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Regional Market Size & 
Forecast

● $4.4 billion in 2019, 
year-on-year growth of 16%

● Mobile constitutes $3.1 
billion of the 2019 
revenues
~70% of the market

● Total online gamer 
market of 250 mil in 2020

Population & 
Distribution

82% of the Southeast Asia’s 
urban online population are 
gamers.

● 80% mobile

● 69% PC

● 57% console

Spending Power & 
Trends

● More than half of SEA’s 
online population spend

● Men are more likely to 
spend on games than 
women (56% of men vs. 
44% of women)

● Most of these paying 
gamers (95%) spent on 
in-game items or virtual 
goods

SOUTHEAST ASIA BY THE NUMBERS

Source: Newzoo Gaming in Southeast Asia, 2020
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3South East Asia Game Industry 
Initiative 2015

South East Asia Game Industry Talent 
Report 2016

South East Asia Animation Report 
2018
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4>150 Studios & Entities 
responding across the 

region

Gamedev Association 
support from around 

Southeast Asia

To access the report, visit 
https://mdec.my/levelupkl/

Available from 22 September 2021

https://mdec.my/levelupkl/
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DEMOGRAPHIC TRENDS
Game co’s in Southeast 
Asia are indie game 
development companies

● 60% of game companies in 
Southeast Asia consist of less 
than 11 employees

● 10% of the respondents had 
more than 100 employees

● Indie studios: a preference 
for multi-skilled roles or 
generalists who can fill 
multiple roles in the 
company

Maturing studios are getting 
more sophisticated & 
seeking sustainability

Majority (52%) of companies are 
involved in both original game 
development and external 
game development to ensure 
financial stability. Up from 23% in 
2015

This is an evolution both ways:

● larger services companies 
reinvesting gains into 
original IP production and

● smaller original IP creators 
getting proficient in 
handling services in their 
portfolio

Original IP development is 
a major driver in the region

● 56% of companies focused 
majority of their resources 
on original IP development

● 31% companies have 
majority resources in 
external game 
development/work for hire

1Southeast Asia Game 
Industry Report 2021
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INDUSTRY TRENDS
PC is the development 
platform of choice followed 
by mobile

● Most (38%) games that 
have been produced are 
aimed towards PC 
platforms. 2015: mobile 
games was the class leader 
@ 64% dominance

● 1 in 5 companies develop 
on console. 2015: ~5% 
developed for console

● 31% of studios develop on 
multi-platform, while an 
average of of 18% focus on 
a single platform

Production cycles that 
average more than a year 
indicate complexity and 
mid-term focus by studios

● Majority of game 
companies (53%) take 
approximately 7 months up 
to 2 years to develop 
games across multiple 
platforms, including mobile, 
PC and consoles. 2015: 
predominantly 3-6 months 
as the project duration

● Spread of expertise in 
pre-pro, development, 
launch has geographical 
specialisation

Stronger domestic support 
means more products are 
being served intra-region

● The top three target markets 
of Southeast Asian 
companies are the United 
States (17%), Southeast Asia 
(16%) and Europe (14%). 
2015: domestic region was 
not a major market 

● 2015: US and Europe were 
the top two markets for 
exports

2Southeast Asia Game 
Industry Report 2021
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SEA showcases young 
game industry professionals 
with need for programmers 
and artists

● The average age range 
(51%) of employees in 
Southeast Asian gaming 
companies are between 26 
– 35 years

● The three most critical roles 
in game companies are 
programmers (27%), art 
(26%) and design (15%)

● Vietnam and Indonesia hire 
the most programmers while 
other SEA countries hired 
more game artists

PEOPLE
Basic skills being taught are 
good but industry exposure 
could be improved

● 57% of employees in 
Southeast Asian gaming 
companies possess a 
degree or higher

● Most (43%) SEA game 
companies absorb talent 
into the workforce through 
internship programmes

● Most (64%) SEA game 
companies remarked that 
most entry-level talent are 
semi-ready and possess 
basic skills but lack the 
practical exposure. 

Compensation at the entry 
and mid level across the 
region is competitive

● The average monthly salary 
across Southeast Asia for 
entry-level employees is at 
USD501 – USD750 (34%)

● Most game companies in 
Southeast Asia offer an 
average monthly salary for 
an employee with 8 years’ 
experience of USD1,001 - 
USD2,000 (30%)

3Southeast Asia Game 
Industry Report 2021
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ENVIRONMENT
The developer community 
is the biggest support pillar 
for studios

● Game developer 
community (22%), 
government support & 
initiatives (19%) and game 
industry associations (18%)

● Companies in Indonesia 
Singapore and the 
Philippines participate in 
game associations

● Majority (83%) of Southeast 
Asia countries, except for 
Vietnam, have local game 
conferences, trade fairs and 
community events

esports plays a role as a 
demand driver and a 
bridge to professional 
development work

● Many (77%) companies 
believe that esports is 
important for the entire 
game ecosystem as it helps 
to build popularity and 
eventually stimulate industry 
growth

● These include the 
development of 
infrastructure, potential 
career as game testers, 
promoting game industry, 
raising awareness and 
educating the public

Incubation programs and 
facilities are in-demand to 
provide guidance for new 
studios and startups

● Multiple game incubation 
programs are present across 
the SEA region.

● Most game companies in 
Indonesia (75%), Thailand 
(60%) and Philippines (80%) 
are particularly interested in  
participating with incubator 
programmes & facilities

4Southeast Asia Game 
Industry Report 2021
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SCALE & GROWTH

Despite successes, access 
to funding options remains 
challenging in Southeast 
Asia 

● Funding is challenging for 
almost all countries 34% 
region wide: Indonesia 
(50%), Singapore (67%), 
Thailand (60%), Philippines 
(40%) and Vietnam (33%

● Malaysia has consistent 
government supporting 
development and 
production

Growth potential of 
companies are there, but 
there is room for regional 
expansion

● Most (31%) game 
companies have not 
considered setting up a 
business in other countries

● Those that are considering 
expansion look to 
Singapore, Indonesia and 
Malaysia

Majority of companies 
have participated in 
international markets but 
there is a long-tail 
opportunity

● 28% have participated in 
local and international 
market access while 19% 
have attended regional 
market events

● 24% of game companies in 
SEA have not participated 
in any market access.

5Southeast Asia Game 
Industry Report 2021

Events, training and 
incubation are strongly 
supported by public private 
partnerships

● Across the region, 35% of 
PPP focus on events and 
related programs

● Indonesia (43%) and 
Vietnam (50%) focus on 
incubation programs as part 
of PPP
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Key Drivers
Government recognition as a potential key 
segment, enhanced with conducive policy to 
attract foreign investments

Conducive ecosystem for game start-ups with 
a strong government support in terms of 
financing.

Strengths
he government has managed to attract 
big-name foreign investment 

incubator for the top small and medium 
game start-ups to collaborate, support and 
accelerate business growth.

Opportunities
Digital Content Ecosystem (DICE) policy. This is 
to further strengthen the local digital content 
industry

government-backed initiatives have been 
implemented to foster the growth of the 
game industry, including financing, training, 
incubation, business connection, market 
access

Key Drivers Strengths Opportunities

Active trade association and a supportive 
Indonesian government

Skillful talent working in the biggest game 
market in Southeast Asia

Industry cluster adds diversity and culture 
of game design and innovation

Asosiasi Game Indonesia (AGI) has played 
a progressive role to accelerate the game 
industry through business development, 
talent development and regulation 
advocacy. 

Skilfull developers are in very high demand, 
AGI collaborates with local game industry 
players in coordinating the Game Talent ID 
and Game Industry Talent Standardisation 
(SKKNI)

Growing local developer scene has 
produced several notable award-winning 
games. The sales and growth of local 
developers, however, is relatively small.

The gaming industry in Indonesia is 
supported by the government, industry 
and community, e.g. local game 
developer event BAPAREKRAF Game Prime

Indonesia is the biggest gaming market in 
Southeast Asia with a revenue of USD1.6 
billion and consists of 64% of the online 
population with 110.3 million gamers in 
2020.

Ministry of Communication and Informatics 
released the Indonesian Game Rating 
System (IGRS). This consists of five (5) rating 
classifications based on game content

The Indonesian games market 
generates US$1.6 billion in revenues 
in 2020, up +18.5% from  2019.

Southeast Asia Game 
Industry Report 2021
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Key Drivers
Government recognition as a potential key 
segment, enhanced with conducive policy to 
attract foreign investments

Conducive ecosystem for game start-ups with 
a strong government support in terms of 
financing.

Strengths
he government has managed to attract 
big-name foreign investment 

incubator for the top small and medium 
game start-ups to collaborate, support and 
accelerate business growth.

Opportunities
Digital Content Ecosystem (DICE) policy. This is 
to further strengthen the local digital content 
industry

government-backed initiatives have been 
implemented to foster the growth of the 
game industry, including financing, training, 
incubation, business connection, market 
access

Key Drivers Strengths Opportunities

Government recognition of the games 
industry as a key economic segment, 
enhanced with conducive policy to attract 
foreign investments

Conducive ecosystem for game start-ups 
with a strong government support in terms 
of financing

Malaysia is the outsourcing and IP creation 
powerhouse for the growing game market 
supported by the talent pipeline through 
institute of higher learning

Government has managed to attract 
big-name foreign investments

incubator for the top small and medium 
game start-ups to collaborate, support and 
accelerate business growth

Some studios have built a global 
reputation for developing original IP games 
and providing outsourced development 
for the biggest international publishers

Digital Content Ecosystem (DICE) policy. 
This is to further strengthen the local digital 
content industry

government-backed initiatives have been 
implemented to foster the growth of the 
game industry, including financing, 
training, incubation, business connection, 
market access

Tertiary education system provides a solid 
foundation for producing talent. The One 
Academy was ranked 10th Best Game 
Design School in the Rookie Awards 2019,  
where they bagged four awards. In 
Malaysia, there are approximately fifty (50) 
IHLs that provide game-related courses.

Game revenues in Malaysia reach 
US$786 million in 2020, up +15.4% 
from 2019.

Southeast Asia Game 
Industry Report 2021
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Key Drivers
Government recognition as a potential key 
segment, enhanced with conducive policy to 
attract foreign investments

Conducive ecosystem for game start-ups with 
a strong government support in terms of 
financing.

Strengths
he government has managed to attract 
big-name foreign investment 

incubator for the top small and medium 
game start-ups to collaborate, support and 
accelerate business growth.

Opportunities
Digital Content Ecosystem (DICE) policy. This is 
to further strengthen the local digital content 
industry

government-backed initiatives have been 
implemented to foster the growth of the 
game industry, including financing, training, 
incubation, business connection, market 
access

Key Drivers Strengths Opportunities

Competitive labour market and wages 
with talents working on international 
projects driven by the oldest game 
association in SEA region

Rich in art and animation capabilities with 
the fastest-growing market for mobile 
game downloads in 2020

Founded in 2007, the Game Developers 
Association of Philippines (GDAP) has a 
growing membership of 56 game studios 
and schools. Membership extends to the 
university level, academic members and 
builds a foundation for talent attraction

Philippines is home to many renowned 
artists, employed by major names like 
Warner Bros and Pixar Studios.  The Ubisoft 
Philippines team worked on the art for 
several Assassin’s Creed titles, building the 
massive landmark structures that the series 
is known for. 

Labour cost in the Philippines is among the 
most competitive in Southeast Asia. Hence, 
the Philippines has attracted foreign studios 
such as Gameloft, Keywords studios, Gumi, 
Garena and Ubisoft

In 2020, the Philippines is seeing an 
increase of over 55% in [ML7] consumer 
spending on mobile gaming, according to 
a report by app analytics and market data 
provider App Annie.

The Philippines was the fastest-growing 
market in Southeast Asia in terms of mobile 
game downloads in 2020, accounting for 
16% of downloads shares, an increase of 
45% from the previous year.

The Philippines generates US$689 
million in game revenues in 2020, up 
+20.4% year on year.

Southeast Asia Game 
Industry Report 2021
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Key Drivers
Government recognition as a potential key 
segment, enhanced with conducive policy to 
attract foreign investments

Conducive ecosystem for game start-ups with 
a strong government support in terms of 
financing.

Strengths
he government has managed to attract 
big-name foreign investment 

incubator for the top small and medium 
game start-ups to collaborate, support and 
accelerate business growth.

Opportunities
Digital Content Ecosystem (DICE) policy. This is 
to further strengthen the local digital content 
industry

government-backed initiatives have been 
implemented to foster the growth of the 
game industry, including financing, training, 
incubation, business connection, market 
access

Key Drivers Strengths Opportunities

International recognition of Singapore and 
active game community engagement 
promote the growth of the game industry 

Quality foreign investment and growing 
local companies accompanied by highest 
annual spend per player in consumer 
market

Attractive Business environment with talent 
supply fulfill the demand

Singapore Games Association, SGGA 
conducts roundtable sessions and chats 
with indie developers to explore multiple 
topics and developments, like game 
design logistics, concepts, and best 
practices

Newly set up top game studios in 2020 i.e, 
Tencent, Riot Games, Storms, Cargo Studio 
and Alterculture Studio.[ML1] together with 
Razer and Secretlab

Among the top universities offering games 
courses in Singapore are DigiPen 
Singapore, Nanyang Polytechnic, Republic 
Polytechnic, and the National University of 
Singapore. 

Singapore is the host for the 1st edition of 
Gamescom Asia starting 2020[ML6]. The 
buildup to the event includes Singapore 
Games Week and the Esports Awards

Singapore’s game market size is the 
smallest but has the highest annual spend 
per player at USD214 in SEA region in 
2020.[ML8]

The corporate tax rate of 17% in Singapore 
is the lowest in Southeast Asia, [ML9] 
making it an attractive destination for 
foreign investment and startups. 

Southeast Asia Game 
Industry Report 2021 Singapore’s games market  

generates US$359 million in 2020, 
growing +8.5% year on year.
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Key Drivers
Government recognition as a potential key 
segment, enhanced with conducive policy to 
attract foreign investments

Conducive ecosystem for game start-ups with 
a strong government support in terms of 
financing.

Strengths
he government has managed to attract 
big-name foreign investment 

incubator for the top small and medium 
game start-ups to collaborate, support and 
accelerate business growth.

Opportunities
Digital Content Ecosystem (DICE) policy. This is 
to further strengthen the local digital content 
industry

government-backed initiatives have been 
implemented to foster the growth of the 
game industry, including financing, training, 
incubation, business connection, market 
access

Key Drivers Strengths Opportunities

Active game association with the support 
of Thailand’s government

Popular local game titles and game 
localisation as well as the adoption of 
e-sport curriculum 

Second largest game market size with the 
close collaboration within the telco and 
industry players in the new technology 
adoption

DEPA Game Accelerator Program batch 1 
in Thailand, aiming to develop Thai game 
makers and game developers in four 
popular game categories to enhance 
capabilities and standards to an 
international level

Popular and successful local game titles in 
the Chinese and Japanese market like 
Kingdom Reborn, Home Sweet Home, 
Project Nimbus, So Many Me, Fallen Knight, 
Time Lie, etc. were produced.[ML3]

Thailand’s two cloud gaming services were 
officially announced in 2020: 
AIS+Blacknut+Gameloft, true+Antstream 
Arcade

Investment incentives for gaming 
companies supported by Thailand 
Government include manpower, startups, 
event and marketing, infrastructure

The Thailand game market is an open 
market and games have been 
well-received by Thai gamers. Opening of 
the gaming industry and e-sport related 
curriculum in  Thai universities can be seen 
as the response of the industry to the 
expanding players base in the country

The game market size in Thailand is the 
second largest in the Southeast Asia region 
in 2020 with a year-over-year increase of 
14.1% reported by DEPA and IMC Institute.

Southeast Asia Game 
Industry Report 2021 In 2020, Thailand’s game revenues 

grow +20.1% year on year to reach 
US$942 million.
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Key Drivers
Government recognition as a potential key 
segment, enhanced with conducive policy to 
attract foreign investments

Conducive ecosystem for game start-ups with 
a strong government support in terms of 
financing.

Strengths
he government has managed to attract 
big-name foreign investment 

incubator for the top small and medium 
game start-ups to collaborate, support and 
accelerate business growth.

Opportunities
Digital Content Ecosystem (DICE) policy. This is 
to further strengthen the local digital content 
industry

government-backed initiatives have been 
implemented to foster the growth of the 
game industry, including financing, training, 
incubation, business connection, market 
access

Key Drivers Strengths Opportunities

Game community with youthful populace

Attraction of foreign game companies with 
local partnership 

Competitive talent market and 
government digital transformation policy  

With more than half of Vietnam’s 
population under the age of 25, the youth 
segment is an important driver of growth 
for the gaming market.[ML2] 

Since 2004, Gameloft, a French Video 
Game Studio has been based in Vietnam.

Vietnam is home to talented engineers 
who cost less than in more developed 
markets. Most develop and create casual 
games that are simpler in terms of quality, 
graphics, and user interface, but there 
notable exceptions e.g.  Caravan War and 
Tiles Hope: EDM Rush! 

In Vietnam, there are approximately 3.99 
million gamers, and over 60% are between 
18 and 30 years old.[ML3] 

Overseas developers often partner with 
Vietnamese publishing firms to ease 
penetration and navigating the market, to 
build and manage a community, market 
their products, and meet local regulations.

Launched in 2020, Vietnam’s National 
Programme for Digital Transformation is 
aimed at ensuring more than 80% of 
households have access to fiber-optic 
infrastructure by 2025

Southeast Asia Game 
Industry Report 2021 Vietnam’s games market generates 

US$620 million in 2020, up +16.7% 
from 2019.
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REGIONAL OPPORTUNITIES & CHALLENGES 1/2

Challenges Opportunities

Policy support of the tech and creative sector such as the 
games industry is currently piece-meal from a regional 
perspective and may not leverage on new technologies or 
standardization

Access to financing in Southeast Asia is difficult . Malaysia is the 
only country with reasonable access to government funds but 
other countries have innovative solutions

Focus on government policy for all Southeast Asian nations. Key 
areas of action include policies catered toward

● the promotion of game industry to cultivate a positive 
gaming culture in Southeast Asia

● Blockchain based content in game design and economics 
has a game changing impact. Support of this sector 
encourages innovation and creativity

Develop Financial Capabilities and Capacity Building Initiatives
● Encourage game companies to be publicly listed and 

trade publicly within an open market to raise capital
● Set up a venture capital and angel investor centralized 

platform for the game industry in Southeast Asia as a 
united platform to connect venture capitalists and 
investors

Southeast Asia Game 
Industry Report 2021
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REGIONAL OPPORTUNITIES & CHALLENGES 2/2

Challenges Opportunities

Basic skills at the entry-level are adequate but lack of exposure 
to real projects, professional experience or building portfolios. 
Thus the heavy reliance on taking an entrepreneurship route. The 
role of mid-to-large anchor studios plays a part in upskilling the 
latent talent (e.g Gameloft, Tencent, Riot, Sony, Bandai, etc). 

Mid-level crunch is extremely tight, not just in the region but 
globally. This is more apparent as studios begin to mature and 
become long-term focused, and the need for institutional 
knowledge and skills be preserved

Building sustainable talent development and pipeline
● Propose a combination in the higher education system 

that focuses on industry internships and on campus 
learning to produce quality and balanced graduates that 
can immediately join the game industry. This combination 
enhances learning by putting theory to practice. 

● Establish a SEA Game Mentorship Partnership network as a 
platform for experienced mentors to provide resourceful 
guides to mentees.

Lifelong learning and skills development
● Establish a Regional One Stop Center for game 

professionals practitioners registry platform to ease the 
hiring process

● Have a subsidy scheme for upskilling so that those in the 
game industry can improve in knowledge, skills and 
abilities. This is also to bridge any gaps in the workplace.

Southeast Asia Game 
Industry Report 2021
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SOUTHEAST ASIA KEY ACHIEVEMENTS

● Southeast Asian studios are building a games ecosystem together as a community
Indonesia’s Coffee Talk Studio has launched the Toge Game Fund Initiative so that Southeast Asian developers, content 
creators and game designers could converge for financial support, mentorship, consultations and project 
management support. 

 
● Regional games featured at international gaming expos and gaining the global limelight

Gigabash, created by Malaysian developer Passion Republic Games were featured in 2021’s E3. E3 is one of the largest 
gaming expos in the world. Passion Republic Games has worked with numerous AAA developers in the past and 
present, featuring internationally known games such as Mortal Kombat X, Dark Souls 3, Batman: Arkham Knight, The Last 
of Us Part II, Ghost of Tsushima, Astral Chain, The Order 1886, Days Gone and many more

 
● The innovation of new technology – blockchain in gaming is gaining traction in Southeast Asia

Sky Mavis, a Vietnamese developer, produced internationally popular blockchain game Axie Infinity. Sky Mavis has also 
raised USD7.5 million in Series A funding, catching the eye of American billionaire entrepreneur Mark Cuban. Cuban is 
the owner of the Dallas Mavericks NBA team and is a great fan of cryptocurrencies with investments in Bitcoin, 
Ethereum and Dogecoin.

 
● Southeast Asia continues attracting foreign investment in games and content creation

Globally known developers such as Tencent Holdings Ltd. and MiHoYo have established offices and gaming spaces in 
Singapore due to the country’s developed financial and legal systems.
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