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VALUE CHAIN IN CHINA MOBILE GAMES MARKET ©

OPERATOR / PUBLISHER
ONLINE DI%THRAIB\ILIGEI?N (OBLIGATORY ON DE\C;EAL“(/.;E’ER
BILLING ANDROID)

OPERATOR’S: 5-30% | DISTRIBUTION CHANNEL'S: 30-70% | PUBLISHER’S: 50% | GAME DEV’S : 10-20%
SHARES

400

5 BIGGEST ANDROID MARKETPLACES “

1. Myapp/Tencent (with 24% coverage)

2. MIUI app store / Xiaomi (with 18% coverage)
3. 360 Mobile Assistant (with 18% coverage)

Android ©®
Marketplaces

4. Baidu Mobile Assistant (with 17% coverage)
5. Huawei App Store (with 9% coverage) China is #2 in iOS

revenue @Q12016 "

It is obligated to use local partner
when publishing in Android
marketplaces in China.(®

3 TELE-OPERATORS "

———————————— - 64%
BEST™ PUBLISHER PARTNERS:
_ ] | 11%
i0S: Android:
1. Tencent 1. Tencent I
2. Netease 2. iDreamSky !
3. Duoyl 3. Kunlun I O‘X‘O
4. KingNet 4. Netease I China Mobile
5. Perfect World 5.JJ China Telecom
6. Snail Games 6. Longtu I China Unicom @@
7. Longtu 7. Zplay |
8. Youzu |
*According to NewZoo & |

AppAnnie Top-Grossing @ China
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BILLING 1°

- Mobile Payment products
(Unionpay, Alipay, WeChat etc.)

- SMS by operator

- Credit Card (iOS)

NETWORKS USED BY
MOBILE GAME DEVICES ©

Others }5%

4G ’7%
2G -16%
3G -18% GENRES ‘1!

SOCIAL MEDIA 2

_—_—1

- No Facebook | RPG

- No Youtube | Card Game Shooting Game
- No Twitter Action Game Casual Game

- No Twitch _: Strg. Game Others

Choosing THE RIGHT PARTNER 3 is one of the most important when
in entering and succeeding in the Chinese market. Game developer
can partner up with the following actors:

1.) aggregator or publisher

2.) distribution channel / store

3.) tele operator

4.) device manufacturer
(pre-download)

TRENDS:15
<4< VIRTUAL REALITY
4K E-SPORTS

PAN-ENTERTAINMENT

(formally known also as
cross-media)

4K IP MONETIZATION

AND ITS PARTNERS
PURCHASED THE sTAKE |

SUPERCELL OY FRoMm
SOFTBANK GROUP
CORP. AT JUNE 2016
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