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Online Gaming - China

“Consumers prefer playing online games with their real-
life friends. This reveals an opportunity and also
highlights the importance of connecting consumers’
real-world social life with games, which will make
consumers ambassadors of games, attracting new users
and retaining existing ones when they invite friends to
play with them.”
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Cinemas - China

“Recovering from a glitch in 2016, cinemas are back on
track and seeing sustainable growth. Facing fierce
competition from video streaming services, cinemas
need to continue to invest in the latest film technologies,
since rich formats are a key driver to convince
consumers to go to the cinema instead of ...

Music and Video Streaming -
China

“Holding a considerable user base, video and audio
streaming service operators are now facing the challenge
of converting free users to paid users, preferably long-
term subscribers. For video streaming, exclusive
contents and interactive features are key drivers for
payment, while for music streaming, social features and
professional recommendations can help ...
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