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Anti-Trust Policy

Anti-trust law prohibits agreements (written or implicit) between competitors that may negatively 
impact consumers or competitors and sharing of confidential information

Anti-trust violations do not require proof of a formal agreement. A violation may be alleged based upon 
the mere appearance of unlawful activity.

All meeting participants must abide by the following rules: 
DO clearly identify the positive purpose of each project and follow it 
DO NOT enter into agreements that restrict other parties’ actions 
DO NOT give rise to barriers to market entry 
DO NOT discuss or exchange specific, confidential or commercially sensitive data on pricing, promotions and business plans

Anti-trust laws do not prohibit petitioning the government, educating and informing the public, 
improving quality and safety standards, or protecting the public from fraud.
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Administrative Lead for Content & Advertising

NARAYAN JAESINGH (India)
Partner of Industry Practice  

DARIO BETTI (UK/Italy)
MEF CEO
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MISSION
To Become the Industry Voice on How to Better Serve Customers Through Personalisation Whilst Protecting Consumer Trust in the Digital Era

DELIVERABLES: (NB. At this time these are ideas and it is up to you, MEF members, to ultimately 
decide the direction this – or any – working group takes when things get underway in 2022) 

• Monthly forum for the review and discussions of new industry trends impacting all 
stakeholders viz. Consumer, Technology and Media / Content 

• Whitepaper/reports/infographics/webinars/videos/social media to educate the market 
and stakeholders

• Creation of best practices for enhancing Digital Advertising, customer experiences 
across media platforms and Protecting Consumer Trust (Ad Fraud) (C&A Best Practice)

• Aligning Media, MNOs & D2C organisations with thought leader approaches for 
designing aspects of (i) Monetisation, (ii) Personalisation, (iii) Adoption and (iv) Ad-
Fraud / Data Privacy innovations that are applicable multi country / geography 

FOUNDER 
MEMBERS:
- Aegis Mobile
- Alchemy Telco
- AWG
- BICS
- BT
- Cheetah Digital
- China Mobile 
International
- Dexatel 
- Direqt
- Dotgo
- Empello
- Enabld
- Engage Mobile
- Global Point View
- Globe Teleservices
- GMS
- Golden Goose
- imimobile
- Infobip

Content & Advertising Working Group

- Intis Telecom     
- Kaleyra 
- LANCK Telecom 
- Mavenir 
- Messente 
- MCP Insight
- Mobilesquared 
- Morethan160
- Ooredoo Group
- Out There Media 
- PM Connect 
- Sam Media 
- TeleSign
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The Asia Pacific Mobile market stabilises 

AsiaPac

Displaying huge increases of value from 2014 onwards, the 
mobile content market in the Asia Pacific region was 
forecast to be worth close to 64 billion U.S. dollars by 2023, 
marking a slight decrease from the market's peak in 2021.

Strength of Asia-Pacific gaming

It is known that the Asia-Pacific region makes up almost half 
of the games market revenue worldwide, with globally 
renown APAC gaming giants continuing to display huge 
revenues. Although many countries throughout the region 
have strong gaming industries, it cannot be denied that 
China leads the Asia-Pacific gaming sector. Not only does 
China reign in APAC, but China stands as the leading gaming 
market globally in terms of revenue, beating the United 
States to the top spot. Throughout the past decade, China, 
like many other Asia-Pacific countries, has exhibited huge 
increases in mobile game sales revenue.

The rise of mobile gaming

The mobile gaming sector in APAC has experienced a surge 
in users throughout recent years. Now more than ever, 
consumers, such as those in South Korea, are choosing to 
play mobile games rather than traditional games involving 
consoles. The rise in the number of smartphones is likely a 
main factor as to why the mobile gaming industry has seen 
dramatic growth. Increased smartphone ownership allows 
easier game accessibility for consumers, while making it 
easier for consumers to make in-game purchases. Thus, 
boosting the mobile gaming industry further. 
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https://www.statista.com/statistics/983204/global-video-games-revenue-region/
https://www.statista.com/statistics/308454/gaming-revenue-countries/
https://www.statista.com/statistics/308454/gaming-revenue-countries/
https://www.statista.com/statistics/445403/mobile-game-revenue-in-china/
https://www.statista.com/statistics/1073842/south-korea-share-of-gamers-by-platform/
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Turkcell boosts edge content delivery

Turkcell,  working with Qwilt and Cisco, wants to improve streaming quality 
and data delivery for its 38.2m mobile and 3.1m fixed broadband subscribers
Cisco and Qwilt announced a strategic partnership with Turkcell to enhance the 
quality of and capacity for digital content and applications. The aim is to improve 
streaming experiences and speed data delivery to Turkcell’s 38.2 million mobile users 
and 3.1 million fixed broadband customers. It also supports the constantly growing 
traffic levels.
Turkcell’s adoption of Qwilt’s Open Edge Cloud for Content Delivery platform is 
powered by Open Caching and enabled by Cisco’s edge computing and networking 
infrastructure. The joint solution is embedded in and integrated with Turkcell’s 
network edge.
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Indian ministers calls for Direct to Mobile TV

India Union Minister Anurag Thakur on Thursday made a 
strong pitch for exploring innovative broadcasting options such 
as Direct-to-Mobile to ensure a wider reach of content to all 
strata of society and also become self-reliant in the sector.

Inaugurating the annual Broadcast Engineering Society Expo, 
Thakur also stressed the need to encourage indigenous 
research and development by nurturing scientific talent and 
fostering partnerships between industry and academia.

"New Direct to Mobile (D2M) technologies offer exciting 
content possibilities for terrestrial broadcasting not only to 
television but also on handheld devices such as mobile 
phones, and notepads anywhere, on an anytime basis, and 
that too without the need for Internet," the Information and 
Broadcasting Minister said.

"We must explore and embrace innovative options of 
broadcasting like Next Gen broadcasting which shall not only 
ensure wider reach to cater to all strata of our society but also 
catalyse ever-evolving user experience," the minister said.
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South East: Mobile advertising trends

Southeast Asia's smartphone penetration rate, which stands at a whopping 
88.9%, presents marketers in the region with a goldmine of opportunities to 
reach, engage, and convert digitally-savvy audiences. 

The future is live
Live experiences are not just a passing trend in Southeast Asia but a cultural phenomenon deeply ingrained in 
the region’s digital landscape. To miss this promising phenomenon is to miss connecting with millions of users 
in real time.
Particularly in Indonesia, the love for live experiences comes alive on the smartphone lock screen, where users 
clock 2 million watch hours a month (Glance platform data). Indonesians spend a significant amount of time 
engaging with their favorite content, and this is being utilized by Indofood Freiss.
The brand harnessed the power of live and reached 703k Indonesians on the smart lock screen. Perfectly timed 
messaging and an interactive approach are what enabled the brand to make an impact on its target audience. 
Besides this, effectively retargeting the viewers of the live stream and offering them an irresistible deal led 
Indofood Freiss to achieve 102% of its coupon redemption target. 

Gaming is reigning supreme
The mobile is the new console. With esports having become an official medal sport at the Asian Games, we see 
millions of smartphone users in Southeast Asia gaming, streaming, and competing from their “always-on” 
devices.
This demand for gaming on the go has also led to massive success for single-tap gaming in Indonesia, with the 
smartphone lock screen acting as the arcade for 7 million monthly active gamers (Glance platform data).
Single-tap esports is also seeing astonishing success. In February 2023, 1.67 million viewers from Indonesia 
joined the 12-day Goddess League live tournament for Mobile Legends Bang Bang. The six-day iFeL Southeast 
Asia Championship livestream also attracted 8.4 million views, a record 3 million+ more than YouTube and 
TikTok combined for the same tournament.
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www.thedrum.com/open-mic/mobile-advertising-in-southeast-asia-2024-trends-and-what-they-mean-for-marketers

https://www.inmobi.com/blog/a-powerful-glance-benefits-of-glance-platform
https://www.theguardian.com/sport/2017/apr/18/esports-to-be-medal-sport-at-2022-asian-games
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New Leader in puzzle games

Puzzle app Royal Match, developed by a small team in Istanbul, has overtaken Microsoft-owned 
Candy Crush Saga as the most lucrative mobile game in the world, outshining other smartphone 
titles during a lacklustre 12 months for the industry. Royal Match became the biggest mobile 
game by monthly revenue globally in July and has held the top spot since then, according to 
Data.ai, which tracks consumer spending on Apple and Android app stores. Launched in 2021, it 
is the debut title from Dream Games, a Turkish start-up valued at $2.75bn early last year

For more than a decade, King’s Candy Crush Saga has been one of the world’s most consistently 
popular games on any platform, hitting $20bn in cumulative revenue this year. Now part of 
Microsoft after its $75bn buyout of Activision Blizzard, Candy Crush has spent only six months 
outside the top 10 highest-revenue mobile games since it was released in late 2012, according to 
Data.ai
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https://www.ft.com/content/1bb1ed54-821e-49bf-b12d-353b98fa9912
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Apple in EU: opening stores

FEBRUARY 21 2024

Apple is coming under fire from rivals Meta and Microsoft who say its plans to open up its mobile software to comply with a 
landmark EU law fail to go far enough, as the iPhone maker faces unprecedented regulatory challenges from Brussels over the 
coming month. EU regulators, who are preparing to fine the tech giant €500mn in March over allegedly favouring its music 
streaming app against competitors such as Spotify, are also being lobbied to reject Apple’s proposals to satisfy the bloc’s 
Digital Markets Act. The growing backlash against Apple comes as it is forced to make some of the biggest changes to its 
business model in years, following concerns over the dominance of its App Store, which forms a large share of the company’s 
$85bn-a-year services business. Apple announced last month it will make changes to its iOS mobile software in Europe, such as 
allowing users to download apps from other sources and access alternative payment systems. The changes were offered ahead 
of the EU’s March 7 deadline for companies to declare how they will adhere to the DMA, which aims to tackle the market power 
of Big Tech groups. The proposal leaves developers with a dilemma: stick with Apple’s existing ecosystem and fees, or leave 
permanently and face new terms. For those who choose to also build apps in alternative stores, Apple said it would cut the 
highest amount paid by companies using its App Store to sell digital goods and services from 30 per cent to 17 per cent.
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https://www.ft.com/content/b4800998-5658-4068-b7f8-22a1f64c10ae
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Content & Advertising Fraud Framework

Report prepared by the team

• First Draft ready
• Missing diagrams
• Looking for support in descriptions for diagram ( visuals will be 

created based on those)
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Anzelle used to oversee  Business Development and Carrier 

Relations in Sub-Saharan Africa at SAM MEDIA

Skilled at identifying unique opportunities to solve tangible 

problems digitally, Anzelle’s background in law means she 

has a strong focus on regulatory compliance and a firm 

understanding of the legal landscape governing VAS, PSMS, 

DCB and M-Wallets on the continent.

Anzelle has served on the Board of the South African 

regulatory body for VAS and Mobile Payments, WASPA, and 

remains an active member of various industry organisations 

and regulators, championing the uptake of Direct Carrier 

Billing as go-to payment method for digital content. Anzelle 

is an Attorney of the High Court of South Africa and an 

alumnus of the University of the North-West. A proud 

woman in mobile, she is passionate about empowering 

others like her.

Anzelle Robertson04
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