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yaA1n1sdvaan =
. - +19%
X, 834
0

yaAIQaaIknssuINUIMUNaIWNIsUSinAna:nIswaa +20%

yaAINsusina

yaAn1susinameluus:inaAidudaduindaukanyovaaaiknssuinulne Tasfugovl 2561-2567 s
iaulaon 21,464 dauuan 10u 35,147 auun dasinsiduiagolugovl 2562-2563 (Soga: 36 Na:
$owa: 8) IN0vINNISYENEdIUoVaaainuodia nisiiuFuyaviwaawasudadhkugoaulad na:Avnssuy
eSports AlGSuALTYL NTU 2565 D:KAdD (@navsosa: 7) ndWuddnaulul 2567 (Wudusoua: 4)

YaAINISWaa
yaAnswaaluus:inAimsvenedoagtvAagiduAagluoin 735 auuinful 2561 10u 1,053 duuin
Tud 2567 Tasl 2563 1aulasowa: 10 na:U 2567 1Gulasosa: 19 JodualuauuuimNNISINUSIUOU
Tasvniswauuninuluus:ina n1ssuvustowaaoindivds:ina na:msidinalulaglkifiaadununiswaa
la:wuUs:ansnIw

yaA1gaaknssuINuFMunauMsusinAna:NIswaa

S19NS 2561 2562 2563 2564 2565 2566 2567
o , _ 21,464 24,947 33,908 36,695 34,216 33,640 35,147
<ol yarnsusina
16% 36% 8% -7% -2% 4%
e 735 750 837 1,000 899 886 1,053

JaA1in1swaa
= 2% 12% 10% -10% -1% 19%




JaA1RAaKNSSUINUIMUNAIWUSIINNSSAD

gsnoniswaaviulasinswgdunvdeytyrwovauion

(IP Owner)

ssioniswaaviulagiinswgaunivdeyeyrwavauiavidndiu
Wuwougw Tagon 338 auunful 2561 IWLFudiv 684 a1u
unfud 2564 (Wudusosa: 67) Idianavikda 504 auuiniu
U 2567 (@anavsoga: 26 9nUnauKkun) a:noufivAd1unInNg
yoviUs:noumisinglumswauuna:snu IP TRingvduldalus:o:
12 nla:AuFududavaduayudiunu inalulad na:nisaana

ssivNsSuUMVWaanavIuNeldavansuovdu (Outsource

Service Provider)
ssivnssusvwaanaviunieldavansuoviduiiyanisou
acavidoiU3suiiauond 2561 ndfudl 2567 Gn1siWuddon
129 duunidu 146 duuin (IWudusosa: 13) ndavdvAnsnIw
vovinslugu:RTRusSnIssuswwaainuia:toriiRinaala
daus:inA Tagrawr:lainudavnIsvIUWQUINUINGIAU
s:aulaniwudu

§SvNISIIKUNY UIgmaziluddnnudkung (Publisher and

Importer)

ssfinNIsKkUNE tiIdna:iduddinuskulgasavdadouaala
goaaagvdaltiov Tagon 21,355 dwuuinful 2561 10u
35,331 awuinful 2567 (Wudusosa: 6 vnUnouKun)
Tasvaswaaramulnggoavwowinistinidnidukan Tagsa
SkuerikinAtIdIa:ns:1eInudvUs:InAgusnalulng
nisasivnalndviasugvadikurelneTkiunuinfuaaladiv
Us:inAR:g28ugngAngnIwIowitisgluauina

KU2g: aauun

-26%
504

2567

+13%

2567

+6%
35,331

2567



yaAIgmunawnwaawosy inuAlduvuindovinuAaulsa (Console Game)

inunaulsaldulandvinsvigalagyaAwuduoin 4,785 Kudg
Tud 2563 10u 6,768 Kudelul 2567 Aailunisiduiasoua: 41
Jovsduindouldnn  nsiladonaulsasulkius:ansniwgo
nIsSWauuINU First-party AtuNWISEU la:n1sUSuUsLUSNTS
auignaaulad nusldusunnao:itduds:aunisaidiunwaawasu
N1sug18USNIs Cloud Gaming la:nisavnuiuinalulad VR/AR

gaaknssuinulngndvoanidu 4 iwaawasukan Us:naudae Inua1SIAQ INU
noulua INUADUWIIADS na:inuidodo lagnda:nwaawasuidnisiGulannan
alvnu

JaA1aa1KNSSUINU Sunauiwaawasy

m Mobile (Android) = Mobile (i0OS) m PC mConsole/Handheld Arcade

Seq 0% INUAIAUUUADUWDIADS (Personal Computer)

84 16 21 19
& munauWalolas'lﬁ_LljfoTua“cstﬁun\)||d8.1n3'1|dnuﬁaﬁ? Tc:alvTiu
970 8,231 Kud8ul 2563 10u 11,359 Kudefud 2567 Aaiduns
1Gulasosa: 38 UodudrAryAaniswauninalulagonsands
A TKAauWaI09SINDVSIAIQNaY N1SU818dIUDY E-sports lia:
n1siaulavoviwaawasusIKu8aINa DUIAQUDVINUADUWIINDS

o:jviduinalulad Ray Tracing, Al, Cloud Gaming na:
N1systu1In1snu VR/AR

+16%

21,049
22,237
19,543
18,660
17,835

-4%

InuAlduVURUNSAISVa3Y: K3o TnsAwriliofio (Smart Devices
/Mobile Games)

inuijofiokadoagwiuudAry lasyaAiaaavon 21,049 Ky
Tul 2563 1Ko 17,835 Kudelul 2567 Aailuniskaddsova: 15
INUD1SINQ (Arcade Game) unaufons:uu Android (8,991 KU2®) IBVKUN i0S (8,844 KLJ®)
Inuasinalyarraaraidniganazdnudlivacavoin 251 KUdelul 2563 1Kd0  Tul 2567 aNIKQUDYNNSKAGIUIPINADIUBUGIYOVAAAEUISN
IWev 19 Kudelul 2567 amnqnénmmnmsMe‘iauuUa\)wqﬁnssur@uﬂnnﬁ' Iwuluus:inAwaunan msuzioﬂuf'iguuswﬁu nla:n1siJagundav
KulUiduinuuugunsaidoudouindu  na:wans:nuoinaniumisailn3a-19  ulvureanuibudsuddlasiawn:lu i0S nuslivlusunnadovinGey
agwlsAialu aunAauavinuosSinaaWuddIdWumsystuinisinalulad adauAnelunisiludy Tagonowauwiuinalulad Webs3,
VR/AR lla:n1sweuunidugugdguinvAsuavos Blockchain na:nisvgigaaralugonginiainalki

2563 2564 2565 2566 2567
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yaAIgunawgovnivsield

gaaknssuinulnedgovn1vsield 3 Us:innkdn Us:noudae nisatddlkaana:nwu/adu msfgsrenisluiny naArluuan

yaA1aaIKASSUINUIMUNAINEDVNIVSIE]A

Download and Retail ruse: awuuin

+19%

16,669

13,995
11,559 13,056 13,016

2563 2564 2565 2566 2567

n1sandulkaa na:nWuKksoadu (Download and
Retail)

govnwiiGulaagvdaitiovon 11,559 auun
Tut 2563 10u 16,669 auunful 2567 Aaidunas
iaulasosa: 44 a:RounisugngdivovaalaINuia:
nsivdsuwnanssurusinaRKuudoinuasnauIn
Ju veusAnku/aduMenIwgoAvizuanATALUAL
Tungduuna:au UJo98duIndouRoNISUEIEAIUDY
iwaawasuddna N1saadunuNISWaala:dIKkuIg
nsIWuduyavMsiaunuEaviA30-19 Na:n1swauun
duinasiianuISagw nusltivaurAav:idulaniu
Cloud Gaming aanainu Indie lla:s:UUIIKUYIUU
Cross-platform

15

In-Game Purchase

KU28: auun

-6%

23,475
22,242 '
' 21,160

2563 2564 2565 2566 2567

nsigoren1efuinu (In-Game Purchase)
aaranisigsnenisluinukadiogviuy
d1Atyon 22,242 duunfull 2563 Ikdo
18,818 dauunful 2567 Aaiduniska
da$owva: 15 anikauivnnisivagunlan
nANs:108URITULIAAUS:UU Loot Box lla:
mswuufuinu AdWAas:KUNYaYRUSINA
ifeanunIsisonenlusu0u na:nisigodu
Asunsvduluaara surAauovEaLNVE
AovUSUAIWIUNISWAJUIS:UU Battle Pass
Agdsssuiuiau nsasvidorAdatunIw
la:NSWAUUNS:UUBOUNSKI0RIAURIU
inalulad Blockchain

KUDJY: auun

Other

+156%

380 403 579 348

136

2563 2564 2565 2566 2567

Aluuun (Advertisement)

aanaAfusaunluinuiauWuwsuuInhga Tag
I5UDIN 380 dwuunful 2563 Juidu 403
auunful 2564 acavikdo 136 duuanful
2566 nouWuddIlu 348 dwunful 2567
dogdasinisidulasova: 156 fuUganie
Uosunsiuladanisivagundavwadnssunis
usinado InAlulagTuyrunuuPoL nsiGula
Uov Content Creator na: Influencer 1na:
ﬂ'\S\ﬁUCTDUO\)IﬁSUQﬁOKé’l—\)Tﬂ50—19 2UNAQOYUDYD
govnwddnusliuiaulaniuniswausuiuu
TuueunTKu 15U In-game Advertising RIDUSSSUB1A
inAlulad AR/VR na:s:uuluuytuniiuu Programmatic



nsnuvdunrididannsaiind K$o dauosa - IWUIAU

msIvIuAKISIannsaiing k3o Salasa kueiiv AK3IdnnsatndstakdvAdnisiuosUnuunsidoduidu 2
doukanAous:innyanaia:Uus:inniu 3adasailusunuuyavikininiswauiuioinnisiauinunall awisa
nivoanlaidu 3 s:dudo ioalAsidu Avo1dw na:nuuiioodw Taglunisigvdunda:Adsuliuuda:bivusivia
diksursu:

TaglumsAnuil aaaknssukULEa5IanNsaling k3o Sauosa KUNBHL N1STANISIILIU NSWAQ MSAILNDQ
nsaduayu na:nsikusnishineaitioviuiiiididnnsalng doilumisidvdunvus:innyananaziulasglsing
paUWdInaSKEaaaTaInuIDuindovialunisiuvdu neldng nana 1a:unasguainanidsunisgousu soudv
n1sasivia:uskisdanisiuvna:uninidadasa nmsvanisngvdulus:audiv  Iusufivniswasunnwaawosunas
inaluladfaduayus:uulinAvovdaUasa

us:nounisfugaaiknssu

inuAlduuuindovinuAaulsa (Console Game)

Inupaulsalduniugunsailawi:n0IBU PlayStation, Xbox K39 Nintendo Switch lagldnaulnsalaasiukan
nigdasinadiunisusundvaisands ndidaaidudiunduiaiesyovs:uuazaduiniieufunisigvdu ilkid
Sunisussafursuniuuddavasakatesienis lagiawrinuAniog1v FIFA na: NBA 2K Inudagdogiv Street
Fighter na: Tekken soufivinu@oyuuovLyUARaRKivog1v Call of Duty

lnuﬁléuuunaUW3lma§ (Personal Computer Games)

INUABUWIINaSIAUWIU PC K$0 Mac fiailusingnukanuavovnisdalasauisounu iiovonniinnudakguaw
drussands MsAdUAUKIUAGUDSaNa:IudIRAIWILUES:AUgY nasovsunisUsulaunsIAnIaIWsUISa
drksunisiivauldd inudavasasaatsuuunwaawasudldnn Dota 2, League of Legends, Counter-Strike liaz
Valorant

InuAlduVUgUNsaidvasy:K3olnsAwriliafio (Smart Devices / Mobile Games)
InuuugUnsnidvasu:ksolnsAwriofiolduniuauisalwuksanfivida laslgduinasiwsinuuduwaidukan
nwaawoasuilaaidudunsidniiv Gsusurldviugw na:ddunulunisidnsoundvdudinitwaawasudu AW
fokuimvinalulagnisus:usawauuiiofiona:inSaiieduinasiianaui$ogo MIKIAaNsIivIUS:GUUIUBIE
drogvinudadosauuloiiogoalsuldnn PUBG Mobile, Arena of Valor (RoV), Mobile Legends: Bang Bang
la: Free Fire

16



BoVNIVNSIaTIIKUNYNaLIU KSoRuwovs1ald

sreldonmisaduayu/iuuaun

@ (Sponsorship)

s1eldffu oansnuvdu kdonwaawosuldsu
o nnusudiaduayulusunuudivg 1su nmséa
lald n1svanonssusou Ksonasusannlunau
Inudna:n1sanenaada Ddadougonaa (Uszuinu
Sowa: 60) uovsiulddalasandlan

VELRBIERIGNIV

aaaiknssudalasaluus:inAlneiyaAisou 530 duuinfull w.A. 2567 3o
WwuduonUnaukinAdyaA 475 dwuuin Aaidudasinisidulasosa: 10 Tu
gavkivl nisidulada:naudivaAnundvinsvuavaaaiknssundluanio:Asugho
ARN1g na:naavlkikuiivnoudovnisfiiuduvaviyusinadeaiiokiaAuduIiY
Tusunuudaudosa 1foiUssuifisunul 2566 Aoaaiknssuus:aununiskadd
Sowa: 14 msWuddlul 2567 3IvilAdudrAtyogvdvdandugodiuyov

QQdIKNssuy

JaA1SouQaaIKknssuNISIiIvIUAKISIannsalind KSo 3auasa

Uan120aikNss

475

17 2566

szc?mf:néua‘mémsdwnaoao

(Media Rights)
shgldnifiaonnisureandlunisoonainiA
KSoaasunsnuvdulugonwaawosukdoanni
TnsAAL 15U Twitch YouTube K$oanndriovau
lagsoufvAravansniwina:ddlouovnisiyvdu
Aohenaa

sreldonduArddnaluinu
@” (In-game items)
shgldonnisueloinuadnanisnswgaunivo
Jeyey (Intellectual Property: IP) uoviu KSo
UnNyv 13U anu (Skins) 92101s (Avatar) SY KSo
dryanuni Regnmeluinu Taesrelatdoulkejun
1NNISVIYWIUNIWAAWDSUYDVWWCUUINY

nsns:1gdIvoLYaAIaalacuIwaawasuiul 2567 naav
TRiIkunwnuaulovovwnanssurusina Tasnwaawasuiio
fiana:fiuidansavdiunyvaanasoga: 74 K3 392 awuuin
vru:iiwaawasupouwdlaasidouniviosa: 26 k3o 138
d1uun msns:neddlda:Aaufivnisivdgundavwadnssuy
nsusinAdauasankulugaunsaiwnwiuingu iiovoinAduy
azadnfunisigafivia:dunuidinda nishinuofioaiuisa

ifviaulungduikainkaiguInn3nuAsUWIIaas rlk

KUDY: 31UuUin

aasinsiaula

Junwuna:isuvavdalasaiiofouuralkaindt dowado
yaAlnisadaursasia:sigldoinnisiuuaun

yaA1aaIKNSSUNSIYLIUAKISIanNsalind
K$o dauasa anunwaawasu ful 2567

530

10%

2567

KUDE: A2UUin

= Computer Mobile/Tablet

138

302



wan1s31As1:Kiudltiunisidagundavyavaaiknssuiny

ns3IAs1:Kdoyaldousunaunaznuditivyadinaia
vIndoyayamiaarainuuavus:nAlnglugovl w.A. 2561-2567 wu3
gaaknssuinugvavidnusiduidula miv:iAwWuwouuvl Taglud
2567 yaA1souaEn 35,981 dUUIN IWUFUDIN 34,288 awuuiniud
2566 (Sowa: 5) TagnsvduindaukangvavuIINyaAINIsusInAna:
mistign vddadouuinniisosa: 90 wavaala a:iounISWOWN
ApuInudinuIINGIVUs:INAITUKAN yeuzAyaAINISWAQIa:NSEvoN
goiidadounsna ndisuikudynyrrunisiudaludanaa

yaAimsusinameluus:anaful 2567 wuduilu 35,147 awuuin
($owa: 4) lagldsunsvkyuvinmsvgnedivovaalainuiiofiona:nonssuy
eSports AUMSIFLIUINUTUALIUS:AUBIAIA:NTNTA AIUYAAINISWAQ
niddadouidn (1,053 auuiniul 2567) ndidulago (Sowa: 19) a:fiau
msavnufulasvniswasuninulnena:n1silugsustowaa (Outsource)
IRAuATgdoUs:INA

n1s31As1:KaWUS:INNSSADE31§sADNSTKLNY Uida:dudonnusikung (Publisher and Importer) SoAvAsavdadouaalagvaa (s1a3osa:
98 yavyanlaaia) Tuvru:AssioniswaaviulasiinswgdunivoUeyryrwoavauiav (IP Owner) 1a:5sANISSUIONAANAVIUNETAAVENSUDVRDU
(Outsource) dadsuweviantoagna:inuWunWouaw Tag IP Owner Tull 2567 Kadd$owa: 26 N1EQALAVAIUAINIBYDVNISASTV Intellectual
Property IngRanuisandvduldagvdaitiov vru:i Outsource Tnisiaulasosa: 13 souvdlomalukovlsauniuinus:dulan

nusltiumisivagundavizinalulad

Tus:dulan aaaknssuinuiinisilagunlavagvdaitiovorninalulad
Tkii Tagiaw: Cloud Gaming Bvaadashiadiuansandsuaviiau ik
aWSnITNAVINUAUNMWEVHIUNISEOSUDY 15U NVIDIA GeForce Now,
Xbox Cloud Gaming lla: PlayStation Plus Premium nualtindnia3io:
dowadorus:naunisiulng 1Gavo1nv:WuAIIWADVASBUINasIia
ADWISDGY Ia:nS:UNISITVIUYDVIWAAWDSUFIKUNYINUGSAA

uanond Generative Al T&idunGunuINd1AtyTuns:udUNISWAIUNINW
15U nsasvitorfuinuy (In-game assets) Saluldd@ msidouansud Ko
n1sagvunaunu1doasy: Fuogoaanalia:dununIsSWaainy you:
Idednugoasvnisiuvdulkiludiuatuniwia:ndwAcasvassA lag
TulneisuiiagaloutvnKonaaovls Al Tools 15U Midjourney, ChatGPT
API 1a: Unity Muse funs:usun1sasioasse

sninalulagnianswado Virtual Reality (VR) 1a: Augmented Reality
(AR) AsUIGIgn1sTdvuvsvuIndulunatainu TasidAnelknjog1v Meta,
Apple, Sony l1a: Pico Uniauaansamasna:nwaawasulki inaluladikan
dlimegviduggyauvauavUs:aunisaiinu ndgvasivaaramuus:inn
TKUAIUU Immersive Experience Bva1wi0uloniadksSutinwauunlngi
da\)n15|o1:najU|nU|aw1: (Niche Market)
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||u:>Tt]un15|UéauuUamz‘ms_.sﬁo (Ingna:ctous:inm)
fus:aulan gaaiknssuinuritdousuluiaassiooin
Premium Game [Ug Game-as-a-Service (GaaS) lla:
Free-to-Play with In-App Purchase vasivsigldonn
microtransaction lla: subscription uIndu iwaawasu
Kanod1v Steam, Epic Games Store, PlayStation na:
Xbox GVYYIBUSNIS subscription nazidunisadiaa
itokogwdaltioviWosnuiguiau nusltudaznau
fivnisildguoinsieldasvided (one-time sale) TUg
sngldus:dn (recurring revenue)

dksuus:inAlng aaradoavWwowinudavus:inAIdu
kan laglusenddnnusikule (Distributor) 1Tudd
JuindoudAty vruzAgWwasunegous:audosinadiu
IBUNU yAaIns la:Nsigiivaala agvlsiaiu AN
Giguyav eSports, Msidulayavaaiuiv na:nisaduayu
o1nulgury Soft Power o19¥d8dsvlonalkulRiu
wauunlne Tagraw:Tunduinuiafiona:inuaauladfls
IPTne

Tuigvlasvasivssin A WSIVToS:KIWFWeuUIInenu
WYaIKu1edvUs:InA soufivnasweauul 1P soudu
(Co-development) Suidunusniviunaut® idovongoy
aaAWIdgvAUBUNUIaE1eToN1@NIVAISAaIQ Utu:
1deaAunsAidus:aulanisukuuiavnuluioidea:iu
oonidevld (SEA) 18U Garena, Tencent, NetEase
iWalonmafkingiBugnuniswaa Outsource na:wWasun
Inududnauisndosoagaalaainald
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aniunawuynainsadna
Qma']rmssumuTuUs:lnnTnaUs:aurTun'lqué’auuUa\)ﬁ’aﬁﬁtyua\):huauqna‘ms?uv'a\)
7 UAruw Tagsusuynainssouanavon 3,131 aulud) 2561 10u 1,931 Aulul 2567
Aaifunisacavsosa: 38.3 Aolavla:oufivnsUSUAIAEATYYDVAAETKNSSUKAD
nyoavnisiaulasgivsiaisolugovdunaassy ns3iAsKiudliuoRusinisaaav
ifiaguagvdaitiovdondd 2562 sufivl 2566 nounv:SuTdyyItuNuddIdntoslul
2567 dogdasinisiaulasosa: 1

$ruduynaInsyavaaaiknssuinu full 2561 - 2567 na:Ananasnudiiiv 3 U

m Non-technical Technical

3,131

2,617

2,289 2,310 e
2,087
2136 1,914 1,931
1,755
1,574 1,576
1,463
1,454 1,467 1,492 1,508 1,523
995 862
. . Il I
2561 2562 2563 2564 2565 2566 2567 2568E 2569F 2570F

AKUYYIUNTAUIBYIBIYKSONNU:IaWN: (Technical)
vovaaaknssuinu ful 2565 - 2567

swiadKuo 2565 2566 2567 YoY
Game Operation — Programmer Backand Game

26% T 26% ]

. Erogrammer Backend 377 380 +0.80%
B
. Y 503
“’-’q“ ""'i:. Erogrammer Frontend 182 183 +0.52%
A A
9 A QaTester 185 183 184 | +0.55%
i B

a0 Artict l , 4 6 7 11_F==_‘__| Game Dezigrer 138 134 135 +0.75%
ey N - " +1.01%

2% == Programmer Game Producer 92 38 100 101

2D Artict Frontand 20D Artist 58 69 +1.47

102
: 13%
5% " 30 Artist 24 S +4.17%
=
Game Producer Game O peration 351 377 Ef= +1.06%
7% Game Decigner QA/Tectar

9% 12%



DIGITAL
CONTENT

GAME ANIMATION CHARACTER E-BOOK + ESPORTS

2 02 Aq

ANIMATION

CJ.

TACGA

 MINISTRY OF DIGITAL

ECONOMY AND SOCIETY

DCAT

nnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnnn

depa

TGA™




QQaIKNSSU
nouiysu

TaslunsAnund QaaknssuRUINEU KUIEHv N1SdDNIIUU
Waa SaFKUNY nazikusnisifedAuvUNDTIVEU BvIdu
nsasivassAnwindaulkolaaldinatinnistiinawdvun
iBgvdanuna:naavwasgivdaltiov rfKinaniwasvan
yovnisindaulko qmamnssuﬁnsaunquc?\)ucimSV\Tcum
100K (Content Development) n1swaa (Production)
Tusuiivnisvadnkune (Distribution) waanturinazusnis
natiugulusunuudv q soudivinataia:inalulagnineadov
15U nsTWnIA3oUlKD (Motion Graphic) la:ns:zududuaniw
ADUWDIODS (Computer-generated Imagery: CGl and
Visual Effects: VFX)

noliudu Kuefiv n1sasvassAatgiduna:sunsoiliii
g3a TRindoulkoifaiidsaduviidatuaduaakdo
Suaurnis lagnisiiuniBgvaidununaaavNasev
daitiovouinaillunwindaulkoniiaoudaitiov

nmisAnuldiigIkAdUKUI8YoLaaaKNSSUIPTILEU
la:ns:usUdUANIWABUWIINDS TunsyuAnandiviu
auyUUavIa:ANUU:aYURdITUMSagludoauu Tag
Us1waudsadvdolud

sUnuulunisuniduonwaviu KSanwaawasu
onnsAnusunuunasitiorxifunistiniauowaviunadiugu
awsasuunsunuunazidorifunistiiauawaviunadiusu
lasiiswazBuadvdalud

21

awin3aulkonuu 2 6 (2D Animation)

2D Animation 9:0N21QUUNUDADIAIUIUDU SIUAU
10unw 2 0G ADog1v 2D Animation AlRuldgarou
Tfudoquuldnn Animation 91nUs:inAggduidudou
Tkey 15uiSovAdvna:Ididnaneluinuisiagv Animation
500 Your Name K$oKan® 9 AUD199:AUIAYAUIIDTILGEU
I < 91N Disney 281V Lion king k%o Tarzan vfidu
2D Animation 15unu

awindaulkonuu 3 6 (3D Animation)

3D Animation IiQZULIK&Y1N 2D Animation 102V
3D Animation 9:9naswduundosinalulagadelki
WulUsinsudv « lasddangniWuidnluan 1 DaAo
nud3dn nazdounsoududanviuddvIaznuduDu Av:
ifiaidu 3D Animation u Bvns:usunisasounniidu
Tulusinsurawr:inisduluiaa 3D wavdamsquia:
Foidadoudiv 9 Juuiweritnisindoulkd nd 3D
Animation goAvdovardewumulunisrii 2D Animation
dogmalknisinwindoulkouovavdivgfuvau 3D
Animation UA2WA28VIWEUDSYL (22810 3D Animation
Alkulagapuludoauuldnn Animation 91n Disney
Pixar k%9 Dreamwork AlgnangfutiuIsIvInINUIY
15U Frozen K39 Minion 10udu
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#3 AUTODESK
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KovlgyaAiaaaiknssunaiusu

Marketing & Distribution
Channel

Conceptual Design Pre-Production Production Post-Production

e Sound Effect e Free TV
e Visual Effect e Pay TV

o IP Creation e Story Board e Modelling

e Concept Creation e Charactor Design o Ringging

o Story Creation e Animation e Theater

o Shading e Home Entertainment
e Funding e Lighting e Internet Streaming

o Hardware/Software ® Rendering

e Compositing
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Effects Techncal Director (FX TD 43 i1 EE]
Lightng Artis 18 149 18
Compositor 76 61 53

Edita 123 118
Sound Engince 28 27
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Executive Summary

The Digital Economy Promotion Agency (depa) under the Ministry of
Digital Economy and Society has conducted a comprehensive survey
and assessment of Thailand's digital content industry status for 2024
BE, including a three-year trend forecast. This represents a continuation
of multi-year longitudinal research designed to monitor industry
progress and track significant transformational changes across digital
content sectors. The survey data serves analytical purposes for policy
planning and strategic development by relevant agencies, providing
valuable insights for both public and private sector stakeholders.

The research methodology incorporated a thorough review
of definitions, population frameworks, and survey approaches,
with refinements to definitions used in previous surveys
from 2018-2024 BE. These improvements were developed
with guidance from key industry associations, including
the Digital Content Association of Thailand (DCAT), Thai
Animation and Computer Graphics Association (TACGA),
Thai Game Software Industry Association (TGA), and Bangkok
ACM SIGGRAPH.

The 2567 BE survey and analysis of Thailand's digital content industry was designed to evaluate market value, growth potential,
and structural characteristics across five primary sectors: gaming, animation, character development, electronic publishing, and
esports. The project aims to establish current statistical databases that can serve as policy formulation and national industry
promotion strategy tools. This initiative emphasizes generating deep insights applicable to development planning across
infrastructure, human resources, technology, and market dimensions, while identifying existing challenges and obstacles to
enable targeted and timely support measures by government, private sector, and relevant stakeholders.

The report compilation process employed a mixed methodology
combining primary data sources through questionnaires and
in-depth interviews with secondary data from official databases
and international reports. This approach ensures comprehensive
analytical results that accurately reflect both quantitative and
qualitative industry perspectives. Thailand possesses significant
competitive advantages for digital content industry development,
including a substantial digital user base, continuously growing
online platforms, and a new generation workforce interested in
creative content careers. However, the industry structure reveals
disparities between high-potential business groups and smaller
enterprises lacking adequate resources.

The project's foundational data encompasses market values
over the past seven years, future industry trends, growth
drivers, and potential challenges. Data collection included
major players (Key Players) and secondary players (Non-Key
Players), professional associations, government agencies,
and target consumer groups. Additionally, the research
utilized international databases such as Sensor Tower,
Newzoo, and Statista, alongside government sources including
the Department of Business Development and National
Statistical Office, to assess economic trends and values
across each sector. This comprehensive data will inform
national-level industry development strategy formulation.




The methodology involved extracting data from
existing databases from the 2022 BE digital content
industry survey project and Department of Business
Development databases covering 2017-2024 BE for
accuracy verification and data refinement to establish
the 2023 BE database. Through this process, the
company filtered out entities with dissolved legal
status, completed liquidation status, ongoing
liquidation proceedings, or those failing to submit
financial statements to the Department of Business
Development for more than three years from the
database, as summarized in the following table.

Table Comparison of population in 2021 - 2024 industry

® ANIMATION GAME CHARACTER
141
128
79 80
29 30
20
2021 2022

m E-BOOK
-6%
128
120 4
90 86
+17%
+18%
35
30 2 26
2023 2024

The analysis reveals that Thailand's digital content industry demonstrates sustained
growth, with gaming and character sectors achieving the highest market values, while
animation and electronic publishing show qualitative growth trends and expansion into

international markets. Esports, despite currently maintaining a lower market value,

exhibits significant future growth potential.

Identified obstacles encompass both structural
and operational dimensions, including
dependency on foreign markets and external
platforms, capital constraints, shortage of
skilled personnel ready for deployment,
and absence of specialized national-level
supportive policies, particularly regarding
tax incentives and digital copyright protection.

From a technological perspective, significant
transformational changes such as artificial
intelligence implementation, cloud-based
content development, and Web3 platform
growth serve as accelerating factors requiring
rapid business adaptation. Competitive
opportunities will depend on the effective
utilization of these technologies.



Thailand's Digital Content Industry Value 2018 - 2024
Unit : Million baht
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The total value of the digital content industry expanded from 27,873 million baht in 2018 BE
to 50,609 million baht in 2024 BE, representing a 14 percent increase from the previous year.
The industry experienced notable growth in 2563 BE (27 percent) and 2567 BE (14 percent).
Despite periodic deceleration, the overall trend maintains continuous expansion.

Primary growth drivers originate from gaming and character markets, which demonstrated
recovery and expansion in recent years, while animation and electronic publishing, although
experiencing slower growth, continue to play significant roles in the overall industry structure.
Digital market expansion and consumer behavior favoring online content will provide long-term
momentum.

Future integration between government policies and private sector investment, support for
Thai personnel and intellectual property, and international market expansion will constitute
critical factors in driving sustainable growth for Thailand's digital content industry and
enhancing its global competitiveness.



Gaming Industry

The gaming industry maintains the highest continuous market
value, growing from 21,938 million baht in 2018 BE to 35,981
million baht in 2024 BE, with prominent expansion in 2020
BE (35 percent) and 2021 BE (8 percent). Despite a 7 percent
contraction in 2022 BE, the sector achieved 5percent growth
in 2024 BE, reflecting the resilience of Thailand's gaming
market. Primary drivers stem from domestic consumption,
particularly mobile and online games with continuous spending
through Free-to-Play and In-app Purchase models.
Simultaneously, eSports competitions and streaming serve
as supplementary factors expanding the player base and
stimulating expenditure. Persistent limitations include
dependency on foreign game content and insufficient
development of commercially viable Thai gaming intellectual
property.

Character Industry

The character industry's market value exhibits high volatility,
declining continuously from 2,197 million baht in 2018 BE
through 2564 BE (1,603 million baht) before recovering in
2022-2023 BE and increasing dramatically in 2024 BE to
7,232 million baht (196 percent increase). This growth may
result from successful character intellectual property brands
accessing both domestic and international markets. Driving
factors originate from commercial character utilization
extending to multiple product and service categories, including
merchandising, brand collaborations, and digital media
presence. However, revenue remains concentrated in selected
successful intellectual properties, making sustainability a continu-
ing challenge.

Electronic Publishing Industry (Ebook)

Animation Industry

The animation industry's market value during
2018-2024 BE demonstrated continuous volatility,
declining from 3,738 million baht in 2018 BE
by 7 percentin 2019 BE and 13 percentin 2020
BE before recovering in 2021-2022 BE, particularly
in 2022 BE with a 16 percent increase to 3,936
million baht. However, 2023-2024 BE experienced
renewed adjustment downward, with 2024 BE
showing a slight decrease to 3,433 million baht
(3 percent decline). Critical factors affecting
animation industry volatility include inconsistent
foreign demand for outsourcing production and
intense regional competition from Asian
competitors such as the Philippines and Vietnam.
Simultaneously, development of original works
with Thai intellectual property maintains limited
proportions, resulting in revenue dependence
on foreign production orders.

TR

Electronic publishing industry value data first appeared in 2022 BE with a value of 3,712 million baht, growing to
3,971 million baht in 2023 BE (7 percent) before declining slightly in 2024 BE to 3,963 million baht (0.21 percent
decrease). This market's growth receives momentum from digital platform reading behavior and e-publishing content
expansion. Although ebooks experience slower growth rates compared to other industries, they possess potential for
international market expansion, particularly in distinctive content categories such as Thai literature, comics, and
educational content. Developing file standards, creating metadata, and improving online distribution systems will
enhance competitive capabilities. 4



The valuation of the digital content industry comprises two main components:
production value and consumption value.

Production value encompasses both export value and domestic production value. Export
value is calculated by aggregating revenue from international sources across all content
formats and platforms. Domestic production value is determined by totaling revenue
generated from sources within the country, likewise across all content formats and platforms.

Import value is derived from the collection of revenue data associated with the digital content
industry.

Unit : Million baht

Import value
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Digital content
industry

Digital content is an industry that involves
the production, sales, and services of digital
content such as animations, computer graphics,
films, TV series, games, and modern forms of
media, for example, augmented reality (AR),
virtual reality (VR), mixed reality (MR), cartoon
characters including e-learning.

However, the meaning of digital content is quite broad and can be defined differently.
According to the use of digital content nowadays can be conclude the meaning of digital
content as it is the Real Content in daily lives transformed into digital format and communicated
through any device, which connected information through computers, TVs, mobile phones,
satellites, and the internet.

This study on boundary and suggestion to amend the meaning of digital content industry
will be conducted through surveys which covers industry group with the following details.
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Gaming
industry

In this study, the gaming industry refers to the
development, production, and distribution of
games, which are digital entertainment media
created to engage players in interactive gaming
experiences. Current games encompass various
types, ranging from arcade games, console
games, computer games, and smartphone
games, to allow players to experience storytelling,
problem-solving, competition, or creativity in
virtual environments. This industry has a
significant influence and impact on both digital
culture and the global economy due to its rapid
growth and extensive consumer reach.

“Gaming” refers to the competition between
players or teams, which may consist of
individual players or more than one person.
The competition is typically governed by
rules or regulations agreed upon by all
participating players, with a defined objective
in mind. At times, hypothetical roles or situa-
tions may be created within the game.

The study showed that there are numbers of
definitions for gaming industry in different
perspectives and features for nowadays with
the following details:

The format presenting work or platforms
Game platforms can be categorized, and here are the
details:

Console Games

Games played on a video game console, which is a gaming
device that displays images through a screen on the
console or a television. There are in-home gaming
consoles like PlayStation and Xbox, as well as portable
gaming consoles like the Nintendo Switch. Console
games are typically in the form of cartridges or discs,
but nowadays, they can often be purchased online
through game streaming services and downloaded onto
the console. Console gaming hardware includes the
console itself, game controllers, such as joysticks or
gamepads with control buttons. Some games may also
involve VR (Virtual Reality) devices or other peripherals.

Personal Computer Games Browser

Games played on a computer or Mac that are connected
online to play through a web browser without the need
to download or install the game on the computer or Mac.

Personal Computer Games Downloaded/Boxed

Games played on a computer or Mac that require downloading through the internet or a streaming
platform (digital download), or games that need to be purchased in physical formats like a retail
box, CD, DVD, or Blu-ray to install the program for playing, either online or offline.

Smart Devices/Mobile Games
Games played on smart devices or mobile phones, compatible with both iOS and Android
operating systems, and can be played both online and offline.



Distribution channels sources of revenue
According to the study, distribution channels and sources of revenue
for games can be categorized with the following details:

Download and Retail

Revenue from download fees on various platforms, such
as PC, consoles, and smart devices, or fees for physical
discs or cartridges to install game software.

In-Game Purchase
Revenue from the sale of in-game products and/or items.

Advertisement

Revenue from in-game advertisements, including those
in the form of banners, cutscenes, or through the option
to watch ads in exchange for in-game items.
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The industry began to recover in 2024 with a growth rate of 5%,
increasing the market value to 35,981 million baht. This recovery
reflects strategic adjustments by industry operators and market
restructuring that better aligns with new consumer demands.
Forecast data indicates promising trends for the gaming industry's fu-
ture. The industry value is expected to increase to 38,332 million
baht in 2025, representing a 7% growth rate. This growth is
anticipated to continue in 2026 and 2027 at a steady rate of 5%
per year, which would elevate the industry value to 40,087 million
baht and 42,055 million baht, respectively.

The value of the industry

The Value of The Gaming Industry

The Thai gaming industry experienced a remarkable growth
trajectory in its early phases, expanding from 21,938 million baht
in 2018 to 25,440 million baht in 2019 (a 16% increase), and
reaching 34,316 million baht in 2020 with an exceptional growth
rate of 35%. This substantial growth correlated directly with the
COVID-19 pandemic, which led to increased consumption of digital en-
tertainment among the population.

In 2021, the market continued to grow but at a reduced rate of The Value of The Gaming Industry In 2018-2024

8%, reaching a value of 37,063 million baht. The industry then expe- and Forecast 2025 - 2027

rienced a contraction during 2022-2023, with decline rates of 7% Industry Value  —— Growth Rate Unit: Milion Bant
and 0.78% respectively, reducing the market value to 34,556 and .
34,288 million baht. This contraction aligned with the relaxation saats 03 giice qasge 35981 o2F = B

of COVID-19 measures and the normalization of consumer behavior >5.420

patterns. —

Industry Value Classification by Usage Type ™

Import Value for Consumption 2018 2019 2020 2021 2022 2023 2024 20256  2026F  2027F

Analysis of data during 2018-2024 BE reveals that Thailand's gaming industry import value for consumption demonstrates continuous
growth trends, increasing from 21,203 million baht in 2018 BE to 34,928 million baht in 2024 BE. Prominent growth occurred during
2019-2020 BE (36 percent and 8 percent respectively), resulting from online gaming and mobile gaming market expansion during the
COVID-19 pandemic period. Despite deceleration in 2022 BE (7 percent decrease), recovery occurred in 2024 BE (5 percent increase),
reflecting the strength of the import market and domestic consumption.

Production Value for Domestic Use

Production value for domestic use experienced volatile fluctuations, positioned at 261 million baht in 2561 BE and increasing significantly
to 633 million baht in 2564 BE (48 percent increase) due to domestic game development support and heightened demand for gaming
content during COVID-19. However, from 2565 BE onward, production value declined continuously to 219 million baht in 2567 BE (8
percent decrease from 2566 BE), indicating structural limitations in the domestic gaming production industry.
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Export Value Industry Value Classification by Usage Type

Regarding exports, although proportions remain it ion b
minimal compared to imports, expansion trends import value

exist, growing from 340 million baht in 2022 BE .’/34,928

to 648 million baht in 2023 BE and reaching 834 Consumption value (1) +5%

million baht in 2024 BE (29 percent increase). %/%'35'147 omestimoducton e

This growth indicates the potential of Thai operators 4% ? 219

to enter international production chains, particularly & 8% Production value

as outsource service providers and creators of
digital products for foreign markets.

1,053

+19%

Export value

(g?'{) 83

Industry Value Classification by Consumption and Production +29%

4

Consumption Value

Domestic consumption value serves as the primary driver of Thailand's gaming industry, growing
from 21,464 million baht to 35,147 million baht during 2018-2024 BE. High growth rates occurred
during 2019-2020 BE (36 percent and 8 percent respectively), resulting from mobile gaming market
expansion, increased online distribution platforms, and popular eSports activities. Despite contraction
in 2022 BE (7 percent decrease), recovery occurred in 2024 BE (4 percent increase).

Production Value
Domestic production value experienced gradual expansion from 735 million baht in 2018 BE to 1,053

million baht in 2024 BE, with 2020 BE growing 10 percent and 2024 BE growing 19 percent. Supporting
factors include increased domestic game development projects, outsourced production work from
abroad, and new technology implementation that reduces production costs and enhances efficiency.

Industry Value Classification by Consumption and Production

List 2018 2019 2020 2021 2022 2023 2024
¥ Consumtion 21,464 24,947 33,008 36,695 34,216 33,640 35,147
BayY Value 16% 36% 8% 7% 2% 4%
R . 735 750 837 1,000 899 886 1,053
Production
= 2% 12% 10% -10% 1% 19%
Value (] (] 0 (] 0 (] (] 9 (]
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Industry Value Classification by Business Type

Intellectual Property Owner

Production business with own intellectual property demonstrates
high volatility, increasing from 338 million baht in 2018 BE to
684 million baht in 2021 BE (67 percent increase) but declining
to 504 million baht in 2024 BE (26 percent decrease from the
previous year). This reflects the challenges faced by Thai operators
in developing and maintaining competitive IP long-term, and the
necessity for support in capital, technology, and marketing.

Outsource Service Provider

Outsourced production business under others' copyright shows
decreased total value compared to 2018 BE, but recovery occurred
in 2024 BE from 129 million baht to 146 million baht (13 percent
increase), demonstrating Thailand's potential as a service provider
for game production and content creation for international markets,
particularly with increased demand for game development work
from global players.

Distribution, Import and Agency Business

Distribution, import and agency business continuously maintains
the highest market share, growing from 21,355 million baht in
2018 BE to 35,331 million baht in 2024 BE (6 percent increase
from the previous year). Thailand's gaming market structure
remains primarily import-dependent, with distributors importing
and distributing foreign games to Thai consumers. Creating
promotional mechanisms for Thai distributors to play roles in
international markets will help expand future commercial potential.

Unit : Million baht

-26%
504
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+13%
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+6%
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The Value of The Gaming Industry by Platform

The Thai gaming industry is divided into four leading platforms: Arcade
Games, Console Games, Personal Computer Games, and Mobile Games,
each exhibiting different growth patterns.

The Value of The Gaming Industry by Platform

m Mobile (Android) = Mobile (i0S) = PC mConsole/Handheld Arcade
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22,237
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-4%

17,835

2019 2020 2021 2022 2023

Arcade Games

Arcade games represent the smallest market segment with a declining
trend, decreasing from 251 units in 2020 to merely 19 units in 2024. This
decline is primarily attributed to changing consumer behaviors, with
players increasingly preferring to play games on personal devices, as well
as the impact of the COVID-19 pandemic on public entertainment venues.
Despite this downward trend, the future of arcade gaming may see
revitalization through the integration of VR/AR technologies and the
development of comprehensive entertainment centers.

Console Games

Console games have demonstrated the strongest growth among all
platforms, with market value increasing from 4,785 units in 2020
to 6,768 units in 2024, representing a 41% growth. Key driving
factors include the launch of high-performance new console
generations, the development of premium first-party games, and
improvements in online subscription services. Future trends for this
segment will likely focus on cross-platform experiences, expansion
of cloud gaming services, and investments in VR/AR technology.
Personal Computer Games

PC games have grown at a steady but slower rate compared to mobile
games, increasing from 8,231 units in 2020 to 11,359 units in 2024,
reflecting a 38% growth. Significant factors contributing to this
growth include the development of hardware technology, making
gaming computers more affordable, the expansion of e-sports, and
the growth of digital distribution platforms. The future of PC gaming
is expected to focus on Ray Tracing technology, Al integration,
Cloud Gaming, and further integration with VR/AR technologies.

Smart Devices/Mobile Games

Mobile games have experienced significant contraction, with market
value declining from 21,049 units in 2020 to 17,835 units in 2024,
representing a 15% decrease. Notably, the Android platform (8,991
units) has overtaken iOS (8,844 units) in 2024. This contraction can
be attributed to several factors: market saturation in developed
countries, intensifying competition among developers, and changes
in privacy policies, particularly within iOS. Future trends for the
mobile gaming sector face recovery challenges, with potential
development paths including the integration of Web3 technologies,
blockchain implementation, and market expansion into emerging
regions with growth potential.
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The Value of The Gaming Industry by Revenue Channels

The Thai gaming industry generates revenue through three main channels: Downloads and Retail, In-Game Purchases, and advertising. Each
channel shows distinct trends and performance metrics.

The Value of The Gaming Industry by Revenue Channels

Download and Retail Unit: Million baht

+19%
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Downloads and Retail

This channel has experienced consistent growth,
increasing from 11,559 million baht in 2020 to
16,669 million baht in 2024, representing a 44%
growth. This upward trend reflects the expansion
of the gaming market and the shift in consumer
behavior towards digital game purchases. Physical
formats (discs/cartridges) maintain a stable customer
base primarily among collectors.

Key growth drivers include the expansion of digital
platforms, reduced production and distribution
costs, increased gaming activity during the COVID-19
pandemic, and improvements in high-speed internet
infrastructure. Future growth is expected to come
through cloud gaming, the indie game market, and
cross-platform distribution systems.
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In-Game Purchase Unit : Million baht

-6%

23,475
22,242 '
' 21,160
20,028 18,818

2020 2021 2022 2023 2024

In-Game Purchases

The in-game purchase market has contracted
significantly, declining from 22,242 million
baht in 2020 to 18,818 million baht in
2024, representing a 15% decrease. This
contraction stems from regulatory changes
imposing stricter controls on loot box
systems and gambling elements in games,
increased consumer awareness regarding
unnecessary expenditures, and intensified
market competition.

The future of this revenue channel will
require adaptation through the development
of fair Battle Pass systems, creation of
high-quality content, and the development
of player-to-player trading systems utilizing
blockchain technology.

Other Unit : Million baht
+156%
4
380 03 271,34 348
2020 2021 2022 2023 2024

Advertisement

The advertising market within games has shown
the highest volatility among all revenue channels.
Starting at 380 million baht in 2020, it increased
to 403 million baht in 2021, then declined sharply
to 136 million baht in 2023, before recovering
to 348 million baht in 2024, with a remarkable
growth rate of 156% in the final year.

Growth factors include changing media
consumption behaviors, targeted advertising
technology, the rise of content creators and
influencers, and economic recovery following
the COVID-19 pandemic. The future of this channel
shows growth potential through the development
of new advertising formats such as native in-game
advertising, AR/VR technology integration, and
programmatic advertising systems.



Esports Industry

Electronic Sports, or E-Sports, refers to a form of electronic competition divided into two main formats:
individual and team competitions. E-Sports evolved from regular gaming and can be categorized into three
levels: amateur, semi-professional, and professional. Each tournament offers prize money for winners.

In this study, the E-Sports industry encompasses competitions, production, broadcasting, sponsorship, and
related services for electronic sports, involving both individual and team competitions using computer or
video games as competitive tools. This includes competitions conducted under internationally recognized
rules, standards, and protocols, as well as the creation and management of E-Sports teams and athletes,
organizing competitions at various levels, and developing platforms and technologies that support the
E-Sports ecosystem.

Industry Operators by Platform

Console Games

Console games are played through dedicated hardware such as PlayStation, Xbox, or Nintendo Switch,
primarily using controllers. Despite limitations in hardware customization, they offer system stability and
competitive equality, securing their place in numerous esports tournaments. Popular competitive console
games include sports titles like FIFA and NBA 2K, fighting games such as Street Fighter and Tekken, and
first-person shooters like Call of Duty.

Personal Computer Games

PC games, played on computers or Macs, have long formed the foundation of the E-Sports industry. Their
popularity stems from high hardware flexibility, precise control through keyboard and mouse interfaces,
and support for graphics and framerate customization crucial for competitive play. Leading E-Sports titles
on this platform include Dota 2, League of Legends, Counter-Strike, and Valorant.

Mobile Games or Smart Devices

Mobile games are played on smartphones or tablets, primarily using touch interfaces. This platform excels
in accessibility, boasting high user numbers and lower competitive entry costs compared to other platforms.
Advances in mobile processing technology and high-speed internet networks have facilitated international-level
competitions. Popular mobile E-Sports titles include PUBG Mobile, Arena of Valor (RoV), Mobile Legends:
Bang Bang, and Free Fire.

16



Revenue Channels

@ Sponsorship Media Rights

In-Game Items

Revenue generated by teams, competition Revenue derived from selling broadcasting Revenue from selling digital items that utilize
organizers, or platforms from brands that provide or streaming rights to platforms or television the intellectual property (IP) of teams or
support in various forms, such as logo placement, stations such as Twitch, YouTube, or local competitors, such as skins, avatars, flags, or

collaborative events, or appearances in content stations. This includes licensing fees for images symbols within games. This revenue primarily
and broadcasts. This represents the highest and videos of broadcast competitions. comes through game developers' platforms.

proportion (approximately 60%) of global
E-Sports revenue.

The value of the industry

The ESports industry in Thailand reached a total value of 530 million baht in 2024, in-
creasing from 475 million baht in the previous year, representing a 10% growth
rate from a year earlier. This growth demonstrates the industry's resilience despite
challenging economic conditions and reflects increasing consumer demand for
E-Sports entertainment content. Compared to 2023, when the industry experienced
a 14% contraction, the recovery in 2024 is particularly significant for the industry's
long-term sustainability.

The Value of The Esports Industry

Industry Value Growth Rate Mt MilienBant

530

10%

17 2023 2024

The distribution of market value across platforms in 2024
presents a fascinating picture of consumer behavior in the
Thai E-Sports ecosystem. Mobile and tablet platforms
dominate the market with a 74% share, equivalent to 392
million baht, while the computer platform accounts for 26%
of the market, or 138 million baht.

This distribution reflects a shift in E-Sports consumption
behavior toward portable devices, driven by greater accessibility
and lower entry costs. Mobile games' ability to reach a more di-
verse player base compared to computer games has resulted
in a larger fan and viewer foundation for mobile E-Sports, sig-
nificantly impacting sponsorship values and advertising
revenue.

The Value of The Esports Industry by Platform

Unit: Million Baht

= Camputer Mobile/Tablet
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Analysis of Trends in the Gaming Industry

Quantitative Analysis and Market Value Trends

Thailand's gaming market has maintained growth momentum despite
some annual fluctuations during the 2018-2024 period. In 2024, the
total market value reached 35,981 million baht, increasing by 5%
from 34,288 million baht in 2023. The primary growth drivers continue
to be consumption and imports, which account for more than 90% of
the market, reflecting Thailand's substantial dependence on foreign
game content. While production and export values remain limited,
they have shown encouraging signs of recovery in the latest year.

Domestic consumption in 2024 increased to 35,147 million baht (4%
growth), bolstered by mobile gaming market expansion and increased eS-
ports activities at both national and regional levels. Production value,
though relatively small (1,053 million baht in 2024), demonstrated sig-
nificant growth (19%), indicating increased investment in Thai game de-
velopment projects and outsourcing services for international studios.

Analysis by business type indicates that publishing and importing businesses continue to dominate the market (approximately 98% of market
value). Businesses with proprietary intellectual property (IP Owners) and outsourcing services represent only minor segments with high
volatility. IP Owners contracted by 26% in 2024, highlighting the challenges of creating sustainable Thai intellectual property that can compete
effectively. Conversely, outsourcing businesses grew by 13%, indicating emerging opportunities within the global gaming supply chain.

Technological Trends

Globally, the gaming industry continues to evolve through new
technologies, particularly cloud gaming, which reduces hardware
limitations for players by enabling access to high-quality games
through streaming services such as NVIDIA GeForce Now, Xbox Cloud
Gaming, and PlayStation Plus Premium. This trend is expected to
impact Thai operators by increasing demand for high-speed internet
infrastructure and intensifying competition among digital game
distribution platforms.

Generative Al has also become increasingly significant in game
development processes, including automated in-game asset creation,
script writing, and intelligent dialogue generation. These technologies
can reduce production time and costs while creating new competitive di-
mensions in quality and creativity. Several Thai studios have begun
experimenting with Al tools such as Midjourney, ChatGPT API, and
Unity Muse in their creative processes.

Virtual Reality (VR) and Augmented Reality (AR) are other influential
technologies gaining practical applications in the gaming market,
with major companies like Meta, Apple, Sony, and Pico introducing
new hardware and platforms. These technologies not only expand
gaming experiences but also create new game categories emphasizing
immersive experiences, potentially offering opportunities for Thai
developers targeting niche markets. 18



Status of Digital Workforce in the Gaming Industry

The gaming industry in Thailand has experienced significant changes in workforce
numbers over the past seven years. Total personnel have declined from 3,131
people in 2018 to 1,931 people in 2024, representing a 38.3% reduction. This
substantial decrease reflects necessary structural adjustments within the industry
following a period of rapid growth in the early part of the decade.

Analysis of the trend shows that the decline occurred continuously from 2019
through 2023, before showing modest signs of recovery in 2024 with a 1% growth
rate. This recent stabilization may indicate that the industry is approaching a more
sustainable equilibrium after several years of contraction and consolidation.

Business Trends (Thailand and International)

Globally, the gaming industry is shifting from premium
game models toward Game-as-a-Service (GaaS) and
Free-to-Play with In-App Purchase models, generating
increasing revenue from microtransactions and subscriptions.
Major platforms such as Steam, Epic Games Store, PlayStation,
and Xbox are expanding subscription services and
emphasizing continuous content updates to maintain
player bases. This trend reflects a transition from one-time

The Gaming industry workforce

. m Non-technical Technical

sales to recurring revenue models.

3,131
In Thailand, the market continues to rely primarily on .
foreign games, with distribution companies serving as key 2280 2310
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developers, particularly in mobile and online games utilizing
Thai IP.
In terms of business structure, collaborations between

Positions with specialized or technical skills in the Gaming industry in 2024

. . . . . . List of positions 2022 2023 2024 YoY

Thai developers and international publishers, including _
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Garena, Tencent, and NetEase, creates opportunities for
Thailand to serve as an outsourcing production base and
for indie game developers to expand into international
markets.
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Animation
industry

In this study, the animation industry refers to the design,
production, distribution, and services related to animation
work, which involves creating motion through techniques
that arrange still images in sequence and display them
continuously, creating the illusion of movement. This
“industry encompasses content development, production,
and the distribution of animation products and services
in various forms, including related techniques and
technologies such as Motion Graphics and Computer-
generated Imagery (CGI) and Visual Effects (VFX).

“Animation” refers to the creation of non-living
drawings and shapes that can be made to move and
appear lifelike according to ideas or imagination. It
involves arranging and displaying them in a sequence
to create a continuous, moving image.

According to the studies, the definition of animation
industry and Computer-Generated Imagery are different
depends on perspectives and features for nowadays
with the following details:

The work format or platforms

Animation formats and content of presenting animated
works, it is possible to categorize the formats and content
of presenting animated works with the following details:
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Motion Graphic
Motion Graphic is a graphic design format that operates through animation or the
creation of digital footage to display moving images on a screen. It may involve the
addition of sound and various mixed media elements. Today, it is popular and continually
evolving in both media and contemporary art, incorporating a variety of elements.
Computer-generated Imagery: CGl and Visual Effects: VFX

Computer-generated imagery (CGl) refers to images created or supported by computer

2D Animation

2D Animation is drawn in both vertical and horizontal
directions, creating a two-dimensional image. Clear
examples of 2D animation in the present day are
primarily found in Japanese animation, often referred
to as anime such as “Your Name” which is popular
or old animation but still popular until this day such
as “Lion King” and “Tarzan”.

3D Animation

3D Animation emerged after 2D Animation due to
the use of modern technology and various software
programs. It adds an additional dimension, depth,
to the existing tow dimensions, vertical and horizontal,
creating 3D Animation. This process is typically
carried out in specialized software, involving the
creation of 3D models of characters and environments
to make them move. However, 3D Animation still
relies on the fundamentals of 2D Animation to ensure
the movements of various elements in 3D Animation
appear beautifully realistic. For example, Disney,
Pixar or Dreamwork which have a number of popular
works such as “Frozen” or “Minion”.

graphics for use in various art forms, media, print, video games, simulations, and visual

effects (VFX) in films.



Distribution channels or sources of revenue
Distribution channels or sources of revenue for animation can be
categorized with the following details:

Television

The revenue from this source primarily comes from animated series
and films. It includes two types of revenue based on the business
model negotiated with television stations. First, there is revenue from li-
censing, where television stations purchase the rights to broadcast an-
imated shows or films, either directly or through distributors. Second,
there’s revenue from advertising, where producers pitch their content
to television stations and generate income from selling advertising
slots during the broadcast of their animated shows or films. It is
worth noting that when estimating the market value of animation,
the revenue-sharing with television stations is not included, as it is
typically set and around 50%.

Theater
Movie theater operators purchase animated films, and revenue is
shared with the animation producers or copyright holders. This is
typically done through the box office ticket sales, where a portion
of the ticket price goes to the animation producers or copyright
holders. The market value of animation does not include the portion
- - of revenue that goes to movie theaters, which is usually estimated
+ Abbe ratiing Pdrtistes, Glow, 'ﬁ‘é-pTh _ e at around 50%. Additionally, any supplementary revenue generated
by theaters, such as food and beverage sales, is not included in the
market value estimation of animation.

Over The Top: OTT

Revenue from renting or licensing animation media to provide services
via the internet on various platforms which may charge users a
monthly or yearly fee, or they may off free content supported by
advertising such as YouTube, Line TV or Netflix.
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Ecosystem

and Value Chain

The ecosystem of animation industry
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The value of the industry

The Value of The Animation Industry Forecast data indicates that Thailand's animation industry will
In 2018, Thailand's animation industry was valued at 3,738 million baht return to consistent growth in the near future. In 2025, the industry
before experiencing consecutive declines in 2019-2020, decreasing to is projected to grow by 3% to reach 3,546 million baht. Growth is
3,494 and 3,056 million baht, respectively. The contraction was particularly expected to accelerate to 6% in 2026 and 7% in 2027, increasing
significant in 2020, with a decline rate of 13%. This downturn was attributable the industry value to 3,766 and 4,013 million baht, respectively.
primarily to the COVID-19 pandemic, which led to the postponement or These growth projections for 2025-2027 reflect long-term confidence
cancellation of numerous animation production projects. The industry in Thailand's animation industry. The sector is expected to achieve
began to recover in 2021-2022, with growth rates of 11% and 16% full recovery and demonstrate potential for stable growth over the
respectively, increasing the industry value to 3,399 and 3,936 million nextthree years.

!oaht. This robust recove.ry reflected th(? adaptation of industry op.eratf)rs The Value of The Animation Industry In 2018-2024

in the post-COVID environment and increased demand for animation and Forecast 2025 - 2027
content from streaming platforms and various digital media. However, in

2023, the industry contracted again by 10%, reducing its value to 3,532

million baht. This was followed by a moderated contraction in 2024, with Py _ am 3532 3433 3546
the decline rate decreasing to 3%, resulting in a market value of 3,433 —
million baht. These fluctuations reflect the ongoing industry restructuring

and efforts by operators to develop more sustainable business models

Industry Value Growth Rate

3036 4,013
3938 3,768

Industry Value Classification by Usage Type

2018 2019 2020 2021 2022 2023 2024 20256  2026F  2027F
Import Value for Consumption

Import value for consumption demonstrates volatile trends during 2018-2024 BE, beginning at 196 million baht in 2018 BE, declining in 2019
BE, and recovering during 2020-2023 BE to reach 256 million baht before slightly adjusting to 251 million baht in 204 BE. Notable change
rates occurred during 2020-2021 BE with increases of 25 percent and 4 percent respectively, reflecting continuous demand for content and
services requiring importation from abroad for domestic consumption.

Production Value for Domestic Use

Domestic production value shows overall declining trends, decreasing from 2,017 million baht in 2018 BE to 905 million baht in 2024 BE (17
percent decrease from the previous year). Clear declines occurred during 2019-2020 BE and 2023-2024t BE periods, reflecting
production capacity limitations, cost competition challenges, and lack of new investment in production processes. Such contraction rates may
reflect structural problems in the domestic production sector. 24



Export Value Industry Value Classification by Usage Type
Export value demonstrates high volatility, increasing
from 1,525 million bahtin 2018 BE to 2,610 million Import value

Unit : Million baht

baht in 2022 BE but adjusting downward to 2,171 . .’6 356

million baht in 2024 BE (17 percent decrease from cm;"pm“ value +50%

the previous year). This trend may reflect dependency %/w& 1’265; Domestic production value

on only a few major export markets and challenges F 905

in maintaining long-term production contracts. & 17% Production value

3,076

-1%

Although it remains one of the industry's important

Export value

revenue sources, market base expansion is necessary x 2171
to create stability. (ﬁ(@

-17%
Industry Value Classification by Consumption and Production

Consumption Value
Domestic consumption value demonstrates continuous declining trends, decreasing from 2,213
million baht in 2018 BE to 1,156 million baht in 2024 BE. Notable contractions occurred during
2019-2020 BE (29 percent decrease) and 2023-2024 BE (13 percent decrease), which may result
from shifting consumption behavior toward foreign services and content through digital platforms,
international competition, and domestic distribution channel limitations.
Production Value
Production value, despite maintaining higher proportions than consumption, shows long-term
declining trends, decreasing from 3,542 million baht in 2018 BE to 3,076 million baht in 2024 BE.
Although growth occurred in certain periods, such as 2021 BE (29 percent increase) due to export
production projects, the overall picture continues to reflect domestic industry fragility and primary
dependency on foreign production orders.

Industry Value Classification by Consumption and Production

List 2018 2019 2020 2021 2022 2023 2024
@) Consumtion 2,213 2,004 1,413 1,233 1,326 1,312 1,156
Ny
Value 9% 29% 13% 8% 1% 13%
e ] 3,542 3,333 2,873 3,171 3,699 3,300 3,076
()@ Production
 \/alue 6% -14% -59% 29% 11% 17%
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Industry Value Classification by Business Type Unit : Million baht

Intellectual Property Owner

Production business with own intellectual property demonstrates

high volatility, increasing from 105 million baht in 2018 BE to

169 million baht in 2019 BE (62 percent increase) but declining

dramatically in 2020 BE to only 18 million baht before slight 18 63 63 57 5, 10%
recovery in subsequent years, reaching 51 million baht in 2024
BE. The continuous decline after 2019 BE reflects challenges
in creating new IP and sustainability risks of developed content.

2020 2021 2022 2023 2024

Outsource Service Provider

Outsourced production business under others' copyright

maintains the highest value in this category, ranging between

2,128-3,370 million baht during 2019-2022 BE and declining a0 2864 370 2073 2,865
to 2,866 million baht in 2024 BE. Recent contraction (15 percent .

-4%

decrease) may result from reduced foreign orders or intense
competition from regional competitor countries. However, this

) . ) L 2020 2021 2022 2023 2024
business remains the industry's primary revenue base.

Distribution, Import and Agency Business

Distribution, import and agency business shows continuous
declining trends, decreasing from 1,455 million baht in 2018

BE to 411 million baht in 2024 BE. The 18 percent decrease

from 2023 BE may reflect market structure transformation,
competition from cross-border online distribution channels, 578
and consumers increasingly utilizing foreign platform services,

+3%
472 503 502 516

causing domestic businesses to face greater pressure on revenue
9 g P 2020 2021 2022 2023 2024

and market share.
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The Value of The Animation Industry by Presentation

The animation and digital content industry in Thailand is divided into four
main categories based on presentation format: 2D Animation, 3D Animation,
Motion Graphics, and Computer-generated Imagery (CGl) and Visual Effects
(VFX).

The Value of The Animation Industry by Presentation

CG/VEX mAnimation 3D Animation 2D  m Motion Graphics

964 +7%
.
1'313 11779 1,496 1,468 2%
2021 2022 2023 2024

2D Animation

The 2D animation market has experienced continuous contraction, decreasing
from 753 units in 2022 to 611 units in 2024, with a 6% decline in the final
year. This downward trend is attributable to shifting preferences toward 3D
content and special effects, intensifying cost competition, and reduced
investment from major studios. Nevertheless, opportunities remain for
operators who can establish distinctive identities and serve niche markets,
such as educational content, business concept explanations, and social

media content.
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3D Animation

The 3D animation market has demonstrated strong and stable
growth, increasing from 964 units in 2022 to 1,016 units in 2024,
with a 7% growth rate in the final year. Growth drivers include
increased acceptance of animation content across all age groups, de-
velopment of tools and technologies that reduce production
complexity, growth in the gaming industry, and expanded applications
in other sectors. The future of 3D animation appears promising
through the development of Real-time Rendering technology, Al
integration, and growing applications in Virtual Reality.

Motion Graphics

The motion graphics market has faced significant challenges, with
value declining from 440 units in 2022-2023 to 337 units in 2024,
representing a 23% contraction in the final year. This decline stems
from marketing strategy shifts toward new formats such as Live
Action and Interactive Content, competition from ready-made
tools, reduced advertising budgets, and increasing demand for
more diverse content. Future recovery will depend on adaptation
to new platforms such as AR/VR, integration of interactive
technologies and Al, and expansion into new markets such as

E-learning and Corporate Communication.
Computer-generated Imagery (CGl) and Visual Effects (VFX)

The CGI/VFX market holds the highest value in the industry, having in-
creased to 1,779 units in 2022 before adjusting downward to
1,468 units in 2024, while maintaining its leadership position in
the industry. Growth factors include demand from the film and
series industry, expansion of streaming platforms, technological de-
velopments enhancing production efficiency, and growth in the
gaming industry. Future trends will be supported by Al technology,
Virtual Production technology, and demand for special effects for in-
teractive content.



The Value of The Animation Industry by Revenue Channels

The animation and digital content industry has three main revenue channels: Television, Theaters, and Over-The-Top (OTT) platforms.

The Value of The Animation Industry by Revenue Channels

Televisiont  Unit: Million baht Theater Unit : Million baht oTT Unit : Million baht Other Unit : Million baht
+53%
-32% -18%
291
260 0
228 05 +39%
140 139 154 199 122 %1 160 13, 14
3 4 6
2021 2022 2023 2024 2021 2022 2023 2024 2021 2022 2023 2024 2021 2022 2023 2024
Television

The television market has contracted continuously, from 238 million baht in 2022 to 140 million baht in 2024, with a 32% contraction rate in
the final year. This decline is attributed to shifting consumer behaviors toward digital platforms, a decrease in viewership among teenagers
and working-age groups, and changes in marketing strategies by investors. The future of the television industry requires developing unique
content, integrating digital technologies, expanding access across multiple platforms, and potentially repositioning as content producers for

streaming platforms.

Theaters

The theater market has shown remarkable recovery,
increasing from 139 million baht in 2022 to 291 million
baht in 2024, with a high growth rate of 53% in the
final year. This reflects recovery and the return of
theater-viewing behaviors. The future of this market
holds interest in developing experiences that cannot
be replicated elsewhere, integrating new technologies,
and expanding the role as comprehensive entertainment
centers, while still facing competition from streaming
platforms.

Over-The-Top (OTT) Platforms

The local OTT market has contracted from 181 million baht in 2022 to 131 million
baht in 2024, representing a 27.6% contraction. However, the analyzed value does
not include revenue from leading foreign platforms such as Netflix, weTV, iQlYI, and
Viu, which could make the actual market up to three times larger. The contraction of
local service providers reflects a shift in market share toward foreign platforms, which
have advantages in content portfolio, technology, and infrastructure, and bargaining
power with content producers. This situation affects the ecosystem of the Thai content
industry and personnel development, but also creates opportunities for producers
capable of creating international-standard content, as foreign platforms require local
content to attract viewers in each market.
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Analysis of Trends in the Animation Industry

Quantitative Analysis and Market Value Trends

The animation industry in Thailand has exhibited notable volatility
during the 2018-2024 period. Total industry value declined from
3,738 million baht in 2018 to 3,328 million baht in 2024, reflecting
competitive pressures and inconsistent global market demand. Revenue
from domestic production has experienced a continuous decline, with
a significant 17% reduction in 2024 compared to the previous year.
Despite fluctuations, export value remains a crucial revenue source

Domestic consumption has contracted from 2,213 million baht in
2018 to 1,156 million baht in 2024, showing a consistent decline over
several consecutive years. This trend indicates a small domestic market
with substantial dependence on international content. Production
value, which had reached 3,699 million baht in 2022, decreased to
3,076 million baht in 2024, primarily due to reduced international pro-
duction orders.

for the industry.
In terms of business categories, outsourcing service providers have consistently maintained the largest market share, though showing a
declining trend in recent years. Businesses with proprietary intellectual property (IP Owners) represent a small and highly volatile segment,
highlighting the challenges of developing Thai IP with long-term market viability. Publishing and importing businesses have experienced a
continuous decline due to competition from international platforms.

Technological Trends

Globally, the animation industry has been significantly impacted by emerging technologies,
particularly generative Al and real-time rendering, which reduce production costs and
timelines. Systems like Unreal Engine and Unity enable real-time content creation for
films, animations, and games, allowing producers to work more efficiently and make
flexible adjustments to their projects.

Cloud-based collaboration tools such as Autodesk ShotGrid, Toon Boom Producer, and
cloud-based render farm services have democratized production infrastructure, enabling
small and medium-sized studios worldwide to access advanced capabilities at lower costs
and collaborate seamlessly with international teams. This development has created new
opportunities for cross-border collaboration.

While Thailand has increased adoption of new technologies, limitations in personnel and
budget remain significant constraints. Adaptation to technologies such as Al-assisted
animation and virtual production will be essential for enhancing the competitive capabilities

of Thai producers in the global market.
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Business Model Evolution

Globally, animation industry business models are shifting toward
Content-as-a-Service approaches, where producers develop IP
and leverage it across multiple channels, including streaming
platforms (Netflix, Disney+), cross-media licensing, and co-
production arrangements with international studios. Success
in the global market primarily stems from IP that can be developed
into long-term franchises.

In Thailand, the predominant business model remains outsourced
service provision for international studios. While this model
generates stable short-term revenue, it presents long-term risks
due to the lack of proprietary IP that could generate sustained
income. Developing Thai IP with regional and international
market potential will be a transformative factor for the industry.

Future support should focus on establishing connections with
global streaming platforms, developing the domestic market to
support Thai IP, and implementing soft power strategies to
introduce Thai content to global markets. With the comprehensive
implementation of these measures, Thailand's animation industry
will have enhanced potential for growth and international
competitiveness.

Status of Digital Workforce in the Animation Industry

The animation industry in Thailand has demonstrated stable growth in personnel
numbers over the past seven years. Total workforce increased from 2,308
individuals in 2018 to a peak of 3,198 in 2022, before adjusting downward to
2,661 in 2024, reflecting a 5% decrease. Despite this recent decline, the 2024
workforce numbers remain significantly higher than those recorded in 2018.
This indicates overall industry growth and increased labor demand throughout
the period under review. The adjustment in personnel numbers demonstrates
the industry's flexibility and ability to maintain a substantial workforce to
meet market demands. The resilience shown in maintaining workforce levels
above the 2018 baseline, despite recent fluctuations, suggests the animation
industry has established a sustainable operational scale aligned with current
market conditions and production requirements.

The Animation industry workforce

Positions with specialized or technical skills in the Animation industry in 2024
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Character
industry

In this study, the character industry refers to
the creation, development, and marketing of
characters designed to be symbols or brands
that can be used across various products and
media, including licensed merchandise, films,
cartoons, animations, games, toys, and fashion.
These characters are designed to have unique
identities and memorability, enabling them
to form strong emotional connections with
consumers. This industry plays a significant
role in the creative economy and often involves
commercial exploitation across multiple sectors.

“Character” refers to a drawn, representational,
or symbolic image, which can depict humans,
animals, or imaginative figures. These
characters are used to create satire, convey
wit, or generate humor by caricaturing or
satirizing real-life or fictional subjects.

According to the studies, the definition of
character industry is different depends on
perspectives and features for nowadays with
the following details:

The work format or platforms

Character formats and content of presenting characters,
it is possible to categorize the formats and content in
presenting cartoon characters, with the following details:

Character Traditional License

The development and design of characters for generating
income by licensing rights to produce various traditional
products such as bags, utensils, toys, etc., typically
involve charging for the copyright. This income can be
in the form of a one-time charge or a share of the revenue
from selling copyrighted products, or a combination of
both.

Character Digital License

The development and design of characters for generating
income by licensing rights to produce various products
or for digital advertising typically involve charging for
the copyright. This income can be in the form of a one-time
charge or a share of the revenue from selling copyrighted
products or a combination of both.

Character Design Service
Character development and design services involve creating and designing characters for
individuals, organizations, including government and private sector entities.

Character Merchandising

Character Merchandise development and design services may encompass the creation of
characters for various types of products, both physical and digital, by the copyright holders of
the characters.
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Distribution channels or sources of revenue
Distribution channels and sources of revenue for character can be
categorized with the following details:

Consumers

Revenue from consumers, such as revenue from distributing
characters through Line Chat (Line Stickers), is income
generated from producing products by companies that
own character copyrights and selling them.

Corporates

Revenue from private organizations, such as income
from selling character rights by one company to another
for product manufacturing, or income generated from
developing and designing characters for organizations
to produce promotional or mascot items.

Governments

Revenue from government organizations, such as income
generated from developing and designing characters
for government use in various contexts.
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The value of the industry

The Value of The Character Industry

During 2018-2021, Thailand's character industry experienced vol-
atility with a downward trend. The industry value declined from
2,197 million baht in 2018 to 1,603 million baht in 2021,
representing a cumulative contraction of 27% over this four-year
period. The contraction was particularly pronounced in 2021,
with an 18% decline, likely resulting from the COVID-19 pandemic's
impact on investment in creative industries. However, beginning
in 2022, the industry showed clear signs of recovery, with growth
rates of 26% and 21% in 2022 and 2023, respectively, increasing
the industry value to 2,025 million baht and 2,445 million baht.
A significant turning point occurred in 2024 when the industry
value surged dramatically to 7,232 million baht, representing
an exceptional growth rate of 196%. This remarkable growth
reflects significant structural changes within the industry,
potentially driven by factors such as the expansion of the character
merchandise market, the development of digital platforms
conducive to character creation and distribution, and the success
of Thai characters in international markets.

Industry Value Classification by Usage Type

Import Value for Consumption

Import value for consumption demonstrates significant volatility during
2018-204 BE, positioned at 196 million baht in 2018 BE and
increasing to 1,633 million baht in 2019 BE (748 percent increase) before
adjusting downward during 2020-2022 BE due to economic and market
structure factors. In 2024 BE, import value increased significantly to 3,690
million baht (247 percent increase), indicating rapidly increasing demand for
foreign character products, which may result from foreign IP trends and online

zgplatform content popularity.

Forecast data indicates that following the extraordinary growth in 2024,
the character industry will enter an adjustment period in 2025, with
projected value decreasing to 5,210 million baht, representing a 28% con-
traction. This adjustment may result from a return to equilibrium after
abnormally high growth, or from industry restructuring aimed at long-term
sustainability. Following this adjustment period, the industry is expected
to resume stable growth in 2026 and 2027, with a consistent growth rate
of 6% annually. This will increase the industry value to 5,505 million baht
and 5,820 million baht, respectively. This stable growth trajectory
demonstrates the long-term potential of Thailand's character industry
after completing its structural adjustment phase.

The Value of The Character Industry In 2018-2024
and Forecast 2025 - 2027

m Industry Value Growth Rate

1232

5820
5210 5505

196%

. . 2,445
2,197 2,147 1,960 2025

1,603 ' I

2018 2019 2020 2021 2022 2023 2024 2025k 2026F 2027F

Production Value for Domestic Use

Production value for domestic use declined dramatically
from 2,017 million baht in 2018 BE to only 195 million baht
in 2564 BE before recovering in 2022-2023 BE and increasing
substantially in 2024 BE to 3,463 million baht (162 percent in-
crease). This recovery reflects investment in domestic product
manufacturing and character development, which may
benefit from Thai IP promotion projects and international
market connections.
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Export Value Industry Value Classification by Usage Type
Export value maintains relatively low proportions S

compared to imports and domestic production,

declining from 1,525 million baht in 2018 BE Im::value

to 28 million baht in 2019 BE and gradually Consumption value .6.690

recovering to 79 million baht in 2024 BE. The - 2247%

. o . &87,153 o

relatively slow growth indicates the necessity [ +200% Domestic production value b

for expanding international distribution &3,463 :

channels and strengthening Thai IP to compete v162% | [N

at the international level. Export value ,542
- +157%

Industry Value Classification by Consumption and Production (m 79

. +37%
Consumption Value

Domestic consumption value demonstrates clear volatility, declining continuously from 2,213 million
baht in 2018 BE to 1,562 million baht in 2021 BE before recovering in 2022 BE and increasing
significantly in 2024 BE to 7,153 million baht (266 percent increase). This growth may reflect the
substantial expansion trend of foreign character product consumption and popularity of certain Thai
IP that successfully penetrated the domestic market.

Production Value

Domestic production value declined from 3,542 million baht in 2018 BE to only 236 million baht in
2021 BE before recovering in 2022-2023 BE and increasing substantially in 2024 BE to 3,542 million
baht (244 percent increase). This recovery may result from investment in domestic production
processes, new product development, and collaboration between Thai manufacturers and foreign IP

holders.
Industry Value Classification by Consumption and Production

List 2018 2019 2020 2021 2022 2023 2024
) Consumtion 2,213 2,119 1,923 1,562 1,956 2,386 7,153
AsY Value -4% -9% -19% 25% 22% 266%
o _ 3,542 484 646 236 1,029 1,380 3,542

Production
» \alue -86% 34% 51% 59% 34% 244%

36



37

Industry Value Classification by Business Type

Intellectual Property Owner

Production business with own intellectual property maintains
low but stable value, declining from 79 million baht in 2018
BE to 44 million baht in 2019 BE and recovering within the
range of 50-106 million baht during 2021-2024 BE. The 31
percent increase in 2024 BE reflects the expansion of Thai IP
beginning to establish clearer consumer bases, but still requires
support in marketing and copyright protection.

Outsource Service Provider

Outsourced production business under others' copyright shows
declining value from 84 million baht in 2018 BE to 60 million
baht in 2024 BE. Although this decline is not severe, it reflects
high competition in the global market and the necessity for
skill and technology development aligned with international
standards to maintain market share and increase outsourced
production value.

Licensing Management, Import and Agency Business
Distribution, import and agency business plays a crucial role in
the industry, maintaining the highest value throughout the
period, increasing from 2,034 million baht in 2018 BE to 7,066
million baht in 2024 BE (207 percent increase). This growth
reflects dependency on foreign IP and popularity of imported
character products. Growth in this proportion also indicates
that the domestic market remains open to foreign IP, which may
present both opportunities and challenges for Thai IP.
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The Value of The Animation Industry by Presentation

The character and licensing industry in Thailand is divided into three main categories based on presentation format: Traditional Character
Licensing, Digital Character Licensing, and Character Merchandising by copyright owners.

The Value of The Animation Industry by Presentation

.. . Unit : Million baht . . . Unit : Million baht . . Unit : Million baht
Traditional License Digital License Character Merchandising
+506%
6,078
-25% 11%
969 865 946 1,004
486 707 511 524 488 437 387 447 541 619
2020 2021 2022 2023 2024 2020 2021 2022 2023 2024 2020 2021 2022 2023 2024

Traditional Character Licensing

The traditional character licensing market has shown significant volatility, starting at 969 million baht in 2020, dropping to 486 million baht
in 2021, recovering to 946 million baht in 2023, and then declining again to 707 million baht in 2024, with a contraction rate of 25% in the
final year. This decline is primarily attributed to shifting marketing channels toward digital platforms, increased competition from new
characters, and stricter copyright law enforcement. The future of this market will depend on the ability to adapt to the digital era, create new
content and narratives around established characters, and leverage consumer nostalgia for classic properties.

Digital Character Licensing

The digital character licensing market has faced ongoing challenges, with values consistently declining from 524 million baht in 2021 to 387
million baht in 2024, representing an 11% contraction in the final year. This decline stems from businesses and organizations increasingly
creating their own characters, the growth of tools and platforms that facilitate easier digital character creation, and advancements in Al and
Machine Learning technologies that enable rapid, low-cost character generation. Recovery in this sector will require developing strategies that
create differentiation and added value, focusing on high-quality characters with compelling narratives, developing comprehensive service

systems, and utilizing new technologies to create interactive character experiences.
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Character Merchandising by Copyright Owners

The character merchandising market, led by copyright owners, has demonstrated remarkable growth, with a value increase from 447 million
baht in 2020 to 6,078 million baht in 2024, representing an extraordinary 506% growth rate in the final year.

This growth has been driven by several key factors, including the expansion of e-commerce platforms, advancements in production technology
that reduce costs while increasing variety, the demand for unique products, the growth of pop culture and character popularity across various
media, and the development of efficient digital marketing channels.

Future trends appear consistently positive, supported by Print-on-Demand and Mass Customization technologies, expansion of Collectibles
and Limited Edition markets, increasing demand for environmentally friendly products, and the development of distribution systems that
integrate online and offline channels with engaging purchase experiences.
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Analysis of Trends in the Character Industry

Quantitative Analysis and Market Value Trends

The character industry in Thailand has demonstrated highly volatile growth
during the 2018-2024 period. Total industry value decreased from 3,738
million baht in 2018 to 1,603 million baht in 2021, before experiencing a
strong recovery in 2022-2023, followed by an extraordinary increase in 2024
to 7,232 million baht, representing a remarkable 196% growth. This exceptional
growth can be attributed to the success of specific character IP brands that
have effectively penetrated both domestic and international markets.

Consumption value has followed a similar trajectory to overall
industry value, declining steadily from 2,213 million baht in
2018 through 2021, before rebounding significantly in
2022-2024, reaching 7,153 million baht in the most recent
year (a 266% increase). This growth reflects increasing consumer de-
mand for character merchandise and the expansion of both
offline and online distribution channels.

In terms of business structure, publishing and importing businesses maintain the dominant position, with value increasing from 2,034 million
bahtin 2018 to 7,066 million baht in 2024 (207% growth), indicating substantial reliance on international IP. Meanwhile, businesses developing
their own intellectual property (IP Owners) have grown modestly from 79 million baht in 2018 to 106 million baht in 2024, but still represent

a minimal proportion compared to imports.

Technological Trends

Technologies related to the character industry continue to advance, particularly
digital design tools and 3D modeling capabilities that enable more efficient
design and production of character merchandise. Software solutions such as
ZBrush, Blender, and Adobe Substance 3D are increasingly utilized to create
complex, high-quality products at reduced costs.

Furthermore, AR/VR technologies and virtual character development have
created new opportunities in digital media, such as virtual influencer creation
and interactive characters on social and gaming platforms. The implementation
of these technologies can enhance IP value and expand consumer engagement

across multiple dimensions.
For Thailand, technology adoption remains constrained by budget and

personnel limitations. However, positive indicators emerge from support for
Thai IP development projects and increasing capabilities in advanced design
technologies, which will enhance the competitiveness of Thai entrepreneurs
in global markets.
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Business Model Evolution
Globally, the character industry is driven by character

licensing and merchandising business models that
extend IP across diverse product categories including
toys, apparel, collectibles, and brand collaborations.
Cross-media marketing that connects characters
with games, films, and digital media represents
another significant trend.

In Thailand, the market continues to rely predominantly
on international characters through distribution and
import businesses. While some Thai IP brands have
achieved success, they generally lack sufficient
marketing support and international recognition.
Market expansion requires both effective storytelling
development and implementation of soft power
strategies in conjunction with modern distribution
channels.

Future opportunities for Thailand's character industry
lie in developing internationally viable IP, participating
in trade exhibitions, forming partnerships with
international allies, and leveraging e-commerce
platforms for product distribution. Investment in
creative ecosystems and establishing a central
platform for Thai IP will enable entrepreneurs to
compete more effectively and expand markets
sustainably.
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Status of Digital Workforce in the Character Industry

The character industry in Thailand has exhibited interesting employment trends over
the seven years under review. Total personnel numbers have fluctuated significantly,
starting at 939 individuals in 2018, declining to 846 in 2021, then increasing substantially
to 940 in 2022, before dropping to 608 in 2023, and recovering to 691 in 2024 with a
14% growth rate. These fluctuations reflect market uncertainty and the industry's
adaptation to external factors, such as economic conditions and technological changes.
Despite this volatility, the recovery observed in 2024 demonstrates the industry's
potential and resilience in adjusting to changing market conditions and achieving renewed
growth. The workforce dynamics suggest that the character industry in Thailand continues
to evolve in response to shifting market demands and technological advancements, with or-
ganizations adjusting their talent acquisition strategies accordingly. The 14% workforce
growth in the most recent year indicates strengthening industry confidence and potentially
signals the beginning of a more stable employment trend.

The Character industry workforce
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eBook
industry

In this study, the e-book industry refers to the production
and distribution of books in digital format that can be
read through electronic devices such as smartphones,
tablets, e-readers, and computers. E-books were
developed in response to technological changes and
people's media consumption behaviors that demand
convenient access to content, especially in an era where
internet connectivity and portable device usage have
become increasingly widespread.

“e-Book” or “eBook” is derived from the English word
“Electronic book.” An e-Book is a type of digital
document created with computer programs and
typically exists in electronic format. E-Books are
data files that can be read using electronic devices.
They have the capability to store and present a
variety of data formats, including text, numbers,
static images, animations, and sound. This data is
often organized in a special way where readers can
access related information instantly, whether it’s
located in the same file or not. If the data includes
both text, sound, and moving images, it's often
referred to as multimedia or hypertext media.
Additionally, if the content allows for interconnected
text and multimedia elements, it's described as
hypertext.
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According to the studies, the meaning of eBook industry
is different depends on perspectives and features for
nowadays with the following details:

The format or platforms

eBook formats and content of presenting e-Books, it is
possible to categorize the format and content in presenting
eBook, with the following details:

eBook/e-Comic/e-Manga

A collection of novels or writings compiled by authors
or writers in an electronic format, intended for distribution
or online platforms. This format requires the use of
software or devices compatible with the particular
platform for reading the eBook.

Web Novel/Fiction

Novels or compositions that writers or authors distribute
on online platforms such as websites or applications,
divided into chapters, both in free-to-read formats and
a model that requires a fee for each episode of monthly
or you may use viewing advertisements instead of
service fees.

Webtoon

Comics, manga, manhwa, or cartoons that writers or
authors distribute on online platforms such as websites
or applications.



Distribution channels or sources of revenue
Distribution channels and sources of revenue for eBook can be
categorized with the following details:

Chapter Purchase
Revenue generated from spending on coin or currency
exchange on a platform to access content.

Purchase
Revenue from spending on a platform to access
bundle or aggregated content.

Advertisement

Revenue from private organizations, such as revenue
from selling e-Book media rights of one company
to another, or revenue generated from developing
and designing e-Books for organization.

VIP/Subscription
Revenue from subscription-based models for
accessing unlimited content.

Donate
Revenue from donation
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The ecosystem of eBook industry
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The value of the industry

The Value of The E-Book Industry

In 2021, Thailand's electronic publishing industry was valued at 3,209 million
baht and demonstrated robust growth in 2022, increasing to 3,712 million
baht, representing a 16% growth rate. This substantial growth can be attributed
to the accelerated digital transformation during the period when COVID-19
continued to impact traditional distribution channels, coupled with changing
consumer behaviors that led to increased time spent with digital media. In 2023,
the industry maintained positive growth, though at a moderated rate of 7%,
resulting in an industry value of 3,971 million baht. This slowdown may reflect
the market beginning to reach saturation following the rapid expansion of the
previous year. However, 2024 saw the industry experience a marginal contraction
of 0.21%, with value declining slightly to 3,963 million baht. This minor contraction re-
flects various challenges facing the industry, including intensified competition
from other digital media formats, business model adaptations, and evolving
consumer demands.

Forecast data indicates that Thailand's electronic publishing industry will return
to stable growth during 2025-2027. In 2025, the industry is projected to reach
a value of 4,203 million baht, representing a 6% growth rate from 2024. This
recovery may result from industry operators' adaptations and the development
of technologies and content that better address consumer needs.

In 2026 and 2027, the industry is expected to continue growing at a consistent
rate of 4% annually, increasing the industry value to 4,370 million baht and
4,526 million baht, respectively. This reduced but stable growth rate demonstrates
the industry's progression toward maturity, with enhanced sustainability
following the adaptation and restructuring phase it has recently undergone.
The projected steady growth trajectory indicates that the electronic publishing in-
dustry in Thailand has established a foundation for long-term sustainability,
having successfully navigated the challenges of digital transformation and
changing market demands.

The Value of The E-Book Industry In 2018-2024
and Forecast 2025 - 2027

mem (Ndustry Value Growth Rate

N 4526
4203 4.370 i

3,971 3963

3209

-0.21%

2021 2022 2023 2024

Industry Value Classification by Usage Type

Import Value for Consumption

Import value for consumption in the electronic publishing
industry first appeared in data from 2564 BE at 290 million
baht, increasing to 324 million baht in 2022 BE (12 percent
increase) and remaining stable in 2566 BE before slightly
declining to 300 million baht in 2024 BE (7 percent decrease).
This trend reflects stable demand for foreign content but still
faces minor volatility according to market trends and consumer ex-

penditure.
Production Value for Domestic Use

Domestic production value demonstrates ontinuous growth
trends during 2021-2024 BE, increasing from 2,911 million
baht in 2564 BE to 3,642 million baht in 2024 BE. Although
growth rates decelerated in recent years (1 percent increase
from 2023 BE), overall figures still reflect the strength of
domestic electronic publishing production sector in both
quantity of works and quality capable of responding to
consumers.
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Export Value Industry Value Classification by Usage Type
Export value, despite maintaining very small proportions
compared to production and consumption, experienced
expansion during 2021-2022 BE, increasing from 8 million

Unit : Million baht

Import value

~NELLY
bahtin 2021 BE to 25 million baht in 2023 BE (172 percent (S .0 o
increase) before declining to 22 million baht in 2024 BE 02 K-Vl
(13 percent decrease). Previous growth may reflect the ; -2 % Domicm;uc::v:ue
expansion of Thai-language content or domestically tﬂ; ' 19, Production value
produced content to international markets through digital S 3,663
platforms, but limitations in global market access persist. (’.& 22 _ L%
(‘" -13%

Industry Value Classification by Consumption and Production

Consumption Value

Domestic consumption value demonstrates continuous growth trends from 2021 BE, increasing from
3,200 million baht to 3,946 million baht in 2023 BE (7 percent increase in 2022 BE and 7 percent in
2023 BE) but slightly decelerating in 2024 BE to 3,941 million baht (0.13 percent decrease). This
trend reflects the stable popularity of digital book reading but faces competition from other digital
content types such as video and social content.

Production Value

Production value shows growth trends similar to consumption value, increasing from 2,919 million
bahtin 2021 BE to 3,663 million baht in 2024 BE. Although 2024 BE growth was only 0.44 percent,
it still reflects the continuity of domestic electronic publishing production to support demand in
both domestic markets and limited export levels.

Industry Value Classification by Consumption and Production

List 2021 2022 2023 2024
@™ Consumtion 3,200 3,703 3,946 3,941
(3]
Y Value 16% 7% -0.13%
e 2,919 3,388 3,647 3,663
Production
p—i 0, () 0,
Value 16% 8% 0.44%
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Industry Value Classification by Business Type

Intellectual Property Owner

Production business with own intellectual property maintains
high and stable value, increasing from 830 million baht in 2021
BE to 972 million baht in 2022 BE (17 percent) but declining to
849 million baht in 2023 BE and recovering slightly in 2024 BE
to 873 million baht (3 percent). This trend reflects the capability
to create quality works and consistent market demand.

Outsource Service Provider

Outsourced production business under others' copyright maintains
small proportions compared to other business types, increasing
from 51 million baht in 2021 BE to 66 million baht in 2023 BE
(25 percent) but declining to 50 million baht in 2024 BE (25
percent decrease). This change may result from order volatility
and competition with foreign producers.

Licensing Management, Import and Agency Business
Distribution, import and agency business plays a crucial role in
the industry, continuously maintaining the highest value,
increasing from 2,328 million baht in 2021 BE to 3,056 million
baht in 2023 BE (14 percent increase) and slightly adjusting to
3,040 million baht in 2024 BE (1 percent decrease). This trend
reflects market expansion and the role of online platforms but
still faces challenges from competition and distribution channel
adaptation.
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The Value of The E-Book Industry by Presentation

The E-Book industry is divided into three main categories based on presentation format: Electronic Books and Comics (eBooks/e-Comics/e-Manga),
Web Novels, and Webtoons.

The Value of The Animation Industry by Presentation

Web Novel and Fiction  Unit: Milionbant E-book and E-Comic unit: Million bant Webtoon Unit : Million baht
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eBooks, e-Comics, and e-Manga

The eBook and e-Comic market has demonstrated stable and sustainable growth, with value increasing steadily from 1,617 million baht in
2021 to 2,346 million baht in 2024, achieving a 6% growth rate in the final year. This growth is attributed to several key factors: increased
access to high-speed internet and higher-quality, more affordable digital reading devices; development of reading platforms with enhanced
features; and expansion of content from East Asia, particularly translated comics and novels from China, Japan, and Korea.

Web Novel and Fiction

The web novel market has faced significant challenges, with fluctuating values from 1,480 million baht in 2021 to 1,679 million baht in 2022,
before declining to 1,552 million baht in 2024, representing a 7% contraction in the final year. This decline stems from content saturation
issues, with excessive content volume making decision-making difficult for readers and creating challenges for new writers attempting to build
a following. Additional factors include inconsistent content quality, inadequate screening processes, and changing consumer behaviors with
increasing preference for short-form and interactive content.
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Webtoons

The webtoon market has experienced the most severe contraction among all segments, with value declining continuously from 60 million baht
in 2021 to just 15 million baht in 2024, representing a substantial 39% contraction in the final year. This significant decline primarily results
from intense competition from global platforms such as LINE Webtoon and Tapas, which possess significant capital reserves and can attract
leading artists with superior terms. Additional challenges include difficulties in generating sufficient revenue for artists and shifting consumer
preferences toward other content types that deliver entertainment more rapidly.
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Analysis of Trends in the eBook Industry

Quantitative Analysis and Market Value Trends

The E-Book industry in Thailand exhibited expansion in its initial phase
before experiencing a slight deceleration in the most recent year. Total
industry value increased from 3,209 million baht in 2021 to 3,712 million
baht in 2022 (16% growth) and further to 3,971 million baht in 2023 (7%
growth), before slightly decreasing to 3,963 million baht in 2024 (0.21%
contraction). This trend reflects market saturation in the domestic sector
and competition from other digital media formats such as video content
and social media platforms.

Domestic consumption patterns have closely aligned with the
overall industry value. Starting at 3,200 million baht in 2021,
consumption increased to 3,946 million baht in 2023 before
marginally declining to 3,941 million baht in 2024. This stabilization
reflects consumer behavior that maintains consistent e-book usage
without significant growth acceleration.

In terms of business structure, publishing and importing businesses maintain the dominant market position, growing from 2,328 million baht
in 2021 to 3,056 million baht in 2023, with a slight adjustment to 3,040 million baht in 2024. Businesses that develop proprietary intellectual
property (IP Owners) have maintained relatively stable values ranging between 830-873 million baht during 2021-2024, demonstrating
stability but also indicating opportunities for expansion through quality content development and international market penetration.

Technological Trends

Technology serves as a critical driver for the electronic publishing industry. E-publishing
platforms have significantly transformed the market structure, enabling content producers
to distribute directly to consumers. Platforms such as Amazon Kindle Direct Publishing, Meb,
and Ookbee have reduced Thai authors' and publishers' dependence on traditional intermediaries.

Digital Rights Management (DRM) technology and file encryption play vital roles in content
copyright protection, mitigating the copyright infringement issues that previously hindered
e-book market growth. These technologies have enhanced confidence among content producers

and authors in distributing their work through digital channels.

Looking forward, Al and machine learning technologies will facilitate content personalization
and create reading experiences tailored to user interests, including book recommendations,
interactive e-book systems, and multimedia content development. These advancements will
increase the appeal and value of the e-book market both domestically and internationally.
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Business Model Evolution

Globally, the e-book industry's business model is
expanding from retail sales (single purchase) toward
subscription models and all-you-can-read services,
such as Kindle Unlimited, Scribd, and local platforms
in Southeast Asia. This transition allows consumers
to access diverse content at fixed costs. This trend
is emerging in Thailand, with platforms like Meb and
Ookbee implementing membership models.

In Thailand, e-books play significant roles in educational
content and online fiction markets, particularly
among teenage and working-age readers who
constitute the primary users of local platforms. The
key challenge lies in developing support systems
that motivate content producers to continuously
create new work while developing marketing channels
to reach international audiences.

Future opportunities for Thai e-books include
expanding Thai IP to international markets, particularly
in high-potential content categories such as Thai
literature, comics, and educational materials.
Partnerships with international platforms for
localization and implementation of soft power
strategies will serve as crucial tools for enhancing
the value and competitiveness of Thailand's e-book
industry in the global market.

Status of Digital Workforce in the E-Book Industry

The electronic publishing industry in Thailand has demonstrated stable workforce growth
during the three-year study period. Total personnel numbers increased from 1,679
individuals in 2022 to 2,417 in 2023, before adjusting slightly downward to 2,405 in
2024, representing a minor decline of 0.37%. This stable pattern reflects the industry's
strong growth in 2023, followed by a slight adjustment in 2024. The minimal reduction
in personnel may be attributed to efficiency improvements and the implementation of
productivity-enhancing technologies. Despite this minor decline, the 2024 workforce
numbers remain significantly higher than those recorded in 2022, indicating overall
industry expansion. The workforce stability observed in the electronic publishing sector
suggests that the industry has established sustainable operational models following its
rapid digital transformation period, with staffing levels now appropriately aligned with
market demands and technological capabilities.

The E-Book industry workforce
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