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THE GLOBAL DOMINANCE




ﬂ The global dominance of mobile gaming

ACTIVE MOBILE GAMERS GLOBALLY OF SMARTPHONE USAGE
AVERAGE DAILY TIME SPENT OF GLOBAL DIGITAL ENTERTAINMENT
REVENUE

Source: Newzoo 2019
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THE RISE OF
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2 Casual games : the growth driver of mobile gaming

>60%

MOBILE GAMERS PREFER
CASUAL GAMES

Source: Newzoo 2019
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OMEN GAMERS
PLAY DAILY

Source: Newzoo 2019, Techjury



2 Casual games : the growth driver of mobile gaming

>50% INCREASE
IN AD SPENDS

ON CASUAL GAMES
OVER 3 YEARS

Source: Adweek
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MOBILE ADS

Casual games : the growth driver of mobile gaming

@ Mobile Gamers Mon-Gamers

"l prefer buying “A brand’s values are
premium; well-known important to me”
brandsz store—
brand products™

67 7%
Mobil/e vs Non-/

gamers gamers

Will spend every now and then

“l will splurge every “l lock for promotions,
now and then™ deals, or discountzs”

Source: Newzoo 2019
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€ INDONESIA: POWER HOUSE OF GAMING

73 MmN

ACTIVE MOBILE GAMERS IN INDONESIA OF TOP MOBILE APPS IN
INDONESIA ARE GAMES

LARGEST

GAMING COUNTRY IN SEA

Source: Statisca



€ INDONESIA: POWER HOUSE OF GAMING

8 of 10

7 O% OF MONTHLY GAMERS PLAY
CASUAL GAMES

MOBILE GAMES
PLAYED ARE

CASUAL GAMES




. INDONESIA:AUDIENCE
. BEHAVIOUR ON GAMING




o INDONESIA: AUDIENCE BEHAVIOUR
MALE & FEMALE

SESSION TIME

AVG TIME/SESSION

38% ) MALE: 56 MIN
32% 34% 379, 50 MIN
20% 20%
14%
< 30m 30m-60m 60mM-90m 90m+
PREFERRED GAME GENRE
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: MOBILE ADS

FREQUENCY OF PLAYING

67% ©09%

26% 25%

]

Several Times ADay  Several Times A Once or Less Than
Week Once A Week

PREFERRED LOCATIONS

2= 20Q-

96% 32% 29% 21% 16% 2%

Home Work Café  Commuting Restaurant  Others

Source: POKKT & DECISION LAB



o INDONESIA: AUDIENCE BEHAVIOUR
MOMS

: MOBILE ADS

SESSION TIME FREQUENCY OF PLAYING

AVG TIME/SESSION 70%

53 MIN :
38% 37%
13%
24%
12%
6%
L o
Several Times A Day Several Times A Once or Less Than
< 30m 30m-60m 60m-90m 90m+ Week Once A Week

DDCCCDDCN mANALC ~CANIDLC PREFERRED I_OCATIONS
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®  96% 27% 23% 17% 16% v
50% 35% 30% 29% 27% 24% 23% 11% 8%

Puzzie Strategy Chance-based Adventure Arcade Racing Action Speornt Other games

Home Work Cafe Commuting Restaurant  Others

Source: POKKT & DECISION LAB
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