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ARFMNITNUTMsAAaLazdansuLas (Digital services and software industry) Wixngfisnisuanuaznisliiuinissumnalulad
favia IngAsauAguNIRRILILNARNBTNFAYA mﬂﬁiﬁmﬁmﬁ@Lﬁ@mumqimimﬁﬂ HIuunAANafuARYIA HNDINITHAR
sﬂ@Wm’Lm’LL@:mﬂﬁ’ﬁmiﬁ’wwﬂfawﬁﬂ,m‘f%\iﬁ@Lflummrﬂim@uuﬁﬁlﬁﬁ@Trymmmmi”wzg@ﬂ'ﬂ (Value creation) H1UWIANIINLAY
ANARaF1aasIAgANLTluLAsgRAAAYA (Digital economy) ‘vTﬂvTLﬁmmsm?{ﬂuuﬂ@aiﬂi\im”wa'qmmuﬂﬁmm‘f,@ﬂ (Global
industrial transformation) anFNRaRssAvEnwlunssUausHE R (Industrialization) lign1sinmaTulagAanasn 9w

'
P

iﬂLL‘LI‘LIﬁi‘ﬂﬂMN’] New business model) L‘WfamemmﬂuaumLL@”mmﬂuﬂmnm (Dlgltallzatlon) LL@:;LILLM’JTM;LIW Digitalization 2
mﬂfzﬂnm"lﬂ?mwm:"N:szmv:J°luﬂJLLu7_rmnwwmnwma (Digitalized services) mm/u (UNCTAD 2021, i 1)

Figure 1: New Paths for Value Creation
Moving from Industrialization to Digitalization

Value addition through industrialization/structural change

Industry / .
Agriculture/ manufactrnring SERIES
natural resources
Digitalized agriculture/ > Digitalized industry/ > Digitalized
natural resources manufacturing services
T
: 4

Value addition through digitalization

Source: Technology and innovation report 2021, UNCTAD

Mwsanaaslan: qmmummﬁaﬁﬂLﬁu‘imﬂﬂ'wmmL‘%f;[;”mﬁiﬁwﬁmiﬂzgjwm*im 2000 ﬁ@luﬂuﬂmmmaﬂﬁfﬁﬁmmﬁmmw’l,umﬂ
gramnIsusnenAlulagnara (Industry 4.0) AeganangaAuiansimugsiasemalulagatsawmalugos 30 reuwii wsinng
wvmmfaqmzm/miiuﬁaﬁ@m'au'lmy?;Tmfﬂumiuﬂizmﬂﬁﬁmmﬁwm’hmqmm‘iu‘lﬁmﬁ (Advanced economies) daualsitanAnNIAmMT
LLﬁ'ﬁ\wiﬂﬁwmm;uﬂimﬁﬁ”&n@'wLﬁuﬁu@fjwﬁ’miﬂmm (mwﬁ 2)

Figure 2: Technological Change towards the Digital Ages

Real GDP

per capita (USD) ~—— Advanced economies ((iA))
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Source: Technology and innovation report 2021,UNCTAD.
Note: “Core” corresponds to the United States, EU, Japan, Canada, Australia, and New Zealand.
“Periphery” corresponds to the world, excluding the “core” countries.
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andge wazaw fudihasaudnisianavastan an The digital economy report T 2564 (6149) 289 UNCTAD sjaA1g3nssuwy
unanvlasuAaviazesian dowluainszandaluaniys uazau ludndiugaieu90% 1eeaAnann (Market capitalization) Tungu
unaslesuselun)inesinteddan AqeRuyuaes startups lumsannunaaviesiAaviaTems 2 Uszmesaniui 94% saaialan
nging 5 TN Tnganzanigy Faflufissans Siicon Valley unaaansiaress liisnsunanwesumaiasalne (Tech. giants)
Ieun Mlcrosoﬂ Apple, Amazon, Facebook (Meta) ko Alphabet duluan leud Tencent (Shopee, WeChat, JD.com, JOOK) uaz
Alibaba mam'«w WaAU AagnmsagiaNaniilaaanni gl mm‘luiaﬂmeLmﬂvuﬁwumummmium‘lumq‘[vmmm Audeya (Data
value chain) anisetnaunanesinialanlunisiaingemenisiEnsiaraguunively Srususan (il 3-5)

Figure 3: Value Added in the Digital/ICT Industry of Top 10 Economies

(USD, bn)
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Source: The digital economy report 2019,UNCTAD, Krungsri Research

Figure 4: Geographical Distribution of the Top 100 Global Digital Platforms, by Market Capitalization 2021

America Asia and Pacific
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Doordash Instacart Peloton Square Wish Kakao PindAn Health YonYou
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67 29 s 12 ] a5
Share in total value, by region (%) Number of top 100 platforms, by region

Source: Digital Economy Report 2021, UNCTAD, Holger Schmidt, Krungsri Research
Note: As a reference, the market capitalization of Apple is USD2.22trn

399NSVAS



oy .
T1199n199711A283 COVID-19 HamlsanganssnAanazedaniys uazau Usuiaaunnn (N 5) useuyuangaelunigin

PR v ' v o = 9 . = o & ° o
ﬁqiﬂiim’aubl,muwLuummui:ﬂ:mamqmmu ’Lummzwmiﬂizqﬂmﬂmzuu Cloud computing sn\'iLﬂu‘immmwwugmmmy‘lumi

v
Uimsdnnisteyarua ugiuuunwannesuesulaifiaenssnseuaquunivlszmamnaimmetendwaesaniisinaednglsfinig

L . .
gnsnenideNUiuiingaauinunaansiAsegialanioum il 2565-2566 uadavimafiananaduiununianisiuuay
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Figure 5: Profits by Major Digital Platforms
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Source: Digital Economy Report, 2021, UNCTAD, Krungsri Research
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Figure 6: Average Share of Business that are Digitized
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Source: McKinsey, Oct. 2020
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Figure 7: Percentage of New Digital Consumers Who will Continue
to Use at Least One Digital Service during Post-COVID-19

95 95 94 93 92 91 94
Q> o - - <
,g,\\’b(\ ) \(\oe’ éé(b‘o o(gj:\ \,ﬁe\ 'bQo‘ «'-ﬁ<y~
< Qx'&\\Q < ¢ ¥ ®

Source: e-Conomy 2020, Google, Temasek, Bain & Company, Krungsri Research

Note: Based on survey, in comparison to the COVID-19 lockdown period, do you think going
forward that your online purchases of/frequency of using will....(increase/stay the same).
New users: SG n=425, ID n=564, MY n=438, VT n=593, PH n=465, TH n=378
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Marketplace 198 Social media

a o ] a v v & o & & ! & 3
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wazmanFLIFN 131369 LUNIELIL Cloud (Software as a service: SaaS) 491
usnsgensiuag Ussnaudaatdnisgensiufiuysannisszuy nsdfutlys nmewmun
Waldswane uaznislianlsne

¥ 1
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v 1
Games, Animation LLaz Characters u’anmnﬁffdmugﬂ LLIUAY Liu Computer graphic,
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e §19BeAntisnnanaenudisadeyaaifesdninauansgiafania (Digital Economy Promotion Agency: DEPA) aanAdadilAdinAgaaiunssuianialusesu
Digital supply chain 2984 A.T.Kearney a2 UNCTAD Anulenans GDI Development Informatics Working Papers, University of Manchester, Bukht R and Heeks R (2017)
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o 5 .
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{NEANANTNNTAN NFTNTINIAITER TPSO, MOC Uaz DEPA)

Figure 8: Revenue of Digital Services and Software Business

THB, bn
Digital service ~ Software & Software services M Digital content
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Source: DEPA, Krungsri Research
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Figure 9: Structure of Digital Service (2021)

Revenue by Segment No. Firms by Segment
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Source: DEPA, Krungsri Research

r

QI

gNSVAS

10
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(On-premise) LuszLLIATRIN T8 TNIW/EsANT TnelsidaaiGansie Internet Haneldannnsanavaaliian Software license LAY
2) dane WSl FuLUsELIY Cloud TaeeadnsauulasLLTnee9LFEm BWmunTansiuag (Software as a Service: SaaS) el
gl falusunansine lalaeninudumesiiln 1w Microsoft Office365, Google Drive ARANLENNIWLIL Subscription $1gAaw/A]
awiugsnausnisransiuag Usznausae 4 ganades laun

1) Software system integration (SI) asAadAvNszLLTaNRWT vive WiLTnNTUsINNNITINTTLLNINE e iU e sTiIaT

gl gl

2) Software maintenance §37ALFNNIAANN AAFY 11393011 uaztlfutlpnesturesaensiiog

P T

3) Software customization gsnagevsiasmgnAdndnsleanuuuuazimuieldianzivanunianzianzas Tnagnaaziiu
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Figure 10: Structure of Software & Software service (2021)

Revenue by Segment Number of Firms by Revenue per Company
(THB, mn)
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ystem Maint
Cloud/Saas Software Integration alnz;;ance / 1% >500 mn
40% 0% 24%
4 Software
Services .
i Consult ~ Customization
Oon-|
oo 60% 19% 30%
83%
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Source: DEPA, Krungsri Research
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Figure 11: Structure of Digital Content (2021)

Revenue by Segment No. Firms by Segment Average Revenue per company by Segment
(THB, mn)
Games
Games 475 2020 2021
88% 31% 440
Character 4% 57%  Animation
9 Character 12%
Animation
2 2 66 55

Games Animation Character

Source: DEPA, Krungsri Research

Figure 12: The Main Market Channel of Digital Content
by Group of Players (% of Total Revenue)

Sub-contractors Producers/Developers Traders/

(IP owners) Importers

Games Mobile/Tablet (56%) Pay per download (60%) In-app
Purchase (64%)

Animation TV program/Media (37%), TV program (90%) TV program

Advertisement agency (26%) (83%)
Character Consumer Production house
e.g. Line sticker (96%) e.g.TV program & media (69%),

Corporate (27%)

Source: Office of Small and Medium Enterprise Promotion (OSMEP), Krungsri Research
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Figure 13: Daily Time Spent Using Games Consoles (2020)

Average amount of time each day (in hours and minutes)
that internet users spend using games consoles

Thailand | 1.43

1.33
Saudi Arabia 1.33
1.25
China 1.24
1.23
India 1.21
1.14
Mexico 1.13
1.11
Worldwide | 1,10
) 1.09
Malaysia 1.04
1.00
France 0.56
0.55
Australia 0.50
0.49
Taiwan 0.48
0.45
Netherlands 0.42
0.42
New Zealand 0.41
0.33
Japan 0.27
Source: Datareportal, Krungsri Research
Figure 14: Digital Content Ecosystem
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Roles and
Functions

Privileges,
Incentives
and Offers

Figure 15: Thai Government’s Main Agencies Involved in Supporting Investment in IT/Digital Industry

Iﬁl,l,mmzﬁumﬁ “Digital Thailand” Tmﬂﬂﬂnm“iﬂummmmiwmmmmLw'ammg Nalazdenu
o (Digital

Office of the National
Digital Economy and
Society Commission

(ONDE),
Ministry of Digital
Economy and Society

Implements
relevant policies
that support the
growth of the
technology
sector and the
digital economy

= 3
g W
Digital Economy National Scienceand | | National Electronics and
Promotion Agency Technology Computer Technology
Development Agency Center
(NSTDA)
s N o N

Supports the development
of the digital industry
through innovation and
digital technology

\

A key driver of national science
and technology capabilities
providing support for R&D in five
core areas, namely agriculture
and food, energy and
environment, health and
medicines, bio-resources and
communities, and manufacturing
and service industries.

J

Has the primary mandate to
support research and
development opportunities for
electronics and computer
technologies and provides a
unique linkage between
research communities and
industries

+
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National Innovation
Agency (NIA)

Startup Voucher Program

- Fund for Thai startups
(with not less than 51%
Thai shareholders)

- 2 periods of
reimbursement for a
maximum 75% of project
costs (not exceeding
800,000 THB)

NECTEC Research Unit and

Laboratory

- Artificial Intelligence
Research Unit (AINRU)

Communications and
Networks Research Unit
(CNWRU)

- Incentive program for

innovation business
development

- Innovation project

development and
funding

- Collaboration with True

Digital Park to launch
the Bangkok Cyber Tech
District

AN

J N\

/X

J/

Policy
Developer

Source: Krungsri Research
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Developing center for
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Conducting innovation
projects for digital
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Figure 16: DEPA's Strategic Projects in 2022

Research 0%
Digital scholarship 1%
Standardization 2%

1P 2%

Digital transformation
32%

Mini transformation
8%

Digital manpower 359
11% Projects

Digital infrastructure

19%
Digital startups
12%

Digital transformation for community
13%

Source: DEPA, Krungsri Research
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Figure 17: Global Spending on Digital Transformation
Technologies and Services
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Value e=Qm==%Growth (RHS)
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Source: Statista, Nov.2022, Krungsri Research

Figure 19: Global Public Cloud Services
End-User Spending
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Source: Gartner, Oct.2022, Krungsri Research

Figure 18: Global Spending on Digital Transformation
Technologies and Services by Sector

Manufacturing
29%
Others
49%

Services
8%
. Retail
Utilities 8%
6%

Source: IDC,2022, Krungsri Research

Figure 20: Thailand’s Revenue of Digital Services
and Software Business
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Figure 21: Total Revenue of Digital Services Figure 22: Online News Consumption

Percentage of respondents who use digital media to access news content (%)

THB, bn Value em@m= %Growth (RHS) % Nigeria %
<00 40 Kenya %2
35 Thailan.d . 01
400 Malaysia 8
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200 15 Worldwide | 82
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) 0 Us 67
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Source: DEPA. Krungsri Research Source: Datareportal, as of Jan 2022, Krungsri Research

Figure 23: Consumer Spending on Mobile Apps vs. GDP
Total amount of consumer spending on mobile applications
as a percentage of GDP (%)

Figure 24: Broadband Connections vs. All Connections
3G, 4G and 5G mobile connections
as a percentage of total mobile connections (%)

Taiwan 0.47 Taiwan 100.0
Japan 0.42 Hongkong 100.0
Japan 99.7
S.'é:::: 0;)541 Thailand | 98,7
. USA 97.8
Hongkong 0.28 Indonesia 94.9
Thailand 0.22 China 94.0
USA 0.21 Malaysia 93.8
Worldwide 0.20 Philippines 92.9
Saudi Arabia 0.18 Germe?ny 89.8
Phillippines 012 Worldwide | ————— 3].7
Germany 0.10 . India 67.9
X Vietnam 64.0
Indonesia 0.05 Kenya 577

Source: Datareportal, as of Jan 2022, Krungsri Research

Source: Datareportal, as of Jan 2022, Krungsri Research
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Figure 25: Revenue of Digital Services by Segment (THB, bn)

28.0%

140 | Growth2020/21 2020 2021

120
57.7%
100 44.3% 63.7% -4.0% 7.5% 35.4% 51.4%
80
60
40
20

Source: DEPA. Krungsri Research
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Figure 26: Total Revenue of Software Figure 27: Revenue of Software and Software Services
and Software Services by Segment
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Figure 28: Total Revenue of Digital Content
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Figure 29: Revenue of Digital Content by Segment

Figure 30: Revenue Share of Digital Content by Sub-segment
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Figure 31: Global Spending on Digital Transformation Figure 32: Global Public Cloud Services
Technologies and Services Forecast End-User Spending Forecast
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Figure 33: Market Value Growth of Major Digital Services
in 6 Southeast Asian Countries
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Source: e-Conmy2022, Google, Temasek, Bain & Company, Krungsri Research
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Figure 34: Adoption Across Digital Services in
6 Southeast Asian Countries in 2022 (% of population in the segment)
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‘On a budget’ 94 63 47 56 50 46
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Suburban 74 34 23 9 19 15

users

Source: e-Conmy2022, Google, Temasek, Bain & Company, Krungsri Research

ner: "lwn"asﬁj 2566-2568 sglaunsgsnavuinishanawazdansuasinasananiasiiulnsaiiadluansiade 19.0-20.0%

(ﬂ’]W‘VI 35) '%nﬂLLu’JIuQJﬂ’]i‘Vl’]ﬁﬁ‘ﬂﬁ‘TﬂJ‘ﬂ@\iNUﬁ‘IﬂV"W]Luuﬂ’l’]ﬁJ@wm’lﬂm_l’]ilLLZ%ZN’&T"’U‘LI»LT@NNﬂN’]u’ﬂ@ull@u‘Llu Mobile platform Tuiog

Post-COVID ﬁ")llﬂ\m’]ﬁ‘LNﬂ\‘i‘VluﬂTuiﬂﬁ‘\iﬂi‘ﬁx‘iﬂx‘iﬂﬂﬂuﬂ’]ﬂﬁi‘ﬂ@’l/]Luu“llllLﬂﬂ'ﬂullﬂﬁﬂLWN@Q&ILV]F\IMI@H@@VI@N’]H’IIH

o uinshana: MelaiuudlduAulniede 22.0-23.0% lutdasil 2566-2568 (N9l 36) ademyuain

aa o

a ¥ a é‘l v Y a 1 [ ] dl o aa o o 431 v o
nFnssuusinandeenisldusnisuunannesuparialugluuusine ieringsnssuluTinlszanduninau denndesiv
yarnaaLInIsRaavestsrmaluandaunddiuw uaanesalunn Segments Tngiannz e-Commerce, n1sauda n13

o . o . NI, a e R | o
iz uazimuinsiuaeesulal naazaseurguldaingudisinauenamilesfidillaniarenefauiniu (nmd
33-34)

2) wldumaimununannesuaarialud luanagluuusuasuiauimismeiulat vinldannsasesiulenianisiduin
18999N93NNNT WLINsRaiadszimsine ineulantdasusieenis (On-demand commerce) liunau i Ate Grab 2818
13N192NNN3AAA90IMNI1FB N0 § Grab Mart (1nTa@wAn) uaz Grab Home Services (UFn1sustinuinaduazenn)

3) wrldunissonduiusinsres Wisnsmalulagiavasmeluafuniagsiase peulandidnisganssuudn1sasuaeas
1 Lineman — Wongnai Wnaanasuiuatinsnsautsnisawdy iusu

Figure 35: Revenue of Total Digital Services and Figure 36: Revenue of Digital Services
Software Business in Thailand
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