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GAMING CATCHING ON

Mobile gaming contributes about half of the total revenue of the Indian gaming industry, and
industry watchers believe that it has the potential to go up to 70 per cent in the coming years.

he Indinn gnming indus-

try 15 a small but fast

prowing segment with 94

pr cont compound an-

nual growth mate (CAGR)
since the lnst couple of years, It is
expected to touch 3300 million by
2009 from $30 million in 2006 and a
miniscule size of only 88 million in
2003, a CAGH of 78 per cent, accord-
ing to National Association of Soft-
wars and Serviee Companies
(NASSCOM), the industry body rep-
resenting Indian software and ser-
vices companies. The Indian geming
industry has been estimated at more
than £100 million in 2006-07 includ-
ing consoles, online, multiplayer, ca-
sual and mohile games, nccording to
another report by global consultancy
firm KPMG.

i

Although it is still mintseile com-
pared with the developed gaming
markets such as USA, Japan, Korea
and Chinn, it has o promising fu-
ture. India has n definite cost advan-
tage compared with these developed
markets. While o PC game ean be
developed with $6-37 mullion in the
LIS, a similar job can be done with
0.5 million o 53 million.

The Indian gaming industry. is
alse benefiting with the trend of
outsourcing, as global application
developers of the gaming segment
such os Microsolt Corp., US-based
Electronic Art Inc., UBiSoft Enter-
tainment of France, Konami Corpo-
ration af Japan, US-hased Activision
Inc. and Take 2 Interactive Inc have

started outsourcing different mod- | |

ules of their games to firms in Indis

ns well as the Philippines, South
Korea, Singapore, Taiwan and Chinn
It helps them to redues the cost ns
well ag the development time. A few
components of ‘Perfect Dark Zero,”
n game released by Microsoft, were
developed by Dhruva Interactive
based in Bangnlore, the IT City of
Irvelin aend thie enpital eity of the south
Indian state of Karnntaka,

While the relatively older domes-
tic companies such ns Dhruva Inter-
active, Indiagames (n developer of
gumes scross multiple platforms),
and Mouj Telecom and Mobile2Win
imobile value-added services (VAS)
platform companies) hive made o
mark in the global markets, the en-
try of animation companies such as
DR Entertninment, Animation
Bridge, Paradox Studios, ColorChips,
Toonz Animation, Hungnma and
Ittina Studios into gaming has-also
helped the segment

Animation companies find 4 avn-
ergy with the gaming segment, as
they get a new revenue stream using
much of their existing resources
With this strategy, they not only ere
ate multiple revenue sources but also
get more visibility and diversity. Ani-
mation companies such as D En-
tertainment expect one third of their
total révenue to come from gaming,
necording to estimates

Apart from trying to win the
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outsourcing opportunities, these
eompanies are also ereating their
own games. India's frst local con-
tent-animated feature flm of the
mythologicnl religious deity
Hanuman produced by Percept Pie-
tures and Ssharn Indin Group was
highly suceessful, This success has
motivated the game developers also
to Inok at the range of Indian eon-
tent to base their ganmes on.

There are several Indinn compa-
nies such as Indingnmes, Paradox
Studins, Fantasy Labs and [ttina So-
lutions that have already started lo-
cal content for mobiles, PCs and con-
soles. DR Entertainment hos
planned to produce three andmated
feature Mlmes and develop games
around them, Indian game develop-
era are trving to tap the popularity
ufl Bollywood movies also, building
games around films and lives of ac-
tors.

Recently, a game based on the
auper hit Hindi movie Don was in-

Industry At A Glance

1. Indian gaming industry estimated at
%100 million in 2006-07.

2. Industry expected to reach $300 mil
fion by 2008, a growth of 78 per cent
year-on-year,

3. Mobike gaming contributes 58 per cent
ol the total revenue,

4. Indian companies maving o the nexi
level with oviginal content develap-
ment.

troduced. Aceording to induatry
sources, the ratio of revenue from
services and original content devel-
opment hins already reached to 80:20,
and is expected to improve to 60:40
in a couple of vears.

The high growth in the mobile
subseriber base is also helping the
Indian paming companies, as it pre-
sents them a hig market for selling
their locally developed original
gunmes. The business model of mo-

hile games is also suitable for the
Indian gaming companies, as theas
games consume less time and money
in the development of a new game.
Muobile gaming contributes about half
of the total revenue of the Indian
gaming industry, and industry
watchers believe that it has the po-
tential to go up w 70 per cent in the
COmMinG vears.

Online gaming has also started
firming up its roots in the Indian
market., The online gaming market
in India has been estimated ot 35
million according to a recent study
by IMRE International, n market re-
gearch firm, on behalf of the Internet
and Maohile Association of India.
While 58.4 per cent of this revenue
comes from organised cyber cafes,
subseriptions contribute about 31.4
per cent and advertising brings the
remaining 10.6 per cent revenue,
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