






































Draﬁ to be finalised in Iigbt -af responses to the public consultation

compared to 2010).2 The European game market is valued at €14,5 billion.’ The creative
industries in the EU are dominated by rmcro firms with 95% having fewer than 10 employees
coexisting with very large corporations.?* The overwhelming majority (90.8 %) of the value
added generated within the EU-27’s film and sound recording activities sector in 2010 was
provided by SMEs,> which employ just over three quarters (75.4 %) of the total number of
persons employed in the sector. In the recorded music industry, 99% of music business are
SMEs whlle 80% of the music released today is produced by SMEs independent music
companies,”® and one of the three major labels is European. Europe is particularly competitive
in the publishing industry (books and newspapers). According to the Global Rankmg of
World Pubhshmg released in July 2013, 7 of the top 10 book publishing@ompanies are
European,”’ and large enterprises (employmg 250 or more persons) generatediy
(49.3 %) of the EU-27’s value added in 2010. Nevertheless, the average publlshl
employs 5.4 employees and less than 1% of the publishing companies have 28

Sport is also a significant sector in terms of growth and employment, <
and indirectly, to 2.98% of the EU Gross Value Added and 2.12% qfgatal EEL esfiployment.
Although sports events are not covered by copyright,® majqrfchz onps constitute
premium content for broadcasters (and one of the most ofte

addition to industries, European libraries; museums and othe

a fundamental role in support of creators and the creatiy€ ir
future generations of users. [Data o be added Jf@ovtde -
of copyright-reliant industries and public institutans &
research and education are not only a comerston '

Phe Intemet) n

Digital technology and the internet 2
production, distribution and consus
internet, the use of online servicg
life: 76% of households in E

dccoming more and more a part of EU consumers’ daily
il internet access (72% broadband) and almost 80% of #
6% of all individuals (29% of young people between
ternet. Table 1 below shows the main uses and users of the

ban Competitiveness Report 2010, p. 15
#ies employing fewer than 250 persons.
ndent music companies Association (IMPALA) comments on the EC consultation on a future trade policy,

Ind
July 2010.

= See "the Worlds 60 Largest Book Publishers, 2013", hit/ovuwoubli ly.com/pw/by-topic/industry-

. o 2 o -0 m 1 3, pes ‘ |_':____
” Study on thc contnbutlon of sport to economic g;rowth and employment in the EU,
i : die c-g fi pt..
~ C-403/08 and c-429ms Football Association Premier League and others, §§ 96-99.
o Media rights are the most important source of revenue for professional sport; this revenue is redistributed to lower
i levels of the sporting pyramid through solidarity mechanisms that are part of the financing of grassroots sport in

Europe.

» Source: Eurostat 2013 (% of individuals who accessed internet in the last 3 months preceding the Eurostat survey)
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