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음악 스트리밍 이용
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<코로나19 때문에 집에서 이용이 증가한 게임〮미디어〮엔터테인먼트 활동>
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https://home.kpmg/content/dam/kpmg/kr/pdf/2020/kr-covid-19-consumermarkets-20200618.pdf
https://home.kpmg/content/dam/kpmg/kr/pdf/2020/kr-covid-19-treatmentandvaccine-20200521.pdf
https://home.kpmg/content/dam/kpmg/kr/pdf/2020/kr-covid-19-digital-work-20200518.pdf
https://home.kpmg/content/dam/kpmg/kr/pdf/2020/kr-covid-19-resilience-20200424.pdf
https://home.kpmg/content/dam/kpmg/kr/pdf/2020/kr-covid-19-macro-20200330.pdf
https://home.kpmg/content/dam/kpmg/kr/pdf/2020/kr-covid-19-industries-impact-20200327-.pdf


https://home.kpmg.com/kr/ko/home/industries/telecommunications.html
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