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2025 £3 H6 H
EEER (NTSmn) \EARS YoY
=SEUWA 1,999 3,243 2,076 V36% A4% 9,791 11,077 A13%
=SXEER) 680 1,103 533 V52% ¥22% 3,795 3,912 A3%
HIHEHR (359) (265) (189) Vv29%  V47% (1,293) (1,205) v 7%
EEER (246) (327) (316) v3% A29% (1,198) (1,616) A35%
MEER (188) (172) (272) A5S8%  A45% (653) (818) A 25%
EXEBH® (801)  (764)  (776) A2% V3% (3,155) (3,654) A16%
=SEMN= (121) 339 (243) Vv172% V100% 640 258  V60%
SEIMIA R T 29 43 11 V74% V61% 48 1,928 A3923%
FLRLEA) (92) 382 (232) V161% V151% 688 2,186 A218%
FriSMEH 66 (50) 19 Vv139% Vv71%  (127) (115) Vv10%
B ATREFF (15) 332 (212) V164% V1355% 575 2,068 A259%
BEXBREER (NTS) (0.08) 1.89  (1.22) 3.28 11.78
FhHEXEAGTaIER S8  EER  RRERARBEX -
T ERISEE R 4023 3024 4024 2023 2024
FER =R 34.0% 34.0% 25.7% 38.8%  35.3%
SXEEAX 40.1%  23.6% 37.4% 32.2%  33.0%
SEMNFER 6.1%  10.4% -11.7% 6.5% 2.3%
SRR -0.7% 10.2% -10.2% 59% 18.7%
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o ERIMEIR :
> BEEN YoYA3% : EFER Q4 EMNRTNE  FTHERBAKRECEES ZMIEEERE - HEMNR Q3
HEEBERIMNIERE -
> EEMNEYoYV60% . THELE—RUEEEH - BIS(V)MES LMERER - QEMF RSB SR
TEMEEZEEERRES ; BEEFERARAA - ABKRBEHER ZTEER -
< BREOASEEMEFN YoyA259% : TEREEZERRMRERBINEMED M - EPS & 11.78 T °
® RAMK: E=TZrZRASRAEXIESIKRA 6T - AREB 51% - U 3/6 HUHEE 82.3 T ERNRE

1.3% - RIRTBENEFENARPKREERE
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e, 1,218 2,536 1,381 V46% A13% 6,888 7,897 A15%
EEE 245 282 266 V6% A9% 907 1,062 A17%
2N} 183 - g - - 657 345 V47%
Hith 353 425 429 A1% A22% 1,339 1,773 A32%
=¥ 1,999 3,243 2,076 V36% A4% 9,791 11,077 A13%

*2024 FE=FEABGHEMEW - WRMH OB EBRIIEE -

W EEE U 4R B 4Q23 3Q24 4Q24 2023 2024
I 3% 46% 65% 50% 61% 65%
FiE 54% 35% 50% 39% 35%
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KIREREEMA - & ORUAREL) EXRSEEEE LS ; M (REM) ~ (RE) & (HiEFH)
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FHBARAKHSE  SOEESEIFEWFERETMAA -
o HithsHEA .
> BFEEENZ TAIBIFTERZE , AN A BUGRITIEL "vyin Al @B RERA - FERER

goEBEBEANMEER  BEEFRREHEMOERFTKR A BFRRSE -
> ABREIFENHAQE LRIRIREIEIEE - '85/)\iimhE "MOJOIN, ZRALEEE - SEFE - %

e - RIEEEEE - BN E 1,200 BEE ; "hidol s EEFTPEFHR (RFDF 2) GIFEL
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® ESG KIEEE :
> BFEBAZRSEEH TGN THESERBEXESKREER . BOK - ZIEHEANEXRLET
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S RBFEEESERKETLEIBIZEZ 2 IR (S&P Global)Z 2024 F[E ESG FLi&EPEVS# S 66 7 - PR E
99 - I AE (2025 KLEFE ( The Sustainability Yearbook 2025 ) ) - IR EENEESIRELEE (1mS,
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Interactive Media, Services & Home Entertainment <

Driving forces

The interactive media, services and home entertainment (IMS) industry includes
companies producing user-generated digital content and generating revenues via

Highlighted criteria & dimension
weights

Environmental Dimensions  24%

advertising on social media, search engines and review portals. The Covid experience

raised new expectations for home entertainment. Risks relate to harm caused by
content shared online, considering the unigue position of platforms in sharing views
on diverse topics. Moderation of harmful or inaccurate content becomes central.
User audiences are simultaneously consumers, producers and content creators.
Related issues include personal data storage and privacy. Innovation around

40%

customer experience demands a workforce with technical and creative skillsets,

especially in the field of gaming. Visual media is increasingly mobile based, often
based on freemium business models that combine entertainment, social media and —
e-commerce. New regulations on consumer and data protection, content, network —
security, encryption, antitrust and taxation continue to challenge the industry. _

Industry Distinctions 2024

Top 1% S&P Global CSA Scores

Kakao Corp. Republic of Korea
@ Top5%S&PGlobal CSA Scores

LY Corporation Japan
. Top 10% S&P Global CSA Scores

Gamania Digital Entertainment  Taiwan

Co., Ltd.

©S&P Global 2025.

S&P Global

Gamania Digital Entertainment Co.,
Ltd.

Interactive Media, Services & Home
Entertainment

Top 10%

Corporate Sustainability
Assessment (CSA) 2024 Score

Score date
February 5, 2025

65/100 |

For terms of use, visit www.spglobal.com/yearbook.
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Governance & Economic

Dimensions 36%
Industry Statistics
Number of companies assessed 134
Market capitalization of assessed 3525
companies (in USD billion)
Number of companies in Yearbook 11
Market capitalization of companies in 625

Yearbook (in USD billion)

©S&P Global 2025.

S&P Global

Gamania Digital Entertainment Co.,
Ltd.

Interactive Media, Services & Home
Entertainment

Industry Mover

Corporate Sustainability
Assessment (CSA) 2024

Score date
February 5. 2025

65/100 |

For terms of use, visit www.spglobal.com/yearbook.
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