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GE SocialPeta

With SocialPeta, you can spy on your competitors' ad data, and get ad

data from networks, media, and advertisers around the world to inspire you.

SocialPeta covers more than 80 countries/regions and over 80 well-known
ad channels worldwide, such as Facebook, Twitter, YouTube, TikTok, and
Unity. We provide nearly 1.6 billion ad creatives, updating millions each
day. Through duration, impressions, popularity, and interactions, we
can quickly locate the active high-quality creatives which will be provided

to you in real time to help with your marketing plan.

As one of the world-leading advertising and marketing platforms,
SocialPeta boasts a huge database and the experience of working with
thousands of game companies and providing mobile game workers with

more practical methods in order to develop more popular games.

6M

APP Advertisers

1.6B

APP Ad Creatives

1.20M

Daily Updates

www.socialpeta.com



http://www.socialpeta.com/

Reforged
Labs

Reforged Labs transforms the way mobile game studios approach
creative strategy with Boa, the first creative intelligence platform
purpose-built for mobile games. Using powerful Al agents and robust
data sourcing, Boa helps mobile marketers turn intuition into insights.

@, Search massive ad libraries to see which campaigns are winning.
@ Analyze performance data to understand why they work.

4 Generate instant insights and one-click creative briefs to launch
your next winning campaign.

With Boa, marketers can ship campaigns 2-3x faster and drive
stronger ROAS with every launch. Built in partnership with three of
the world’s largest game publishers, Boa is redefining creative
strategy in mobile gaming.

Based in San Francisco, the team is founded by Al, adtech, and
gaming veterans on a mission to reimagine advertising and marketing
using GenAl technology.

250K+

Ads Creatives Analyzed

10K+

Mobile Games Tracked

1B+

Data Points

https://reforgedlabs.com/
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G‘ SocialPeta

Analysis of Creatives for Global Mobile Games

In 2025, there were 123 average monthly creatives per mobile game advertiser, up nearly 20% YoY. New creatives accounted for
an average of 58%. New creatives accounted for over 60% in October.

Average monthly creatives per mobile Share of monthly new creatives for
. ) game advertiser in 2025 mobile games in 2025
Analysis of creatives
Max: 132 58 oo/ Max: 60.9%
YoY: 19.4%1 Min: 117 - % vov: 5.0%1 Min: 52.4%
Average monthly creatives per mobile game =o=—Share of monthly new creatives for mobile games
140
120 60.9%
59.1% 59.1%
100 57.9% )
57.6% 5b.75 o 57.0% 57.8%
80
60 53.0% 5259 52.7%
51.4% 50.7% 50.9% °
40 49.9% - "
20
0

2024  Feb Mar Apr May Jun Jul Aug Sept Oct Nov Dec 2025 Feb Mar Apr May Jun Jul Aug  Sept Oct

Source: SocialPeta - Ad Creatives - based on data that were captured and analyzed.
Date Range: Jan 2024 - Oct 2025




€‘ SocialPeta

Observation of Ad Creatives for Mobile Games by Region

Monthly creatives were the highest in North America and Hong Kong, Macao & Taiwan. Europe had the highest share of
monthly new creatives.

* In North America and Hong Kong, Macao & Taiwan, there were 117
monthly creatives per mobile game advertiser, which means the most

Highest share of monthly

advertising effort was made there in 2025, followed by Oceania and new creatives: EuroPe
Southeast Asia.
117 46.4%
» Europe had the highest share of monthly new creatives of 46.4%,
followed by 44.4% in South America and 44.0% in North America.
Creatives were updated the slowest in Africa, with a share of monthly
new creatives of 34.7%. @ Monthly creatives per advertiser ® Monthly new creatives (%)
46.4%
160 44.0% ° 43.6% 44.4% 43.7%
140 39.4% 39.2%
36.5% )

120 35.3% 34.7%

100

80

60

40

20

0
North America Europe Oceania Japan & South Hong Kong, Southeast Asia Middle East South America  South Asia Africa
Korea Macao &
Taiwan

Source: SocialPeta - Ad Creatives - based on data that were captured and analyzed.
Date Range: Jan - Oct 2025




€‘ SocialPeta

Observation of Ad Creatives for Mobile Games by Genre

SLGs contributed over 300 monthly creatives per advertiser, far more than other genres. For casino, RPG, and arcade
mobile games, new creatives accounted for over 60% of creatives.

Observations of creatives for games of popular genres in 2025
Highest monthly creatives
per advertiser: SLG == Monthly creatives per advertiser —o—New creatives (%)

In 2025, SLGs had 325 monthly creatives
per advertiser, the highest among all

350 65.6%
genres, followed by RPGs with 291 and 61.7% ~ 62.3%
board mobile games with 276. 300 Sfo A 57.2% 54.2% 590
250
__ .5%
Highest share of new 200
creatives: Casino - _
150 — ]
Casino released new creatives the most ]
frequently among all genres this year with 100
monthly new creatives accounting for over
65%, followed by RPGs with monthly new 50
creatives accounting for over 62.3%.
0
$ P S F N P L S G S
O{b Qo’\/ ?S‘,\' &0 S Q‘ &Q)(‘\\ @0 (@) Orb"o %QO
v

Source: SocialPeta - Ad Creatives - based on data that were captured and analyzed.
Date Range: Jan - Oct 2025



€‘ SocialPeta

Analysis of Creatives shares for Mobile Games on Android and iOS

Hard-core games dominated iOS creatives, with Hong Kong, Macao & Taiwan contributing the largest share. New creatives
made up over 55% on both iOS and Android, with Android showing a slightly higher proportion.

Share of creatives on iOS &

reatives for top mobile game genres on Android in 2025 Shares of creatives for mobile games in top
Android and iOS regions on Android and iOS
ioS
22.4% Hong Kong, Macao & Taiwan contributed the biggest share of

Hard-core games led iOS creatives at 34.7%, while light
games had the lowest share at 14.8%.

creatives on iOS, 28.7%, followed by Europe and the USA with
26%. Latin America had over 80% creatives on Android, which
was the biggest share.

74.0% 71.3% 7549 o 0
Shares of monthly new creatives ’ o T1T%  T6.7%  §1.7%

on iOS & Android

° 26.0% M 28.7% 24.6% 22.3% 23.3% 18.3%

Europe & Hong Kong, Japan & Southeast Middle East Latin
i0S 55.8% America Macao & South Korea Asia America

Taiwan

70.2% 65.5%
85.2%

29.8%
14.8%

Light Mid-core Hard-core

Source: SocialPeta - Ad Creatives - based on data that were captured and analyzed.
Date Range: Jan - Oct 2025




%‘ SocialPeta

Trends in Mobile Game Creatives by Type

Video creatives on Android accounted for a share that was 4.2% higher than on iOS. Puzzle mobile games had the biggest
share of video creatives, 83.5%. Casino mobile games had the biggest share of image creatives, 38.4%.

Share of creatives by type on Android and iOS Shares of creatives of different types for mobile games by genre
| DU D DN D [ R B B R
Android 78.1% 17.7% I 10.7% | 16.2% .
13.8% 133% O6% oo o700 240% 180% 2459 17.8%
38.4%
i0S 73.9% 22.5% I
= Video =Image = Other j
0, 0, 0,
80.0% 837 W 75 6o, [ 82:3% Se s 78.6%
Share of video & image creatives by length & format
m <15s m15-30s =31-60s > 60s
2.4% \
> N & RS N o o @ Q& & O &
O WV O N N R N @ ? N
Image -I 67.7% 18.7% & & ¢ v«d” = 2 & &Q’& QS S
v
m Portrait = Landscape = Square = Other

mVideo = Image m Other
J 9 -/

Source: SocialPeta, based on data that were captured and analyzed.
Date Range: Jan - Oct 2025




TOP 20 Global Mobile Games by Advertising in 2025

1 @ Vita Mahjong

§ <
255 Tile Explorer
UERA0)

10 @ Zen Word®

Source: SocialPeta - APP Intelligence, Advertisers; advertisers are sorted (from high to low) by the numbers of their deduplicated creatives within the date range.

Date Range: Jan - Oct 2025
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€‘ SocialPeta

Advertising Analysis of a Top Mobile Game Advertiser: Royal Match

It was the highest-grossing match-3 mobile game globally, remaining one of the top 3 best-selling games in the U.S.,
UK, Germany, and other European countries.

The game’s ad creatives on iOS and Android in 2025

Royal Match 05K —i0s Android

Dream Games e

Advertising Data oK

First advertising date: July 2020 10K

Total deduplicated creatives: 99.4K 05K M
0.0K

11 122 212 3/5 3/26  4/16 5/7 5/28  6/18 7/9 7/30 8/20 9/10 10/1  10/22

Share of creatives by type Share of creatives on Major advertising platforms oniOS  Major advertising platforms on Android
iOS & Android
Applovin NG Google Ads
'%"_"g;’ 5 Vungle AN(META) |
24 7% ironSource GGG Facebook |
Instagram I Instagram |
Facebook I UnityAds |
Messenger NN Messenger T
AN(META) I Applovin T
Android Google Ads I YouTube T
85.2% 75.3% Mintegral I ironSource T
UnityAds NG Vungle T

Source: Advertising data were from SocialPeta — Advertiser Analysis; the advertising audience data are summarized data and only for your information.
Date Range: Jan - Oct 2025




L e
Case Study: Royal Match

The hook of this top-performing Royal Match ad uses a tried and true formula, but with more effective elements like a
simple yet dynamic peril paired with diegetic sound effects.

Studio Hook Analysis
Dream Games This hook is uniquely effective because...
Network First Seen ° Simple and immediate, yet dynamic peril: Many lower performing
Applovin June 2025 ads either have the king already in peril (e.g. chamber already filled
with metal balls), or require too much setup (e.g. complex multi-
. pronged route for the balls to fall). This hook goes from no peril to
Total Impression Share serious peril in seconds in a simple yet dynamic way.
~10.5%
e Diegetic sound: This hook relies on sound of action that is actually
) Network Impression Share happening on screen to convey the peril (cascade of metal balls),
‘: ——22k o which is more visceral than the ominous music often used by other
g% | ~31.5% similar but lower performing ads.
L
QY Ad Style ...while still embracing tried and true elements
r 2 Gameplay, CGI Animation _ _
i x e Juxtaposed for clarity: The dark, dangerous trap is set above a
@ = . bright puzzle board. It draws the eye to the solution (the puzzle) and
5 Ad Emotions makes the stakes of the puzzle incredibly clear. Solving the puzzle
& Tension, Urgency, Panic isn't for points; it's for survival.
)
=1
<

Q
)
(] ]
s
|
!

@CCoo

Source: Reforged Labs.



https://sp2cdn-idea-global.zingfront.com/sp_opera/795fe1bcb229f8bfcbcb8eee197e8a6b.mp4

€‘ SocialPeta

Advertising Analysis of a Top Mobile Game Advertiser: MONOPOLY GO!

Thanks to the Monopoly IP, the game grossed over $5 billion within 24 months after its launch. The game focused on hiring
internationally A-listers for its advertising.

MONOPOLY GO!

The game’s ad creatives on iOS and Android in 2025

10.0 K —i0S Android
Scopely
8.0K
Advertising Data 6.0K
First advertising date: July 2022 4.0K
Total deduplicated creatives: 178.4K 20K W
0.0K

11 122 212 3/5 3/26  4/16 5/7 5/28  6/18 7/9 7/30 8/20 9/10 10/1  10/22

Share of creatives by type Share of creatives on Major advertising platforms on iOS Major advertising platforms on Android
iOS & Android
YouTube I Google Ads |
Image, _ Google Ads I YouTube
17.3% 3;39080/ Instagram Facebook I
o Facebook [ AN(META) I
Messenger N Instagram T
AN(META) 1IN Messenger T ]
Applovin 1IN ApplLovin ]
. Android Vungle 1IN UnityAds
;/édg((;; 67.0% ironSource W ironSource M
Mintegral Vungle O

Source: Advertising data were from SocialPeta — Advertiser Analysis; the advertising audience data are summarized data and only for your information.
Date Range: Jan - Oct 2025




Case Study: MONOPOLY GO!

The hook of this top-performing MONOPOLY GO! ad is effective because it avoids the brand's preconceived associations;
it promises that the full game has calm mini-games beyond one’s notions of a Monopoly game.

Source: Reforged Labs.

Aeid o3 abewi ayy 30110

Studio

Scopely

Network First Seen
AdMob July 2025

Total Impression Share
~2.5%

Network Impression Share
~9%

Ad Style
CGI Animation

Ad Emotions
Curiosity, Amusement,
Satisfaction

@ Reforged
Labs

Hook Analysis

This hook is uniquely effective because...

Strategic disconnect from Monopoly brand: Hides
Monopoly’s associations of being a long, slow board game and
instead sparks curiosity by showing an unexpected robot mini-
game.

Broader, simpler appeal: While many MONOPOLY GO! ads
feature hooks with live influencers or actors highlighting the
game’s social competition aspect, not all players are looking for
social competition or connect with the chosen influencers. This
hooks’ simple, instantly understandable, and satisfying mini-
game has broader appeal and requires lower cognitive load.


https://sp2cdn-idea-global.zingfront.com/sp_opera/fe71a3a8837261c96d1538229edaebf0.mp4

€‘ SocialPeta

Advertising Analysis of a Top Mobile Game Advertiser: Kingshot

Though it was only released in 2025, the game had grossed over $100 million in revenue in a single month. “Shoot Bow
+ Kingdom Construction” made the game another global phenomenal success of Century Games.

Kingshot

Century Games

Advertising Data
First advertising date: August 2024
Total deduplicated creatives: 45.3K

Share of creatives on
iOS & Android

Share of creatives by type

Image,
18.8%

i0S
36.8%

Android

Video, 63.2%

79.4%

8.0K

6.0K

40K

20K

0.0K -

11 1/22

Major advertising platforms on iOS

Facebook
Messenger
Instagram
AN(META)
Applovin
ironSource
Vungle
Moloco
YouTube
Google Ads

The game’s ad creatives on iOS and Android in 2025

—_—i0S Android

2/12 3/5 3/26  4/16 5/7 5/28  6/18 7/9 7/30 8/20 9/10 10/1  10/22

Major advertising platforms on Android

Google Ads
Facebook

Instagram
Messenger
Applovin
AN(META)
ironSource
Pangle
Moloco
YouTube

)
S|

Source: Advertising data were from SocialPeta — Advertiser Analysis; the advertising audience data are summarized data and only for your information.

Date Range: Jan - Oct 2025



O
Case Study: Kingshot

The hook of this top-performing Kingshot ad is effective because it is unique, sensory-rich, and perfectly symbolic of the
game's core promise, setting it apart from the sea of high-urgency "fail ads" used by its competitors.

Studio Hook Analysis

Century Games e Hook creativity: Subverts expectations with a real human hand

drawing on a mini diorama instead of using shock or failure.

Network First Seen

Facebook June 2025 e Player agency: The hand represents the player as the guiding
force, showcasing control and strategy as the game’s core
mechanic.

Total Impression Share

~25% e Sensory detail: Pencil scratching sound adds a satisfying, tactile
layer often seen in puzzle ads.

Network Impression Share . _
e Competitor contrast: Competing ads rely on stress, chaos, or

~ [0)
70% overwhelming enemies to hook players.
Ad Style e Unique positioning: Kingshot’s calm and creative hook stands out,
Live Action, Gameplay, promising strategy and control over reaction and survival.
| Animation : : :
CG atio e Broader appeal: Likely attracts players interested in clever
] mechanics, not just action or chaos.
Ad Emotions

Curiosity, Intrigue,
Tactile Satisfaction

Aejd oy abewi ay} 30110

Source: Reforged Labs.



https://sp2cdn-idea-global.zingfront.com/sp_opera/5418f7c60cb758e2d0e327d0b344acad.mp4

@ Reforged
Labs
—

Balancing between experimentation and exploitation

N

Hook Effectiveness Over Time

v

Hooks, as with many ad elements, have a predictable life cycle:

1. A novel yet effective hook is discovered and sees outsized ROAS for early adopters
2. Competitors fast follow with copies, though the concept is still very effective
3. The concept becomes oversaturated and tired, losing its effectiveness and requiring new concepts or refinement of existing concepts.

Top advertisers are able to keep their hooks fresh and effective in their latest ads with a variety of tactics:
° Royal Match using a tried and true “King in Peril” hook, but with a more dynamic peril and more diegetic sound
° MONOPOLY GO! featuring universally appealing mini-games instead of focusing on board game or social elements
° Kingshot borrowing a hook idea more commonly found in the Puzzles genre to great effect

With Reforged Labs, mobile game studios can rapidly see when their own hooks are losing effectiveness, what new hooks are working for competitors, and understand
why.

Source: Reforged Labs.
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€‘ SocialPeta

Advertising — Refined Operation Strategies of Traffic End

Operation of network traffic must go deep on different platforms, from massive advertising to precise targeting.

Proactive traffic ~
Meta (Facebook/Instagram) m Google U
With precise user portraits and content that evokes emotional resonance The most precise network traffic is generated when users search
in people to achieve conversions, it can find the “right people” through or browse in shops to show clear intentions. Google’s powerful
precise targeting and tell the “right stories” using IP, plots, and other high- machine learning model is driven by data and focuses on
quality content. optimizing post-installation events (e.g., payment, retention).
Content-oriented Data-oriented
e N
Driven by algorithms and hot content, it's perfect for testing ad Algorithmically recommended traffic is generated based on users’ interests.
creatives, reducing front-end cost, and reaching general users. Its core I's not driven by long videos, but by real-time topics, hot spots, and
value is to send potential users to other platforms by “sharing and community talks. It's a special place for core fans maintenance, version
recommending” and “breaking new ground”. update publicity, and hotspot marketing.
. J
. s - X (formerly Twitt
T|kTok | Reelsry Referral traffic (formerly Twitter)

Data source & Summarized by: Youdao Ads




€‘ SocialPeta

Advertising — Stratified Communication Strategy of Creatives

Creatives must be designed differently, telling stories to general users and introducing gameplay to core users.

e N
*Goal: To increase users’ loyalty and willingness to pay.
Value Ilp: *Forms: voice actors’ interactions, reminiscences of IPs, players’ stories, version
IP/emotional résonance/community content Y updats previews.
*Keys: Build emotional resonance so users fall in love with the game, not just
. download it.

*Goal: Showcase the core fun of the game to convert potential users.
Core Conversion: *Forms: A cool display of characters/skills, real people playing and commentating
Core gameplays/ Deepening of interest - on games, demonstration of key gameplay (e.g., survival, construction).
*Keys: Emphasize the game’s most exciting and distinctive features while
minimizing the learning curve for new users.

*Goal: To achieve the highest exposure rate and click rate to reduce the front-
Max exposure rate: end cost.

cIiffhanger creatives/reaching genera”y .-Forms: Leverage trending top.ics anld popular stc.)rylines, content with visual
. impact, suspenseful and narrative-driven storytelling.
interested people

*Keys: Catch attention and trigger curiosity within 3 seconds.

Data source & Summarized by: Youdao Ads




Examples and Summaries of Popular Creatives

Novelty, Theatrical, and
Eye-catching

[
Challenge and Defeat

Lousy performance in the creatives
sparks viewers’ urge to try it
themselves.

e.g., Let’s see how | get stuck on stage
1 of a 100-stage game.

Striking Contrast Effect

Contrast + Level-up experience

e.g., Lv.1 vs Lv.99 (in
skills/characters/houses/pets, etc.)

Strong Visual Impact

Attractively strange actions and
illogical gameplays

e.g., Reverse-flowing water, counter-
intuitive but intriguing.

Data source & Summarized by: NewsBreak

Gameplay

Demonstration
O —

3-Step Tutorial

Easy to play + A clear goal +
§ucges¥ful feedbagk

e.g., Slide — Combine — Upgrade —
Rewards

“Which one will you choose”

The options trigger debates &
thoughts

e.g., Save your mom or girlfriend?
Combine the left or the right?

Hyper-casual Speedrun

The creatives show how to clear
stages in a fast way.

e.g., Clear a stage within 3 seconds,
with urgent, high-tempo music.

Embedded Dramas

or Scenarios
[ ]

Conflicts
Start with emotional conflicts

e.g., Couples/spouses fight over a
mobile phone to play a game.

Trigger Emotions

The creatives show common
troubles and how to feel better and
relaxed by playing games.

Real Scenes of Life

Play games everywhere, in a
subway, kitchen, bedroom, etc.

e.g., “Play before bed”, “Play after
lunch”

€‘ SocialPeta

Intellectual Challenges

The challenges are stimulating,
brain-teasing, and hard to put down.

Difficult questions / Can you get it
right?

e.g., 99% people failed the question.
How about you?

Use tricky images / quick quizzes
to grab users’ attention and get them
thinking.

e.g., Who can figure out at a glance
what’s wrong with this card?

Using a progress bar to trigger a
sense of challenge.

e.g., | can get to stage 12 at best. How
about you?
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Analysis of Popular Creatives for Mobile Games: Al-generated Creatives

With the rapid development of Al technology in 2025, there was a surging number of Al creatives for mobile games. Over
90% advertisers had used Al to make ad creatives for their mobile games.

The only free word game
with no annoying ads &
no in-app purchases
Install now!

e \ ,',:f’- =E
Al-generated game
scenes

l‘l ‘ y

Source: SocialPeta - Ad Creatives, displaying the most popular ad creatives within the date range.
Date Range: Jan - Oct 2025



https://sp2cdn-idea-global.zingfront.com/sp_opera/dc5e49943d67ca5a55ba4a9e063867cc.mp4
https://sp2cdn-idea-global.zingfront.com/sp_opera/fb4b051faced4e57e2937d655d1a0fdc.webm
https://sp2cdn-idea-global.zingfront.com/sp_opera/c59a0780329b33ac1bea6218e7a6abe8.webm
https://sp2cdn-idea-global.zingfront.com/sp_opera/5fc1961d3bbe0033f8406842f95e825b.mp4

€' SocialPeta

Analysis of Popular Creatives for Mobile Games: Mini-game Creatives

Mathematical gates have been an ever-popular element for mini-game creatives. In 2025, there were many new “tower-
defense” mini-game creatives. There was also an increasing share of creatives with stimulation elements.

e O
D78k
Tower-defense + Bag Thronefall

Mathematical gates Farmlng S|mulat i

Source: SocialPeta - Ad Creatives, displaying the most popular ad creatives within the date range.
Date Range: Jan - Oct 2025



https://sp2cdn-idea-global.zingfront.com/sp_opera/ea99b5b69584c02c58ec5ce02894bfdf.mp4
https://sp2cdn-idea-global.zingfront.com/sp_opera/524fb36487b3f4f5d8621a1b0c0cd126.mp4
https://sp2cdn-idea-global.zingfront.com/sp_opera/a6794043a9faf05dbf9ab8c775678577.mp4
https://sp2cdn-idea-global.zingfront.com/sp_opera/3e81e648ef579413058937a07f87c637.mp4

%‘ SocialPeta

]

Analysis of Popular Creatives for Mobile Games: Classic 3s-Start

A good start helps a video creative attract more clicks and reach a higher completion rate. The following are four types of
starts of most effective creatives according to SocialPeta.

Fake actions
\ _AA

Source: SocialPeta - Ad Creatives, displaying the most popular ad creatives within the date range.
Date Range: Jan - Oct 2025



https://sp2cdn-idea-global.zingfront.com/sp_opera/b0a750b68f90eb702b95b1853085673b.mp4
https://sp2cdn-idea-global.zingfront.com/sp_opera/fe0703ad29a5c1e27305746cccf82793.mp4
https://sp2cdn-idea-global.zingfront.com/sp_opera/a08ab952bcdbff8fd9882a5b3072e2ca.mp4
https://sp2cdn-idea-global.zingfront.com/sp_opera/fbf70df5425fea2ddb1c4535d453422c.mp4
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Declaration

1. Data Sources

With the assistance of the world’s biggest advertising intelligence and analysis tool, SocialPeta Data Team has provided you with insights into the mobile advertising data of global game market.
We collect advertising data by sampling worldwide, covering over 80 channels and nearly 80 countries and regions worldwide, and have captured a total of over 1.6 billion advertising data, with
over 1 million ad data being updated by the hour each day. Based on such huge data, we can gain insights into the advertising market trends.

2. Data Cycle and Indicators
Overall date range of the report: Jan 2025— Oct 2025
For specific data indicators, please see the notes on each page.

3. Copyright Notice

All tests, images, and graphics contained in this report are protected by the relevant trademark and copyright laws. Some texts and data are public information and their copyrights are owned by
their original creators. No organization or person shall copy or distribute, in whole or in part for any purpose, any portion of this report without approval from our company. The copyrights of all
creatives mentioned in this report are owned by the respective advertisers. Any unauthorized use of this report for commercial activities is a breach of the Copyright Law of the People's Republic
of China and other relevant laws and regulations as well as the relevant provisions of the International Convention.

4. Disclaimer

The industry data and market forecasts presented in this report are based on the data captured by SocialPeta Data Team and estimated by using a statistical forecasting model combined with
research methods such as desk study and industry interviews. Limited by the research methods and data resources, this report can only be used as reference material. Our company shall have
no liability for any data or points of view in this report. SocialPeta shall hold no responsibility for any legal consequences resulting from any action taken by any organization or individual by using
or based on the above data information, and the organization or individual shall take full responsibility for any disputes or legal liabilities arising therefrom.

5. Concerned Countries and Regions (based on the distribution area of SocialPeta’s products, not the actual geographical distribution)

North America: USA, Canada, Mexico, Panama Sresaien ALSiETE, Nem Teskne

Europe: Turkey, France, Germany, United Kingdom, lItaly, Spain, Netherlands, Norway,
Poland, Portugal, Belgium, Switzerland, Austria, Romania, Sweden, Greece, Denmark,
Luxembourg, Ireland, Finland

South Asia: India, Pakistan

Middle East: Bahrain, Qatar, Saudi Arabia, UAE, Azerbaijan, Lebanon, Kuwait, Israel,
JP & ROK: Japan, South Korea Oman, Irag, Morocco

China’s HK, Macao & TW: Hong Kong (China), Macao (China), Taiwan (China) South America: Brazil, Chile, Argentina, Colombia, Peru, Venezuela, Paraguay

Southeast Asia: Thailand, Indonesia, Singapore, Malaysia, Vietnam, Philippines, Cambodia Africa: Egypt, Kenya, Nigeria, Angola, South Africa, Algeria, Libya, Senegal, Ivory Coast
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