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Whether for news, sport or music
3.2 million people tune in to listen

to radio each week day - 51% of
the 15+ population.

Listeners have a significant
relationship with Irish radio across
national, regional and local
stations, tuning in for a total of
13.3 million hours across the
day.

On average 3 hours 23 mins per
day per person in the population -

A hour 16 mins per radio listener.

Source: JNLR 2020-3 (Share of time spent-7am-Midnight)
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Radio is a Dominant Player in Irish Media

Amidst a proliferation of media
content, platforms and devices, radio

has Its significant
Impact on Irish audiences over the
years — a huge majority, 81%, of the
population tune in every day.

And among the younger 15-34 cohort,
In this intensely competitive media
environment, radio continues to
engage - a massive daily
audience — more than 7 in 10 listening
each day.

(5] Source : INLR 2020-3

All
15+

15-34
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Irish people demonstrate an
relationship with radio as JNLR data
consistently shows.

During the first lockdown period in
Spring 2020, with schools closed and
severe restrictions in place, research
published by JNLR showed significant

levels of In radio to provide
relevant information to listeners.

Radio achieved a trust score of on
a 10-point index, similar to TV and
significantly ahead of Facebook or
Twitter.

7 Source: Radio Activity During Coronavirus, April 2020

7.9

Trust Index

48%

listened for news and
Information
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Social Networking Tracker — July 2020

|riSh people embrace % Social Network Account Ownership In Ireland

social networking @ @ @ @

P latforms but dal Iy FACEBOOK INSTAGRAM TWITTER PINTEREST TIKTOK
engagement among users 69% 48% 34% 24% o

varies greatly. . . . . l

TikTok, the latest platform

to be measured on our

tracker, increased by 9

points to 15% since

December 2019. oo 520 169, o 239,
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Audio streaming allows us to find and collect music more easily than ever
before. Daily listening to Spotify has increased by +9 points in the last 5

years. Nonetheless, listening levels remain significantly lower than for
radio even among younger audiences

Radio Daily Reach

. g0 85%
69%

All 15+ 15-24 25-44 45-64

10 Source: JNLR 2020-3

90%

65+

Spotify Daily Reach

38%

15% 18%
6% o

All 15+ 15-24 25-44 45-64 65+
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Our Music

We have always
collected our own
personal music whether
on vinyl, cassettes or
CDs.

Streaming has changed
how we play our music.
Among the younger
market, effectively
taking over from the
more tangible formats.

11 Source: JNLR 2019-2 Media Module

15-24

Daily Reach

Own
Music

Spotify
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20%

DOWNLOADED A
RADIO STATION APP TO
THEIR SMART DEVICE

*Ever Downloaded
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We OWN multiple devices enabling us to dCCESS radio at home or on the move

1% 89% 77% T7% 70% 32%

OWN OWN OWN OWN OWN OWN RADIO
CAR RADIO FM RADIO RADIO ON TV RADIO ON RADIO ON PC ON SMART
MOBILE LAPTOP SPEAKER
PHONE
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T7%
o
TUNE INTO FM
RADIO EVERY DAY
3 MILLION LISTENERS

Ipsos MRBI

GAME CHANGERS




While multiple devices
abound, radio listening via
devices Is growing
slowly but steadily - currently
each day.

A small minority listen on two
or more platforms on a typical
day, this proportion changing
slowly over time

16  Source : INLR 2020-3

Radio on Digital Devices
Daily Reach

2 Or more

platforms @
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Currently the mOSt used device to listen to radio is the FM radio at home or in the car. In terms

of digital devices, the mobility and potential flexibility of the mobile device puts it as the next most
used. The smart speaker is beginning to impact listening behaviour too.

76.6% 4.8% 1.9% 1.7% 0.6% 0.5%

MOBILE PC/LAPTOP SMART TV SET DJAY=]
REACH REACH REACH SPEAKER* REACH REACH
3,015,000 190,000 74.000 REACH 22,000 18,000
66,000

*Smart speaker introduced in Jan 20 — estimate based on 6- I Sos M R B I
months data completed since introduction Ipsos;

17  Source: JNLR 2020-3 GAME CHANGERS



Among the younger 15-24 age cohort the most used digital device to listen to radio on a daily
basis is the mobile device.

58.3% 11.9% 2.6% 1.9% 0.4% 0.4%

MOBILE PC/LAPTOP SMART TV SET DJAY=]
REACH REACH REACH SPEAKER* REACH REACH
363,000 74,000 16,000 REACH 3,000 2,000
12,000

*Smart speaker introduced in Jan 20 — estimate based on 6- I Sos M R B I
months data completed since introduction Ipsos;

18  Source: JNLR 2020-3 GAME CHANGERS



In terms of time spent listening to radio, 12.5 million

hours are spent on FM each week day while audiences
listen via digital devices for 0.78 million hours daily

% FM 12,506,000

* Mobile Device 365,700

Hours per day * PC/Laptop 194,900
@ 1V set 41,600

’ DAB 54,700

/‘ Smart Speaker * 126,900

*Smart speaker introduced in January 2020 - estimate based on 6 ‘
months data completed since introduction = 195,800 hours Ipsos Ipsos M RBI
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Radio - Share Of Time Spent
/am To Midnight

5.9%

w FM

= Digital

94.1%

Ipsos MRBI

20 Source: JNLR 2020-3 * Smart speaker introduced from Jan 2020 — share estimate based on 6-months data collected to date = 1,5% GAME CHANG ERS



digital
younger
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21 Source: JNLR 2020-3 (Share of time spent 7am to Midnight)
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Digital Devices for Radio impact among younger audiences
Radio Share Of Time Spent - 7am To Midnight

17.2%

82.8%

= FM
7.3%

~ Digital

92.7%

4.9%

95.1%

22 Source: JNLR 2020-3 (Share of time spent 7am to Midnight)

1.7%

98.3%
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PC/LAPTOP

AM/FM RADIO
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Radio attracts significant
audiences at the weekend.

/4% tune in on one or other day

on the weekend, 8%0 on a digital
device.

A further 19.7 million hours
of radio across the two days of

the weekend - 1.1 million
Nours on digital devices

24  Source: INLR 2020-3

74%

Radio Reach at the Weekend

8%

O

Digital Radio Reach at the
Weekend



Including the weekend days, an estimate of

radio hours =
. Time spent listening via

devices amounts to

- Ipsos MRBI

25 Source: JNLR 2020-3 — Estimates extrapolated from average day figures GAME CHANGERS



The next report from JNLR will investigate the broader

market with updates on how and where we listen

to audio content, live and on demand, with information
on Radio, Spotify, Podcasts and Listen back activities.

- Ipsos MRBI

PAS) Source: JNLR 2020-3 — Estimates extrapolated from average day figures GAME CHANG ERS



Notes on Report

27

This report is primarily sourced from the latest published JNLR report, 2020-3 (October
2019 to September 2020).

Due to Covid-19 restrictions no interviewing was conducted in Quarter 2 (April, May,
June) 2020. Therefore, the data in this report incorporates 9-months' data during this
12-month period.

Radio reach via digital devices referenced in this report is based on listening activity to
Irish Commercial and RTE FM stations measured in the JNLR survey.

Media module data used in this report is sourced from the most recent module reported
in 2019-2.

Smart speaker introduced in January 2020 — reach estimates for smart speaker are
based on data collected since that date. Share estimates for same period shown in

footnote.
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