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Similarities between Digital Publishing and Media Entertainment
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1.  Delivery E2{E
o Package Media & Broadcasting Media -> Networked Media
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- Download -> Streaming
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2. Players LAY —
> Dedicated hardware -> Generic software applications (e.g. mobile app)
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3. Media AT47

> Conventional Media (Text, Audio, Video) -> Rich Media (e.g. Interactive, immersive)
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R Common Aspects on Business

1. Open Standard AA—7T U {E#

> W3C Standardization W3C#1E#£1t
» Open Platform targeting not only Web Browser but also WebView in Application Software
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2. Convergence on industries EEZE D YLK

- Common Technology and Distribution Platform Fffi&T o vbI4+—L D HLE L
> Dominance by IT giants ITEX{E%E(CKDEFE LI
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3. New Business Model FTLWN\E SRR ETIL

- Empowerment of Content Providers A>TV JO/\( 4 —MD5&1k
> Direct2Consumer? A ALY+, 2—<?




