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@ data.ai

IKEVAU: data.ai

>

$185.6 M in (IAP) Spend
YoY IAP Spend -23.0%
YoY Downloads -1.9%
31% of All IAP Spend

5% of All Downloads

$96.0 Min (IAP) Spend
YoY IAP Spend +38.4%
YoY Downloads -9.6%
16% of All IAP Spend
10% of All Downloads

$84.0 Min (IAP) Spend
YoY IAP Spend -24.4%
YoY Downloads -18.1%
14% of All IAP Spend
5% of All Downloads

$48 4 M in (1AP) Sbend
YoY IAP Spend -4.6%
YoY Downloads -2.9%
8% of All IAP Spend
18% of All Downloads

DIGITAL C4SBNTENT | caMe ANiMaTioN cumm’i—soux

#5 - Strategy

4p <) > <4 4 <«

4 4 4«

4p 4 <«

$45.0 M in (IAP) Spend
YoY IAP Spend -22.7%
YoY Downloads +14.7%
7% of All IAP Spend

3% of All Downloads

$38.0 Min (IAP) Spend
YoY IAP Spend -21.6%
YoY Downloads +2.6%
6% of All IAP Spend

3% of All Downloads

$30.8 Miin (IAP) Spend
YoY IAP Spend -7.4%
YoY Downloads +5.8%
5% of All IAP Spend

2% of All Downloads

$29.0Min (IAP) Spend
YoY IAP Spend +12.8%

YoY Downloads +14.3%
5% of All IAP Spend

4% of All Downloads

Note: Downloads across iOS, Google Play and third-party Android in China combined; Time spent is Android phones only; Spend is gross - inclusive of any percent taken by the app stores

TACGA DCAT &

TGAR @wise

> > >« > 4 p < > 4pid

> > > >


https://www.data.ai/en/go/state-of-mobile-2023/
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aaaknssuinuluniwsouaalalan na:us:inflng

. Monthly Global Consumption in Mobile Games
d(]'l'(],d| 2019-2022

< CONSUMER SPEND v o>

Bucking the Global
Economic Slowdown

8B

After soaring to new heights in 2020 amid a 368
surge in consumer demand for entertainment
and escapism, the mobile gaming space was s
hit by platform privacy changes and an
overall decrease in engagement as real-world
experiences became viable once more. 28

Nevertheless, the category still represents an
impressive 61% of all consumer spending in
apps, a figure that would be even larger if

Monthly Consumer Spend (USD Billions)

; ; § 5 & 2 § %8 § & & 32 & %3 §5 & & =2 ©§ & & &8 & = @©
accounting for in-app ad revenue. 3782382838232 2282382833
2 6 8 5 & o QO & 4 & O O N 0= o= N O - o o0 & o o
S 25 R g5 58 888 8 89388’ g S sy <k
™ ~ ~ ™~ ~ ~ 2 g ~ ) ~ ~ ™~ o~ ™~ = < ~

Month

IKavAU: data.ai
Note: Downloads and Consumer Spend across iOS, Google Play; Spend is gross, so it is inclusive of any percentage taken by the app stores. Worldwide; iOS only for China.

depa. TACGA DCAT @Heaces TCAR @wise


https://www.data.ai/en/go/mobile-gaming-2022-and-beyond-report/
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d q '|'q q i Mobile Game Consumer Spend Growth
< Worldwide v o>

Consumer Spend in Soe e

i H 80B B s<77E
Mobile Gaming $ .
° $40B 485768
Dropped -5% in 2022 O
to $110 Bi"ion 20 22?;??0 2(232&35121 2021-2022 Growth 5050
< Thailand " 5

IKavAUA: data.ai
Note: Downloads across iOS, Google Play and third-party Android in
China combined; Time spent is Android phones only; Spend is gross - $0.88

inclusive of any percent taken by the app stores [ [
s068 |

$0.4B ---- _ _
$0.28 | $0.61B
0

2019 2019-2020 Growth 2020-2021 Growth 2021-2022 Growth 2022
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https://www.data.ai/en/go/state-of-mobile-2023/
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— Download and Retail
KUJY: aauun

-0.3%
13,016
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11,559 13,056
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goAvUKIauIWUIUdUTUDEIVCDITDY

— In-Game Purchase

KUJY: aauun

+6%

22,242 23,475

2564

-10%
21,160

2563 2565

shgldonnisioloinu KEoddazAs GoasT
nisiaulaacav 10% lasyamisouuinnan
90% 10uyan19ININU Mobile Bviduwaun
manmnssuua\)wusTnnmUaauTUlua\)mn
aniunisad Covid-19 Wounaladu
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— Other
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sngldonnasiuurun ANGUENS na:du 9
gaasinisiwulaaaaviuniwsou nasield
nnnislusaundudnudlduiaulamuduon
nauanAluuds:INARIBUSNNSIWULINGUIWD
TuuaunauAuavaUIoY

depa

TACGA DCAT

]

@2 BANGKOK

SIGGRAPH

TGAR @wise




depa

‘_____“‘ DIGITAL C%NTENT ‘ GAME ANIMATION

+E-BOOK

uams:)uaqamnssumu U 2561 - 2565 na=n1an1sad

nusltivlut) 2566 - 2568

KUJY: aauun

o

38,992
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+35% 37,063 -7%
34,556
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35,556

34,316
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+15%
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i JUVRIRAIEET One Piece Film:
Sing 2 “‘x“ QL V. Jujutsu Kaisen O RED Strange World
Sword Art
Detective Online
Conan: The = Dragon Ball g Progressive:
#% Bride of Minions: Rise of | Super: Super - ! Scherzo of Deep
Halloween Gru Hero ¥ Night
) Doraemon the

v ' DC League of Movie — Nobita’s Puss in Boots:

Lightyear .| Super-Pets Little Star Wars The Last Wish

» FEISS

IIKELAL: Box Office Mojo lia: Thailand Box Office
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https://www.boxofficemojo.com/
https://thailandboxoffice.com/
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NN MordorIntelligence

Asia Pacific to Register the
Fastest Growth During the
Forecast Period

The Asia-Pacific region is anticipated to witness the highest CAGR.
The region has highly emphasized formalizing professional services
across animation and VFX to support the ever-growing media and
entertainment industry. New Zealand and Singapore emerged as a
hub for VFX artists. These countries have an ecosystem for animation
and VFX schools that offer advanced education in various streams.

The application of simulation technology across the country's well-
established anime business resulted in a considerable revenue share
for the Japanese market within the region. Furthermore, the Asia- . High
Pacific region's abundant qualified workforce leads to a low cost of

: . . . Medium
production, propelling regional market expansion.

Low

IIKavALI: Mordor Intelligence

depa. TACGA DCAT @enco: TCGAR @wise

H


https://www.mordorintelligence.com/industry-reports/animation-and-vfx-market
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Size of the animation market worldwide from 2020 to 2030
(in billion U.S. dollars)

° ° ° *
Animation market size
a
worldwide 2020-2030
o
The source estimated that, in 2022, the value of the ; oe <
global animation market would amount to over 391 S0 anas 22 : “
billion U.S. dollars, up five percent from 372.4 billion E :
dollars a year earlier. The annual figure was forecast to 3 300 =
continue to grow throughout the decade, surpassing 587 £
billion dollars by 2030. 200
’ 2020 2021 2022* 2023~ 2024~ 2025 2026* 2027~ 2028 2029 2030~
© Statista 2023 &
@ Additional Information Show source @

IIKavALA: Statista
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https://www.statista.com/statistics/817601/worldwide-animation-market-size/
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eBooks - Worldwide Revenue

REVENUE REVENUE GROWTH

eBook market size worldwide
2017-2027

13.81 13.59 14.16
12.72 12.82 ==
129 11.29 e
* Revenue in the eBooks market is projected to reach 2 t
US$14.16bn in 2023. L
* Revenue is expected to show an annual growth rate (CAGR E .
2023-2027) of 2.00%, resulting in a projected market volume : @
of US$15.33bn by 2027. 5
. In the eBooks market, the number of readers is expected to o
amount to 1.1bn users by 2027. 2
*  User penetration will be 12.8% in 2023 and is expected to hit .
14.1% by 2027. 2017 20018 2019 2020 2021 2022 2023 2024 2025 2026 2027
* The average revenue per user (ARPU) is expected to amount Notes: Data shown is using current exchange rates and reflects market impacts of the Russia-Ukraine war.
to US$14.41.
. . . Most recent update: Aug 2023
* In global comparison, most revenue will be generated in the ‘ ‘
United States (U5$5,254.00m in 2023). source: statsta Market nsights

IIKavALA: Statista
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3,131

Programmer Artist
2,617

2,289 2,310 593 AU 102 AU
2,087
2,136 Tester Producer
o 15748 1,576 1,112 11308 12408 1,283 185 AU 94 AU
Designer
138 AU
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KUDJ8:AU
m Non-technical Technical
3,198
2,795
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' 2,198
2,47408 24488 25538 2,595
2339
21348 o015 2322
Vi Q Q()
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VFX Artist Storyboard Artist Environment
398 AU 94 AU Artist 38 AU
3D animator Modeler Modeling Layout Artist
379 AU Artist 92 AU 32 AU
2D animator Dynamic Simulation Look Development
334 AU Atist 70 AU Artist 31 AU
CG Generalist Art Director Sound Design
257 AU 67 AU Engineer 28 AU
Compositor Rigger Rotoscope Artist
191 AU 56 AU 26 AU
Editor Lighting Artist Music Artist] 6 AU
145 AU 45 AU
Concept Artist Texture Artist
131 AU 44 AU
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Character Graphics Designer
Designer
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Product Designer 3D Designer

68 AU 35AU
Creative

63 AU
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Game Industry Promotion

Game Industry
2020 - ongoing

eSports Projects
October 2023 - 2024

Collaboration

Target: Public

JTHE SERIES . 3S

IGNIT=S YOUR PASSION

Inspiration Clips
Build a positive attitude
and promote benefits of
game as a future career

CREATIVE
ECONOMY
AGENCY

depa

depa)
GAM= ON

~

TACGA DCAT

Target:
Public / Young Professional

Online Academy
Skill Development courses for
interested persons to become
professional game developers.

eSports
Online Academy

eSports
in School

Learning new skills
to support
new future careers

Build a positive attitude
and promote benefits of
game and E-sports.

TGAR ©
EEIESE ©
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Target: Students/ Young Professional /
Game Developers

\TOR TCH
Accf’f&;ﬂnm | B A

Accelerator Program
Capacity building and business
matching program to support new
entrepreneurs & developers.

eSports
Accelerator eSports
Tournament
Program

* School Tournament
* Influencer Tournament
* National Tournament

Develop personnel and
matching with the club to
become a professional.

o) @

TGAR @wise

Target: Game Companies

GRS
TROUS TRY
L0 CLOBA

Co-investment
In Digital Content & game project
in the growth stage

eSports
Learning Center

Co-investment

KOCCA9D

KOREA CREATIVE CONTENT AGENCY

Embassy of Sweden 0

Bangkok
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