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THE GAMING SECTOR CONSIZOIS A WIDE RANGE OF SEGMENTS

NON EXHAUSTIVE ]

Cloud Gaming PC Gaming Tablet Gaming Esports Gaming

Cloudgamingis a streamingservice
that provideshigh-quality content at
the cost of internet bandwidth and
servercapacity

ExamplesSteam Xbox cloud gaming,
etc.

PC gaming is a method of playing
video gameson a computer with its

input devices such as keyboard,

mousejoystick,etc.

Examples CounterStrike:
OffensiveLostArk, etc.

Global

Tabletgamingis method of playing
gameson electronic tablets They
are one of the popularoptions due
to larger screen,good battery life
andimprovedprocessingpower

Examples Minecraft, Fruit ninja,

Esports, or electronic sport is an
organized competitive video
gaming. It primarily involvesteams
competing against each other in
tournamentsof traditional sports.

Example FiFAe World Cup,

etc.

Fortnite, etc.

VR & AR Gaming Console Gaming Mobile gaming

VR (Virtual Reality)gamingis a methodof playing
with virtual reality (VR) technology that gives
playersa truly immersive first-personperspective
of gameaction AR (AugmentedReality) gaming
is the integration of gamevisualand audiocontent
with the user'senvironmenin realtime.

Example PokemonGO (AR) and Half-Life: Alyx
(VR)

Console games are more commonly referred to
as video games They are played on
a devicespeciallymadefor gameplay calleda video
game console The player interacts with the game
through a controller, a handheld device with
buttonsandjoysticksor pads

ExampleXbox,PlayStatiorandWii

Mobile gamesare online video gamesthat maybe
connected to the internet and are specifically
designedfor mobile devices Mobile gamesrange
from basic (like Snakeon older Nokia phones)to

sophisticated and smart (3D and augmented
reality games)

ExamplePUBGMobile,CandyCrushSagaegtc.

Source: Fortune Business and HP
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GLOBAL GAMING INDUSTRY OVERVIEW

A The global gaming market was valued at $19840 billion in 2021, and it is Global Gaming Market Size 2012-2025
expectedto reacha valueof $339.95 billion by 2027, registeringa CAGRof
8.94% over2022-2027.

A Between2015 to 2021, atotal of $87.73 billion hasbeeninvestedacross4,783
deals in the global gaming industry. 2020 recordedthe highest amount of
funding,accumulatingtotal of $24.72billion across627 deals
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A Thegamingindustry hasincreasedby half a billion players between2018-2021, '\(” '3’ '\”‘ '@ '\Q’ N '3’ S > o I P > P
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totalling 2.7 billion peopleglobally Accenturepredicts more than 400 million
newgamersby the endof 2023. Investment in Gaming 2015-2021 (in Billion)

A New demographicsare being addedto the gamingindustry with 60% being
womenand 30% beingunder25 yearolds. 30

A Thenewlyadded500 million diversegamersbetweenthe periodof 2018z 2021, 22 L 714 - 733 645 600
wasmainlystudiedto befueledby mobile gaming adoptionanddesirefor social s
experiences 10
A Asia Pacific holds the largest market sharez China, Japan, and the United 5 E B I I
) . 0

Statesareconsidereasthelargest gaming markets.

A Dueto nationwide lockdowns implementedoecauseof the COVID19 pandemic,
somepeopleturned to game platforms to passthe time. Thus,these platforms
attracted hundredsandthousandsof newvisitorsto onlinetraffic.

Value in biIIion US Dollars

_ _ 2015 2016 2017 2018 2019 2020 2021
A Gamersspendan averagel6 hours a week playing,8 hours a week watchingor

participatingin gamestreamand6 hours a weekinteractingin gameforumsand
communities Thesesocial interaction are one of the key drivers behindonline
gamings growth.

I Deal Value ($B) == Deal Count

SourceMordor Intelligence and Investera
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GLOBAL GAMING INDUSTRY OVERVIEW

A Theemergenceof new gaming platforms and changing demographicsare
pushing gaming businessesaway from being productcentric to becoming
experience oriented platforms.

A Companiesike Microsoft, Nintendo, Twitch, and Activision haveall reached BE Microsoft
newheightsin playerinvestment

A In April 2020, Microsoft reported that subscribersto Xbox GamePass a
Netflix-likesubscriptiorservicetopped10 million.

B

A Game developers are continually striving to enhance the gaming ‘
experience by launching and rewriing codes for diverse

console/platforms, such as PlayStation, Xbox, and Windows PC, XBOX

incorporated into a standalone product provided to gamers through a G A\ | = PASS

cloud platform.
_FORCONSOLE
A The rising internet connectivity, increasing adoption of
smartphones, and the advent of high bandwidth network Ik
connectivity, such as 5G, have further increased the demand of the
gaming market across the globe. 6 Months

A Cloud gaming services focus on leveraging hyper-scale cloud
capabilities, streaming media services, and global content delivery
networks to build the next generation of social entertainment platforms.

Play over 100 high-quality games on console.




GAMING INDUSTRY FUTURE TRENDS

Spike in demand for AR/VR Gaming Introduction of Blockchain Gaming

Reports estimate that the AR/VR gaming market could reach a A With a few successful crypto games up and running, blockchain is already

staggering $26 billion by 2026. at the heart of the digital gaming era.
A Since traditional gaming companies like Sony and Electronic Arts began A The main reason for this is that blockchain gaming allows people to
to splurge on AR/VR, they have seen a steep rise in their stock price. attach value to their time spent in gaming.

A Therefore, giants such as Amazon, Apple, Google, and Facebook are

preparing to ride this growth wave by gambling in hot spaces like AR/VR
game engines, consoles, and platforms.

A With the increased adoption of blockchain technology, cryptocurrency,
and NFTs, the crypto gaming industry is expected to explode over the
coming decade.

Shift towards Cloud Gaming Increase in Crosplatform gaming for enhanced gaming experienc

A With the introduction and adoption of the high-speed 5G internet services, A Leveraging cloud technology in the gaming market is likely to drive the

the cloud gaming industry is expected to grow by a whopping 29% over demand and engagement of multi-players for different games, boosting
the market growth during the forecast period.
the next three years from 2021.

A The draw of thrilling, enhanced experiences is grabbing the attention of

A The entertainment giant Netflix is also set to expand into the cloud-based
more and more players.

video gaming market. )
A Among US was one of the largest beneficiaries: it boasted 60 million daily

A With technology that could potentially mark the end of consoles, cloud active users in 2020, compared to just 1,800 back in 2018.

gaming is geared up to change the face of e-gaming as we know it.

SourcePixelPlex
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GAMING INDUSTRY IN THE MENA REGION OVERVIE®) (

The Middle East and North Africa (MENA) is amongthe worldis leading
gaming and esports market. The industry is predictedto withessa boom in
the future dueto its highly-engagedgamingaudience

Additionallythe growing penetration of smartphonesandonline gamingisa
crucialfactor drivingthe markets growth, with Mixed Reality basedappsand
gamesexpectedo createmoremarketopportunitiesin the comingperiod

Within the MENA, Saudi Arabia, Iran, UAE and Egypt havebigger gaming
population comparedo FranceSwedenNorwayand Denmark

Betweenthe period of 2015 - 2021, a total of $391.74 million has been
investedacrossl70dealsin MENAs gamingindustry.

SaudiArabia, Egypt andthe UAE in comparisorto the rest of the middleeast
accountsfor the core of the gaming audience generatinga revenueof $1.76
billion in 2021, and expectedto rise to to $3.14 billion in 2025 at a CAGRof
13.8%.

Playersfrom the Middle East and Africa makeup 15% of the total at 434
billion z behindonlythe Asia Pacifidgs 1.61 billionplayers

In 2019, total playersfrom the MENA region exceededthose from North
America,and within the next few years MENA and Turkey is predicted to
outnumber Europen termsof players

The three countries together had 65.32 million gamersin 2021, and it is
predicatedo riseto 85.76 million gamersin 2025.

Leading gaming markets in the MENA region as of Janua2921, by

revenue (in million U.S. dollars)

Kuwait s
Qatar m———
Lebanon s
Iraq m——
Algeria  m—
Morocco m——
Egypt me—
United Arab Emirates m—
|ran |
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Egypt
9.8%
‘0 audi Arabia
Total audi Arabia Total 30.3%
Gaming 60.6% Gamers
UAE Revenue (2021)
29.6%\\  (2021) Egyp UAE

Source: Niko Partners, Statista and the National
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GAMING INDUSTRY IN THE MENA REGION OVERVE) (

Share of online gaming based on the device type in MENA

In the region,mobileandtablet gamesmakeup 58% of the market,console

gamex20%, whiletraditional PCgamesaccountfor 3%. m Mobile and Tablet

MiddleEastmobilegamingindustryis expectedo reach$.4 4 billion by 2022, m Console Games

whichis morethantriple in growthfrom the $1.06 billionpostedin 2016. m PC Games

Shooter and sports gamers are the more populargenreswithin the MENA
region,with Fornite, Fifa , Overwatch and Rocket League are the biggest

games

Governmentsin Saudi Arabia and the UAE have introduced policies to
encouragegame localization, local game development, new studios and
offices of international game companies and hosting major e-sports

tournaments.

Source: Niko Partners, Statista and the National
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GAMING INDUSTRGROWTH EVIRONMENT IN UAE @)

A With morethan three-quarters of the UABs online gamingpopulation,the gamingindustry
proliferates in the UAE with risinginterestandinvestmentin locally developinghomegrown User Funnel for Online Gamers: UAE2021)

talent and games 100%

h , . .

A The UAEwasranked35™ largestgamingmarketin the world in terms of revenueas of 2019 10Mn 73%

andwasalsoranked5'™ globallyfor gaminginfluencers,
A In 2021, the overallUAE gamingmarketsizewasvaluedto be $0.4 billion with 73% of the 10 4. 1M

. n

million populationto be gamersand41% of it beingpaid gamers -

A In 2020, UABs gamingindustry generated a revenueof $344 million, with $200 million
_ . POPULATION GAMERS PAID GAMERS

generatedby mobilegamesand$143 million generatedoy PCandconsolegames

A Duringthe sameyear,an overwhelmingmajority of the markets payinggamers(91%) spent Share of the Urban Online Gaming Populatior2020)

moneyon in-gameitemsor virtual goodswithin the six months It is studiedthat the average

gamerin the countryspends$115 peryear

74% 70y
0
A Within the UAE online populationof 2020, 70% of the womenand 74% of menplay mobile 64% 63% 54%
0
games while49% of womenand64% of menplayonconsole E 49%
=
A UAE havingthe high mobileand internet penetration has encouragedChineseinvestment in C;)
to UABs gamingmarket
A Top Chinesegamingdevelopmentompany;Tencent havesigneda MoU with Dubailnternet MOBILE GAMES  CONSOLE GAMES PC GAMES
City (DIC)to set uptheir regional headquartersin the UAE Source The NationaNewzooWaya and The Khaleej Times,
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GAMING INDUSTRGROWTH EVIRONMENT IN UAE @)

Within UAE,watching video game streams has becomejust as popularas
playingthem. Platformslike Youtube Gaming,Twitch andFacebookGaming
enjoyvaryinglevelsof popularity

In 2020, 68% of UABs onlinepopulationwatch gamerelatedvideocontent
Out of which,23% of the urban populationwatch esportsand 10% of the

onlinepopulationareesportsenthusiasts

Puzzle is the top mobile genre, while racing and sports are in the top

positionsonPCandconsolerespectively

Racingis the only genreto makethe top three on all platform, but fighting

andracing gamesareconsideredo bekeygenrefor UAEgamers

The UABs mostly commonlyplayedgamesare CandyCrush Saga,FIFAand

Callof Duty with franchisessuchas Assassirs Creed,ResidentEvil, Mario,

Final FantasyandUnchartedarepopularamongthe UAEgamersaswell

Top Three Genres per Plédrm in UAE 2020)

Mobile Console
R 40% 30% 38%
Puzzle Racing Sprts
35% DY 30% 00 37%
Racing F.ighting Fighting

i 33% B 29% 35%
Shooter

Shooter Racing

-
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SourceThe NationalNewzogWaya and The Khaleej Times
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MOBILE GAMING MARKHN THE UAE

The UAE hasbecomea gaminghotbedwith mobile gamerson the rise Gamers
in the Emirate are more inclined to use mobile devices,with 76% using
smartphoneortablets.

With half of UAESs online population spendingnoneyon gameUABs gaming
populationis amongthe worldis biggest spenders on gameswhich leadsto
high gamingrevenuegeneratiorfor UAE

Around39% of the gamersin the marketspendon mobilegamescomparedo
38% onconsoleand33% onPC

Thekeytakeawayis that manygamersin UAE are more than willing to payfor
their mobilegamingexperienceg astark contrastto the maturemarketsfound
in WesternEurope

Around 55% are inclinedtowards desktopsor laptops,while 43% usegaming
consoles

In UAE mobilegamesplayanaverageof 20 to 40 minutesof videogamesa day

The increasing demand for mobile games directly results from various
technologicahdvancementsuchasAR,VR,cloud gaming,and5G.

Accordingto globalwebindex,69.1% of UAE adults are playingmobilegames
Out of which6.5% areUAEwomenand69.8% areUAEmen

The commonlyplayedmobile gaminggenreincludeAction, Adventure, Sports
andRacing

Source AD Colony, The National, Gulf Businessaaitiestream

Among US, eFootball PES2021, Subway Surfers, PUBGand Fortnite arethe
pop_ 12 .



ESPORTS GAMING MARKEN THE UAE

TheEsportsmarketwill withnessarapid growth overthe comingyearsthis will not
just attract growing pool of both homegrownand international talent, but also
Investmentinthe sphere

To support UABs efforts towardsincreasingesportswithin the country,Mubadala
Investment Companyand Abu Dhabi Gaming(AD Gaming),havesigneda MoU

with the aimto build a gaming and esports ecosystemin Abu Dhabi and the :
UAE. { —— A

The creationof a strong gamingand esports ecosystemswill act as a catalystto
attract global talent andadvanceeducationin virtual reality,codinggamedesign,
anddevelopmentamongstothers.

In addition, Dubai Media Office and Freezoneoperator, TECOM Group have
announcedhe plansfor the Middle Eastis first esports stadium.

UAE seesesportsto be an exciting sector and the emirate is working towards
developingfurther opportunities within the sector and complementeffort in
diversifyingthe UABs economy

SourceThe National, Games MEA and businesswire,
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AR & VR GAMING MARKEBN THE UAE

UAE gamingmarket is constantly getting acceleratedwith the introduction and
useof AugmentedReality(AR) and Virtual Reality(VR).

The AR and VR will together pump $4.1 billion (AED 15.05bn) into the UAE
economyby 2030, boostingthe countryts GDPby 1%.

AR and VR will also havea significantimpact on the employmentin the UAE by
creating42,000jobsinthe countryby2030.

Introduction of mobile gaming apps and declining prices of the AR & VR
headsetshaveledto the highUAEAR & VRmarketshare

As an effort by UAEto boostthe countrys interest into AR and VRfor all ages,
UAE launchedthe worldss largest virtual and augmented reality theme park
knownaVRPark.

Locatedin Dubai,the park provides visitors an unprecedentedopportunity to
challengereality, the park providesa rangeof experiencdhat thrill, scare,stun
andamaze

SourceThe National, Games MEA and businesswire,
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CLOUD GAMING MARKHN THE UAE

All you need
UAEhavebeganfocusingtowardsincreasingcloud gaminginthe country. R

elife TV gaming
In 2019, Etisalat (Emiratibased multinational telecommunicationsservices —
provider)introducedUABs first cloud gaming serviceonit s eLifeset-top box
which enablesgamersto play the latest gameswithout the needto havea

separategameconsole

The main idea behindthis step is to introduce non-gamersto the gaming

world andsupportUAEinits digital transformation.

,/’
{

D PLAYKEY.ME

v/
In addition, Internationalgamingservice Playkeyme wasmadeavailablen the YOUR GO-T0
MiddleEast(includingUAE) DESTINATION
FOR PC CLOUD
This cloudgamingservicelets playersworldwideplaythe newestvideogames GAME STREAMING

onlow-specPCsandlaptops.
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Source AD Colony, The National, Gulf Business@achestream
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KEY INITIATIVES FOR THE GROWTH OF GAMMNGHE UAE

Abu Dhabi Gaming (AD Gaming) Gaming and esports ecosystemin UAE

A AD Gaming is a governmefed initiative that amasses the broad A Mubadala Investment Company and Abu Dhabi Gaming (AD Gaming),
efforts throughout Abu Dhabi to transform the Emirate into a global have signed a Memorandum of Understanding (MoU) with the aim to
gaming hub. build a gaming and esports ecosystem in Abu Dhabi and the UAE.

A With a focus on talent development, game development and esports,A  In the UAE, the creation of a strong gaming and esports ecosystem
AD Gaming is accelerating the growth of the regg@gaming industry, will act as a catalyst to attract global talent and advance education in
providing career opportunities for aspiring talent and creating world virtual reality, coding, game design and development, amongst others.
class content from the capital of the UAE. A The deal will set a framework for both entities to explore

A Fostering an environment of innovation and knowledge, AD Gaming opportunities for collaboration, help individuals, and companies come
provides a support system for the next generation of game developers up with content for the industry, support events, and create
and players, businesses, and fans alike employment opportunities.

MUBADALA




KEY INITIATIVES FOR THE GROWTH OF GAMNGHE UAE

frain-the-TrainertDevelopment Programme Yas Creative Hub

A AD Gamings partner Unity Technologies will be leadingrain-the- A Twofoulb4is Yas Creative Hub is the first purpeseilt development
trainer], development programme, working with several educational for media, entertainment and gaming in the region.

institutions in the UAE, including Abu Dhabi University, NYU Abu A TheHub will be home to Abu Dhabtwofou54 community which is

Dhabi, Higher Colleges of Technology and the University of Sharjah. made up of a diverse mix of content creators from freelancers and

A The programme aims to equip professors and teachers with the skills businesses of all sizes, from production and marketing to gaming and

they can pass on to their students in Al, virtual reality, game edutainment. In addition to housing partners including CNN, Vice
development and coding. Media and Unity Technologies.

A AD Gaming will also help students gain industry experience by A The hubwill offer a connected campus, sustainable landscape design,
matching them with gaming and esports partners. custombuilt offices, oacampus studios, production and pest

production facilities, and indoor filming locations.

A The campus is expected to attrab®,000professionals bg030.

@ Unity




KEY INITIATIVES FOR THE GROWTH OF GAMMNGHE UAE

A Dubai Mediia Officand free zone operator TECOM Group have A Dubai Media City also announced that it will launch a new Instagram
announced plans for the Middle Esfirst esports stadium. Live series called GAME_ON, in collaboration with ON.DXB, which will
feature regular video game development workshops.

A The facility, part of the governmetstl 0X initiative, is intended to

position Dubai as a global hub for hosting video gaming events. A The series will also shed light on topics BRemodeling, rigging,
A The idea aims at attracting millions of esports gamers, spectators and animation, sound engineering, VR, and tips for developers in the United
enthusiasts from around the world and offering them uniquelior Arab Emirates to further their careers.

and irperson experiences.

TECOM GROUP




