 7.6% 2.1% 84.8% 13.3% 2.0%
Total (Whole industry(except | 45 7o, | 1909 |14.0% | 11.3% | 12.8% 64.2% 32.1% 3.8%
cultural content industry))
Difference between the
cultural content industry and | 35 5o, | 1759 | —0.4% | -3.6% | -10.6% 20.6% -18.8% ~1.8%
the whole industry(except
cultural content industry)
http://dx.doi.org/10.9728/dcs.2023.24.6.1161 1166
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Table 4. Cultural content industry digital 4th industrial revolution company ratio change (2017-2021)

E SETF AN

Cultural content industry 2017 2018 2019 2020 2021 Increase rate
Publishing 27.6% 40.8% 49.1% 47.9% 51.5% 23.9%
Production and distribution of video and audio recordings| 11.3% 9.1% 13.8% 17.7% 14.0% 2.7%
Broadcasting 10.7% 16.0% 15.6% 14.8% 16.7% 6.0%
Information service business 23.4% 41.6% 44.3% 42.1% 39.0% 15.6%
Creative, artistic and leisure—related services 6.9% 9.7% 6.1% 6.1% 3.3% -3.6%
Sports and entertainment related services 8.6% 4.0% 5.9% 5.4% 2.3% —6.3%
Total (Cultural content industry) 19.7% 27.4% 32.7% 32.9% 33.5% 13.8%
Total (Whole industry(except cultural content industry)) 7.0% 9.9% 10.9% 11.0% 12.2% 5.2%
Percentage dn‘ferenoe between the cultural content industry 12.79% 17.5% o1 8% 22 0% 21 4% _
and the whole industry(except cultural content industry)
5. 23 ZHE= MY CIXE 4xt MY o8 J|= St 608
H|E 3t (2017~2021)
Table 5. Cultural content industry digital 4th industrial 25.0% 23.9%
revolution development and utilization technology
change (2017-2021) 2%
| 15.6%
Technologies | 2017 | 2018 | 2019 | 2020 | 2021 ”Crraetgse 15.0%
loT 10.2% |12.5% |11.9% [10.5% |10.4% | 0.2% bt
6.0%
Cloud 19.8% |21.5% |24.0% | 24.4% |22.7% | 2.9% 50% T
Big data [ 18.5% | 20.7% | 20.4% | 20.8% |20.3% | 1.7% o ]
Mobile 5G  [23.5% [13.8% [12.1%[10.2% | 9.9% |-13.7% - .
5 0% -3.6%
Al 10.9% |14.3% |14.9% |17.0% |18.3% | 7.4% e
-10.0%
Block chain | 6.3% | 7.8% | 5.9% | 6.3% | 7.6% | 1.3% .
3D printing 1 .5% 1 .2% 1 .5% 1 .3% 1 .2% _0.3% H Production and distribution of video and audie recordings
Broad casting
Robotics 1.1% | 0.6% | 1.6% | 1.4% | 2.0% | 0.9% Infounation savice busiibss
B Creative, artistic and leisure-related services
VRAR 81 % 7.6% 7.6% 81 % 7.6% _0.5% W Sports and entertainment related services
O3 5. 23+ ZE= MY 4x MY T dH|g
=E=y ~
E 6. 25} ZHX MY CIXIY 45} MoiEY Js 28 Sof H=12017~2021)

#32017~2021)

Table 6. Cultural contents industry digital 4th industrial
revolution technology utilization field changes

(2017-2021)
Utilization | 5417 | o018 | 2019 | 2020 | 2021 |INCrease
field rate
Product
(service) |76.7%|74.0% |71.8% |73.1%|74.9% | 1.0%
development
Production | 5 go, | 1 8% | 2.5% | 2.0% | 1.7% | -0.1%
process
Purose of || g 50 110.3% | 9.3% |13.6%| 4.3%
sale
Marketing |14 405 112.19%|12.3% | 10.6% | 7.6% | ~4.5%
strategy
Organization | & 4o, | 5 gog | 3.1% | 4.9% | 2.1% | ~0.7%
management
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Table 7. Cultural contents company digital 4th industrial revolution technology characteristics and implications

Classification

Characteristics

Implications

Support plans

Cultural content industry (33.5%), whole
industry(except cultural content industry)
(12.2%)

The ratio of 4th industrial revolution
companies in the cultural content industry
is 2.8 times higher than the whole industry

Cultural content
industry is a

Cultural content industry: 2017 (19.7%) —
2021 (33.5%), 13.8% increase in 2021
compared to 2017

The growth rate of the digital 4th industrial
revolution companies in the cultural

Whole industry: 2017 (7.0%) — 2021
(12.2%), 5.2% increase in 2021 compared
to 2017

content industry is higher than that of the
whole industry, widening the gap (2017
(12.7%) — 2021 (21.4%))

high—tech industry
with a high
proportion of digital
4th industrial
revolution
companies

Cultural content industry: product (service)
development (74.9%), sales purpose
(13.6%), marketing strategy (7.6%),

organization management (2.1%),
production process (1.7%)

Product (service) development and sales
purpose accounted for 89% of the total
The cultural content industry is different

Whole industry: product (service)
development (42.7%), sales purpose
(19.2%), marketing strategy (14.0%),
organization management (11.3%),

production process (12.8%)

from the whole industry in the field of
application of the 4th industrial revolution
technology

Digital 4th industrial
revolution
technology support
related to product
(service)
development and

Ratio increase: sales purpose (+4.3%),
product (service) development (+1.0%)
Ratio in reduction: marketing strategy
(-4.5%), organization management
(-0.7%)

Sales purpose ratio increased, marketing
strategy ratio decreased

sales purpose

Present
(2021)
Ratio of
digital 4th
industrial
revolution | Trend of
companies | change
(2017-21)
Present
(2021)
Technology
applications
Trend of
change
(2018-21)
Technology

development method

In—house development (84.8%), domestic
consignment development (13.3%),
overseas consignment development

(2.0%)

In the cultural content industry, the
proportion of in—house development
(+20.6%) is high, and the proportion of
domestic consignment development
(-18.8%) is low

Reinforcement of
self-development
capabilities and
support for
domestic
consignment
development

Publishing, information service business

Industries with a high rate of increase in
both the ratio of companies in the 4th
industrial revolution and the growth rate of
companies in the 4th industrial revolution

Cultural
content
industry type

Broadcasting, production and distribution
of video and audio recordings

Industry with high ratio of 4th industrial
revolution companies but low growth rate
of 4th industrial revolution companies

Creative arts and leisure—related services,
sports and entertainment-related services

Industries with a low ratio of 4th industrial
revolution companies and a low growth
rate of 4th industrial revolution companies

Increase the ratio
and growth rate of
companies in the
4th industrial
revolution
according to the 4th
industrial revolution
innovation type by
cultural content
industry tailored
strategy for each
industry

Cloud (22.7%), big data (20.3%), and Al
(18.3%) accounted for 61.3% of the total

Rate increase: Al (+7.4%), cloud (+2.9%),
big data (+1.7%)
Rate decrease: Mobile 5G (-13.7%)

Cloud, big data, Al, the three 4th industrial
revolution technologies are important, and
the importance of mobile 5G is declining

3 core 4th industrial
revolution
technology support
required

Cloud, Al, big data

The three major technologies (cloud, Al,

and big data) are the core technologies of

the 4th industrial revolution in the cultural
service industry

Mobile 5G, VR-AR, 3D printing

Technologies with a low share of 4th
industrial revolution technologies and a
negative (-) share growth rate

Present
(2021)
Technology
share Trend of
change
(2017-21)
Technology
type 1
\%

|oT, block chain, robotics

4th industrial revolution technology share is
low, but technology with a positive (+)
share growth rate

Strategies tailored
to expand
technology share
and growth rate by
technology type of
the 4th industrial
revolution
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