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With one of the world’s largest youth population,”
India is poised to become one of the world’s "‘I. '&‘
leading markets in Gaming Sector. Currently valued j"'s L
at USD 890 million, the Indian Gaming Industry is i 1
estimated for the annual growth rate of 14.3 per . i t- ]
cent with Mobile Gaming taking the lead at 71% P - 1
share. The growth is driven by rising younger | AN . .
population, higher disposable incomes, N A . e - L
introduction of new gaming genres, and the | ’ R b} )_-Z. V, | v
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increasing number of smartphone and tablet \;l
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) . I World's largest youth population
With a growing consumer base and e-commerce ‘ g . 1 p TS

solutions in place, the Indian game developer I {
ecosystem will have ample opportunity to
innovate and provide compelling content with
social and cultural context, which is key in engaging
the Indian consumer. With experience
outsourcing, QA testing and developing products
combined with availability of creative talent,
advanced technology and low-cost, Indian markets
provide the best opportunity for collaboration and
development work.
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Mobile Gaming to cross USD 571 million by 2016 at 134.5%
CAGR between 2013-2016 leading to 22.8 percent CAGR
growth with 208.2 million mobile game users

Mobile games and app market projected to be worth USD 400
million by 2016

Estimated at USD 744 million in 2014 the Animation / VFX
industry is expected to grow at CAGR 16.3%

The PC gaming segment is estimated at USD 59.7 million in
2014 and is expected to grow at CAGR of 16.8% to touch
USD 130.0 million in 2019

Cyber Café Market Is currently estimated at 3000 cafes of
which 1500 have 5 or more machines dedicated to games

95% are mobile centric games
Growing focus on the 'kids genre'

Arcade style games are one of the most popular genres,
followed by puzzle and racing genre

Gaming based on famous hyped events like Kaun Banega
Crorepati, T20fever.com, IPL, Khel Kabaddi, etc.
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Double Growth than Global Media and

Entertainment Industry
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Market size
(in Rs. billion)

2014 2015 2016 2017 2018 2019

Source: http://articles.economictimes.indiatimes.com/2015-03-
25/news/60475109_1_revenue-growth-digital-media-growth-rate

The Indian market
is poised to grow
at a CAGR of
13.9%, from INR
1026 billion in
2014 to INR 1964
billion by 2019,
almost double
that of the global
media and
entertainment
industry.
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&8 Animation

4 Banks and Financial
Institutions

8 Cloud Computing and DB
Services

8 Consultants

% Cosplay

8 Digital Gamers

™8 DTH Games

™ Game Hardware & Peripherals
8 Game Manufacturers
™ Game Researchers
™ i-Games

6 Industrial Games

™ Licensing, Law Firms
8 Media Houses

8 Merchandise

VISITOR cANVAS

8 Amusement Parks

6% Consultants

8 Game Shops

M8 Gaming Equipment
Manufacturers & Distributors

8 Gaming Parlours

8 General Visitors

6 Government

8 Hospitality Industry

8 Industries

8 Industry Associations

™8 Investors

8 IT Companies
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Microprocessor Design Firm
Mobile Devices / Gadgets
Mobile Games

Online Games

PC Games

Programmers / Developers
Robotics

Simulation Games %&\o@ gt
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Skills and Skill Development e
(s)
Software Developers =

Start-ups

Telecommunication Carriers
and Providers

Thinktanks
Video Games
VR Games

10% 15% 20%

Source: IBEF Entertainment-August 2015

* The list is illustrative

Law Firms
Legislative Institutions

Malls

Marketing / Advertising
Agencies

Media Representatives

Other Gaming Operators &
Organisations / Associations
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Space Type Domestic Overseas

Animation & VFX Gaming Rising High

» = _ Rate per sqgmt*  Rate per sgmt*
N, \ (INR) (UsSD)
2018 > Indoor Raw Space 9000 350
2017 (Min 36 sqm)
it Built Up Space 10000 380
(Min 9 sgqm)

o Built Up Space - SSI 9000 -
2014 (Min9$_qm)

0% 5% 10% 15% 20%

CAGR —> Source: IBEF Entertainment-August 2015 *Electricity and taxes extra as applicable
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Confederation of Indian Industry

The Confederation of Indian Industry (Cll) works to create and sustain an environment conducive to the development of India, partnering industry, Government, and civil
society, through advisory and consultative processes.

Cll is a non-government, not-for-profit, industry-led and industry-managed organization, playing a proactive role in India's development process. Founded in 1895, India's
premier business association has over 8000 members, from the private as well as public sectors, including SMEs and MNCs, and an indirect membership of over 200,000

enterprises from around 240 national and regional sectoral industry bodies. =
Cll charts change by working closely with Government on policy issues, interfacing with thought leaders, and enhancing efficiency, competitiveness and business opportuniti

forindustry through a range of specialized services and strategic global linkages. It also provides a platform for consensus-building and networking on key issues.

Extending its agenda beyond business, Cll assists industry to identify and execute corporate citizenship programmes. Partnerships with civil society organizations ¢
corporate initiatives for integrated and inclusive development across diverse domains including affirmative action, healthcare, education, livelihood, dive
skill development, empowerment of women, and water, to name a few.

The Cll theme for 2016-17, Building National Competitiveness, emphasizes Industry's role in partnering Government to accelerate com
sustained global competitiveness as the goal. The focus is on six key enablers: Human Development; Corporate Integrity and Gooc
Innovation and Technical Capability; Sustainability; and Integration with the World.

With 66 offices, including 9 Centres of Excellence, in India, and 9 overseas offices in Australia, Bahrain, China, Egyp
institutional partnerships with 320 counterpart organizations in 106 countries, Cll serves as a reference point for Indi:

Confederation of dialn Industry

WWW.Cii.in

For further details an
Ms. Rachn
Confedera
249-F, Sector 18, Udyog Vihar,
Tel: +91 124 4013871(
E-mail: rachna.jindal@cii
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