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DIGITAL AROUND THE WORLD

ESSENTIAL HEADLINES FOR MOBILE, INTERNET, AND SOCIAL MEDIA USE

INTERNET USER NUMBERS NO LONGER INCLUDE DATA SOURCED FROM SOCIAL MEDIA PLATFORMS, SO VALUES ARE NOT COMPARABLE WITH PREVIOUS REPORTS
TOTAL UNIQUE MOBILE INTERNET ACTIVE SOCIAL
POPULATION PHONE USERS USERS® MEDIA USERS®

7.83 5.22 4.66 4.20

BILLION BILLION BILLION BILLION

URBANISATION: vs. POPULATION: vs. POPULATION: vs. POPULATION:

56.4% 66.6% 59.5% i

PE *ADVISORIES: INTERNET USER NUMBERS !

we °
are. _ ®| Hootsuite"

& COMPARABILITY ADVISORY: SOURCE AND BASE
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SHARE OF WEB TRAFFIC BY DEVICE

EACH DEVICE'S SHARE OF TOTAL WEB PAGES SERVED TO WEB BROWSERS
A THE FIGURES ON THIS CHART ARE BASED ON TRAFFIC TO WEB BROWSERS ONLY, AND DO NOT INCLUDE DATA FOR OTHER CONNECTED ACTIVITIES (E.G. USE OF NATIVE

MOBILE LAPTOPS & TABLET OTHER
PHONES DESKTOPS COMPUTERS DEVICES

OO

55.7% 41.4% 2.8% 0.07%

DEC 2020 vs. DEC 2019: DEC 2020 vs. DEC 2019: DEC 2020 vs. DEC 2019: DEC 2020 vs. DEC 2019:

+4.6% -5.8% +3.3% [UNCHANGED]
+244 BPS -253 BPS +9 BPS

SOURCE: STATCOUNTER (ACCESSED JAN 2021). FIGURES REPRESENT EACH DEVICE'S SHARE OF WEB PAGES SERVED TO WEB BROWSERS ONLY. NOTES: FIGURES FOR DEVICE SHARE ARE FOR we .
DECEMBER 2020; ANNUAL CHANGE FIGURES COMPARE MONTHLY SHARE VALUES FOR DECEMBER 2020 TO DECEMBER 2019. PERCENTAGE CHANGE VALUES REPRESENT RELATIVE CHANGE (LE.  CIIF@ Hootsuite:

.
AN INCREASE OF 20% FROM A STARTING VALUE OF 50% WOULD EQUAL 60%, NOT 70%). ‘BPS" VALUES REPRESENT BASIS POINTS, AND INDICATE THE ABSOLUTE CHANGE IN SHARE VALUES. SOC|GI
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PLAYING VIDEO GAMES BY AGE AND GENDER

PERCENTAGE OF GLOBAL INTERNET USERS WHO PLAY VIDEO GAMES ON ANY DEVICE

95.4%
92.0% T i 91.0%
83.6% o
75.2%
67.2%  67.2%
. & Wi.
FEMALE MALE FEMALE MALE FEMALE MALE FEMALE MALE FEMALE MALE
16 - 24 25 - 34 35-44 45 - 54 55 - 64
YEARS OLD YEARS OLD YEARS OLD YEARS OLD YEARS OLD
we .
° SOURCE: GW! (Q3 2020} FIGURES REPRESENT THE FINDINGS OF A BROAD GLOSAL SURVEY OF INTERNET USERS AGED 14 TO 64, SEE GLOBAIWEBINDEX.COM FOR MORE DETAN %‘d @ HOOtSUIte
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MOST POPULAR VIDEO GAME FORMATS BY AGE GRC

PERCENTAGE OF GLOBAL INTERNET USERS™ IN EACH AGE GROUP WHO SAY THEY PLAY EACH TYPE OF VIDEO GAME ON ANY DIGITAL DEVI

16-24 YEARS OLD 25-34 YEARS OLD 35-44 YEARS OLD 45-54 YEARS OLD 55-64 YEARS OLD

SHOOTER 62% SHOOTER SHOOTER 47% SHOOTER PUZZLE PLATFORM 18%

ACTION ADVENTURE  56% ACTION ADVENTURE 51% ACTION ADVENTURE  44% ACTION ADVENTURE 31% SHOOTER 16%
M.O.BA. 41% RACING 41% RACING 35% PUZZLE PLATFORM 27% ACTION ADVENTURE 15%
SIMULATION 38% M.O.B.A. 40% PUZZLE PLATFORM 33% RACING 24% ONLINE BOARD GAMES 13%
RACING 38% SPORTS 36% SPORTS 32% SPORTS 21% RACING 12%
BATTLE ROYALE 36% SIMULATION 34% STRATEGY 31% STRATEGY 21% SIMULATION 11%
STRATEGY 35% STRATEGY 34% M.O.B.A. 30% SIMULATION 20% SPORTS 11%
PUZZLE PLATFORM 34% PUZZLE PLATFORM 34% SIMULATION 29% ACTION PLATFORM 19% ACTION PLATFORM 10%
SPORTS 33% ACTION PLATFORM 33% ACTION PLATFORM 29% M.M.O. 19% STRATEGY 10%
ACTION PLATFORM 32% M.M.O. 32% M.M.O. 28% M.OB.A. 18% M.M.O. 9%

SOURCE: GW!1 Q7 2020) FIGURES REPRESENT THE AINDINGS OF A BROAD SURVEY OF INTERNET USERS AGED 14 TO 44 SEE GLOBAIWEBINDEX.COM FOR MORE DETA
° NOTE ' SOCid
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RANKING OF MOBILE APPS BY MONTHLY ACTIVE USERS

APP NAME COMPANY
FACEBOOK FACEBOOK
WHATSAPP FACEBOOK
FACEBOOK MESSENGER FACEBOOK
INSTAGRAM FACEBOOK
AMAZON AMAZON
TWITTER TWITTER
NETFLIX NETFLIX
TIKTOK BYTEDANCE
SPOTIFY SPOTIFY
SNAPCHAT SNAP

MOBILE APP RANKINGS: ACTIVE USERS

GLOBAL (EX. CHINA) RANKINGS OF TOP MOBILE APPS AND GAMES BY MONTHLY ACTIVE USERS IN 2020

RANKING OF MOBILE GAMES BY MONTHLY ACTIVE USERS

# GAME NAME COMPANY

01

02
03
04
05
06
074
08
09
10

PUBG MOBILE

CANDY CRUSH SAGA

LUDO KING

AMONG US!

FREE FIRE

ROBLOX

CALL OF DUTY: MOBILE
SUBWAY SURFERS
MINECRAFT POCKET EDITION
POKEMON GO

SOURCE: APF ANNIE {IAN 2021) SEE STATEOPMOBILEZ021 COM FOR MORE DETAILS. NOTE: RANKINGS BASED ON ACRVE INSTALLS ACROSS WPHONE AND ANDROID PHONE DEVICES,

LUDING CHINA

TENCENT
ACTIVISION BLIZZARD
GAMETION

INNER SLOTH

SEA

ROBLOX

ACTIVISION BLIZZARD
KILOO

MOJANG

NIANTIC

are. ‘ ®| Hootsuite"

social
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THAILAND —

ESSENTIALHEADUNES FOR MOBILE, INTERNET, AND SOCIAL MEDIA USE

A\ CHANGES TO DATA SOURCES FOR INTERNET USERS AND SOCIAL MEDIA USERS MEAN THAT VALUES ARE NOT COMPARABLE WITH PREVIOUS REPORTS S——
TOTAL MOBILE INTERNET ACTIVE SOCIAL
POPULATION CONNECTIONS USERS MEDIA USERS

69.88 90.66 48.59 55.00

MILLION MILLION MILLION MILLION

URBANISATION: vs. POPULATION: vs. POPULATION: vs. POPULATION:
51.8% 129.7% 69.5% 78.7%
§OURC£S: ™HE U ,\', LOCAL GOVERNME? ':'Lrti GSMA INTELWUGENCE, ITU, GW1, EUROSTAT, ONNIC APIY :i-::e- SOCIAL MEDIA L .'~." ORMS’ SELF.SERVICE ADVERTISING 10015 comrany W

-
EARNINGS REPORTS; MEDIASCOPE: CAFEBAZAAR comnnmmnovnson;s:m:z CHANGES INTERNET USER NUMBERS ONGER INCLUDE DATA SOURCED FROM socaLmen.  CIF@, q HOOtSU'tE‘

PLATFORMS, 5O Lr\ AARENO C’ IMPAR \JL.V "H’ VIOUS RE 15, SOCAL MEDIA USER NUMBERS MAY NOT REPRESENT UN _J fi"v'iiiil-\'.S, SO MAY EXCEED INTERNET USER NUMBERS soc‘a'
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PLAYING VIDEO GAMES: DEVICE PERSPECTIVE —

PERCENTAGE OF INTERNET USERS AGED 16 TO 64 THAT PLAYS VIDEO GAMES ON EACH KIND OF DEVICE

THAILAND

ANY DEVICE SMARTPHONE LAPTOP OR DESKTOP GAMES CONSOLE

v

96.6% 90.7% 36.7% 17.7 %

TABLET DEVICE HANDHELD GAMING DEVICE MEDIA STREAMING DEVICE VIRTUAL REAUTY HEADSET

24.7% 12.9% 6.9% 10.0%

we

OF A BROAD GLOBAL SURVEY OF INTERNET USERS AGED 16 TO 64, SEE GLOBAIWEBINDEXCOM FOR MORE DETALLS are, q HootSUite’
social
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Snowflakes (_ul\a:ucn

Snowflakes Collection

MO-27 DRAGONFIRE Challenge

3
-‘; 8/ tone Complete tasks to earm now Get kils and collect W Got kiis and colloct Snowflakes in

3 bt Scorestrook MQ-27 DRAGONFIRE Multiplayer and Battle Royale. Clmb the Multiplaver and Battle Royale. Chmb the
% ranks for even boettor rowards — ronks for even better rowords
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COMMUNITY FAVOURITES
Refreshes every Sunday

© REFRESHES IN 4 DAYS

o MATCHUPS

Refreshes every Thursday
B

© REFRESHES IN 02:21:19

DOMINATION ENTER Q CLAIMED

Refreshes every

©@ REFRESHES IN5 DAYS
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Industry

Machine
Learning

)

Blockchain

® Intelligent
Transactions Insights

uwaavlesu (Platform) aseaudinnlugavesdoya



Sport Tech: AR Al VR for Athletic performance

0:2”7m:4

SPLIT AVERAGE PACE

10:09
00:18:10 @

Split .

7:34

2.56 km 168




AR Augmented Reality
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AR Augmented Reality
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SCANNING VOL. 36. 4 (2014)

#ThéiOpenAR
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Mixed Reality

Bifurcation




Mixed Reality

BOW THRUSTER

STERN THRUSTER
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Thank for Attention



