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Global entertainment and 
media outlook, 2017 – 2021 
 
A five-year economic forecast 
for industry revenue, ad 
spending and internet access 
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Overview: Global Entertainment & Media Outlook 
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Curtain up!   
User experience takes center stage 

E&M Outlook – Advertising  

Projected industry  
growth 2016—2021 

3.6% 
Hong Kong 

Projected industry  
growth 2016—2021 

8.6% 
China 

Projected industry  
growth 2016—2021 

5.1% 
Malaysia 

9.6% 
GDP CAGR 4.7% 

GDP CAGR 

11.7% 
GDP CAGR 
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Digital vs non digital (Ad Spend)  
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China CAGR 
Digital 12.7% 

Non-digital 1.4% 
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Hong Kong CAGR 

Digital 10.1% 

Non-digital -0.9% 
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Malaysia CAGR 

Digital 19.1% 

Non-digital 0.9% 
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Move over, Content. Move over, Distribution. UX is King  

6 

User 
Experi-

ence 

Consumer 
Wish List  

Enabling 
Technologies 

Examples: 
Authenticity 
Accessibility 
Affordability 

Cool 
Convenience 

Customization 
Discoverability 
Entertainment 

Fun, Fun, Funny 
Participation 

Personalization 
Privacy 

Simplicity 
Security 

Spontaneity 
 

Examples: 
Voice Interfaces 
Virtual Reality 

Augmented Reality 
4DX 

AI 
Machine Learning 
Face Recognition 

Chatbots 
Digital Assistants 

Robotics 
Sensors / IoT 

Blockchain 
 
 

Technology 
Content strategy  Regulation 

Value chain Innovation  
reshapes 



PwC  |  page 7 

Little Socium Integrated Design  
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