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Internet penetration
•

Market with a high internet penetration rate, its
online population will be relatively similar to its
total population and hence we will see good
representation across all age, gender and
education breaks. (Across North America,
Western Europe and parts of Asia Pacific such as
Japan, Australia and New Zealand);

•

Market with a medium to low internet
penetration, its online population can be very
different to its total population; Broadly
speaking, the lower the country’s overall
internet penetration rate, the more likely it is
that its internet users will be young, urban,
affluent and educated.

•

This is the case throughout much of LatAm, MEA
and Asia Pacific. This table provides the latest
estimates on internet penetration (defined as
the number of internet users per 100 people)
from the International Telecommunication
Union for each market that GlobalWebIndex
conducts online research in.

•

Note that this will reflect internet penetration
among the total population, and that the figure
among 16-64s is likely to be higher.
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Industrial revolutions
New ways of production, distribution and
consumption
•
•
•
•

1st was driven by mechanization
2nd was driven by electricity and mass production
3rd was driven by electronics, IT and automation
4th is driven by internet of things (IoT), bigdata,
artifical intelleigence (AI)
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4th Industrial revolution
• Occurring beyond mere automating, optimising
and improving productivity; but also re-imagining
how an organization can bring together people,
data and processes to create value for their
customers and maintain competitive advantage in
the digital-first world.

• May add USD387billion to AsPac’s GDP if
manufacturing embraces digital transformation
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Trends
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Music
•
•
•
•

Reached its peak in global sales in 1999 before declining
Only grew last 4 years; reaching USD17,1b (68% of 1999)
54% in digital format (streaming > downloading)
Music consumption > value generation
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Book/publishing
• Books, newspaper and magazines  e-books,
e-news and blogs
• Specialization in offering
• Digital not (will not?) yet overtaking physical
format
• Global value of 11 major markets:
USD41,9billion
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Film industry
• War of format, between 35MM and digital; 9 out of
10 movie screens switch to digital
• Major labs close down: Technicolor, Fujifilm, Kodak
• 4000 drive-ins in 1950s now a few hundreds
• Replaced by multiplex, DVDs, cable and OTT
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Game Industry
•

Sport of the masses from olympics to the MMOG (massive multiplayer online
game) or from offline to online.

•

Although mobile gaming is growing, the emphasis is on monetization and
providing more compelling content, as increased affordability and processing
power improves handset performance.

•

Above all, it’s the marketing potential of in-app advertising, the opportunity for
brand-engagement, and the upselling potential that makes mobile gaming such a
lucrative opportunity, as showcased by the likes of Plants vs. Zombies.

•

Virtual reality headset ownership remains low. PlayStation VR has shown a
pronounced demand among Console Gamers, but it’s mobile which emerges as
the strongest candidate to push VR into the mainstream.

•

The so-called Console Decline is happening – ownership figures and gaming usage
rates of consoles are dropping year-on-year.
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Results
• Customers have more power
• Creative industry shall not disappear – but
transforming
• Online and offline become more integrated*
• Vulnerability of personal data (Personal Data
Act)
• Devaluation of creative works
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Results
• Creative works can never be ‘out of stock’
• However, having a physical copy can survive
the times (due to change of format)
• Digital and physical formats are
complementary and substitute products
• Blockchain and modes of payment
• The need for legal protection as a solid
foundation for creative economy to build
upon
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