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@ World Trade Centre Kuala Lumpur (WTCKL), Malaysia
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AreaA,Chinalmportand Export FairComplex,
Guangzhou, China
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Explore Innovation
Experience Tomorrow

19th GTI |

'A'V\a 4= .%- N
O (‘l.%
U T RSO AL
ALK
SRR N

CHINA
EXPO
2027.

© AMUSEMENT PARK EQUII;ME‘;I;JTTI
® VIDEO GAMES o
® WATER PARK EQUIPMENT i
® CHILDREN’ S AMUSEMENT EQUIPMENT ...
® VR/AR/MR dake
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September 10-12, 2027

@ Area A, China Import and Export Fair Complex - Guangzhou

Organizers: Haw Ji Co., Ltd. (GTI) | GZCESC
Media Partners: Game Time International | China Amuse
service@gti-amuse.com | www.gti-amuse.com
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Size:W1780*D1100*H2260mm Power:700W

Play ABall(2pr) Treasure Hammer (2p) Castle Party 2 (2pr)

5

Size:W1780*D1200*H2580mm Power:700W Size:W1780*D1780*H2580mm Power:950W

Size:W1780*D1100*H2260mm Power:700W Size:W1860*D1200*H2550mm Power:700W

Ring Ducks (2pr) Horse Racing (5p)

Size:W2600*D3000*H2700mm Power:400W Size:W3080*D2700*H1920mm Power:550W Size:W6080*D3500*H2500mm Power:1100W

: H H &, +86 15360499395 Emily & +86 13710929093
Rongxiang Animation Technology Co.,Ltd. e
Factory Add :1st Floor, Building 6, Kaida Industrial Park , Shixin Road
Panyu District , Guangzhou

Showroom add :E31 Xingli Animation Industry Park, Yingxing East Road ,
Panyu District, Guangzhou

WhatsApp Wechat WhatsApp Wechat
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10,000+ni 3,500+

Professional Buyers
Worldwide

200+

Exhibition Space Global Exhibitors

Organizers:Haw Ji Co., Ltd. (GTI) | GZCESC  service@gti-amuse.com | www.gti-amuse.com
Media Partners:Game Time International | China Amuse



EXPO 2026

Orlando, FL

EDUCATION

Hurry to join over 40,000 professional visionaries building the blueprint SHOW FLOOR
for the ever-growing attractions industry. Across the show floor featuring ‘

more than 1,100 exhibitors, and in every encounter with industry leaders,

you’ll discover business-elevating tools, vision-expanding technologies and

educational and networking opportunities with people who understand the

value of creating a more wondrous world. Register now before it’s too late!

Awe-Inspiring IAAPA Member Savings

Become an IAAPA member and receive up to 30% savings Unlock Member
on Expo tickets, receive FREE access to the Education Benefits & Savings
Conference, exclusive discounts on special ticketed events,

and year-round member benefits!

00 " @IAAPANorthAmerica | IAAPA.org/IAAPAEXpO
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14th Int. Attractions, Recreation,
Urban Design and Technologies Exhibition

'rUREKS cLoBAL +902125706305 g fureksfuar.com.ir
. ULUSLARARASIFUARCILIKAS. NETWORK +90 554 95812 92 tureks@tureksfuar.com.tr




Pirate Raiders
[7] Screen:: 2*65inch B Lottery Ticket
(%) Power: 2350W & Material : Acrylic + Metal

B Lottery Ticket

4 Person Speed Hockey Soccer Fever

Fantasy Knight 2
(#) Power: 1100W & Material : Meather + Metal

Super Clip

Double Players
Blaze Transit

Double Players Crazy Basketball

(#) Power: 373-420W [7] Screen: 65 inch

§ Material : Acrylic + Metal

Cute Cat Clip Machine

Wonder Goal

Blue Sky Heroes

WK,

Lucky 7 11

Street Force

BB Lottery ticket [l (%) Power: 280-360W [ [7] Screen:43inch
& Material : Acrylic + Wood + Metal

2Players

Seer Future Warfare

Super Robinson

e\
¢

Lucky Machine

E@/’Z@] f\® Guangzhou EPARK Electronic Technology Co., Ltd

C WhatsApp:+86 139 0307 9263 % Wechat: epark688

X sales@nanyuetech.com

Add: Building 9,120 Donghuan Road Shigiao,Panyu District,GuangZhou GuangDong,China 511400

CityRival
[7] Screen : 4+65 inch B Lottery Ticket
(#) Power: 2250W & Material : Acrylic + Metal

Deepsea Miracle Jungle Treasure

Dragon Town

[7] screen: 2*75 inch (® Power: 2700W BB Lottery ticket
4 Gun: Metal + Simulation & Material : Acrylic + Metal

Pink Date || Lighting Steps

One-Stop Service




BE A PART OF INDIA’S

VIBRANT AMUSEMENT INDUSTRY
South Asia’s BIGGEST B2B Amusement Expo

3 -5 MARCH 2027

Bombay Exhibition Centre,
Mumbai - India

® +91 99674 99933 () amusementexpo@iaapi.org @ www.iaapi.org




Capture
All-in-One Net

Helps You Grasp Global Opportunitie:

The brand new
industry website 7 2000
W'” have mote See you at Ccanton Fair complex on Sept. ’
and more prOC.IUCt UPNEXT ASPHALT g
in fo rm at'.on’ « Registration Now Open= visit GT! % LU"DN
l.nC,ustry dyn am 'Cs’ China EXpo 2026 This Sm!vn:lm'
supplierinformation..., —
to meet the 'nformat'on cement of the latest floor
and purchasé needs of psia EXpO/
global buyers.
. /\'mn.mc«ﬂnm‘rl of Exhibitor L ist for
GTI Southeast Asia Expo / GTIZRE
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Timezone 0pens another
entertainment centre in Australia

July 09, 202¢

10 Reasons Why Sofia Is the
Place to Be This November

July 10, 2026 & Yal1ji Dinosaur Kingdom Adds
, J’ Dinosaur Valley Camping
BoldMove's New Interactive Dark July 08, 2026

~'4a Attraction Hits the Market

Igor Rodionov. Vice-president, RAAPA

€

Welcome to contact us

Www.gti—amu‘s.cmr TEL: +86-400-0189-320
E-mail: service@gti-amuse.com



Web: www.ACE-Amusement.com

E-mail: Sales@ACE-Amusement.com

Racing Xtreme DX (4 Monitors blue red)

Dimension:W255*D243*H287 (cm)
Power:4300W

Bikers Madness DX (yellow green)

Dimension:W252*D249*H275 (cm)
Power:2550W

Air Combat

Dimension:W271*D197*H235 (cm)
Power:900W

Dimension:W219*D164*H220 (cm)
Power:800W

_
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Dimension:W210*D296*H276 (cm)
Power:2350W

Skull of Shadow 2PL .

Dimension:W157*D256*H298 (cm)
Power:1400W

Rush and Catch

Dimension:W220*D189*H240 (cm)
Power:2000W

Jet Ski Racer

Dimension:W252*D242*H257 (cm)
Power:2300W

Wild Hunting (4PL)

Dimension:W197*D214*H288 (cm)
Power:1300W

Dimension:W198*D193*H282 (cm)
Power:1430W

Shooting Carnival

Dimension:W94*D176*H270 (cm)
Power:1200W

Speedy Toss

Dimension:W105*D250*H268 (cm)
Power:550W

sshow Fishi

Dimension:W210*D220*H266 (cm)
Power:1650W

Galaxy Rangers II

Dimension:W203*D147*H275 (cm)
Power:750W

Skull of Shadow 4PL

Dimension:W204*D146*H267 (cm)
Power:800W

Dimension:W113*D199*H225 (cm)
Power:580W

Ace Amusement International Co., Ltd.

Add : #5 Building, No. 6, HengFeng 6th Road, GangKou Town,
PC:528447

Zhongshan, Guangdong, P. R. China

E-mail : Sales@Ace-Amusement.com
Web : www . Ace-Amusement.com
Tel : (+86)760-8848 8920

WhatsApp
Carmen

WhatsApp
Aiden Lau

WhatsApp
Caesar

Karen




@Best experience (3+1) 4 players bus
®X15 virtual ice cream make
®Provide more interactive devices for fun

KA-285
W D H

W D H " WD H 100*226*210CM

141*215*187CM 110*200*170CM

@Crystal ball wonderland fantastic design

®Real train traveling along the big crystal ball
with sparkling snowflakes

@Deluxe fiber glass train design, dual seat
with different small interactive toys.

@ 20cm Ultra-low safety chassis

86*153*121CM

W D H a L
140*140*150CM 130*130*236CM

@ FRP body + 3D interactive
Games

@ 3 themed ride experiences
- race on land and sea.

® Roar, Chase, wild rides -

@ Button to win lollipop
with turntable

® Interaction with
classic"2 in 1"fun

@ x6 goal slots + x2 hidden bonus goals
@ Two-level height adjustment (x6 cm)
@ Smart disc feeder for fast-paced play
* Fully system modular design

feel the Immersive driving fun.
@ Single-player motion seat +
32 inch HD screen.

® window to see candies

1*D178.4*H148(+6)mm 70*110*125cm

Tel : 0086-(0)760-88487510

Add : No.16 Xinggang North Road, Gangkou Town, Zhongshan City,

Guangdong, China, 528447

Panyu Startoon-Msky show room office:#B15 Startoon Amusement
www.m-sky.com.cn park in Panyu

sophie@m-sky.com.cn
sales01@m-sky.com.cn  Emily@m-sky.com.cn
sales08@m-sky.com.cn

susan@m-sky.com.cn
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& 21-28 A

& September 10- 12 2027

[Worldjirade/Centrelkualal

© Area A, China Import and Exporth;
m@mm%mm Compfex Guangzhou B 7R

Stay ahead of
industry trends!

Subscribe to GTI's
Youll'l[} channel.

GTI Special Issue
Advertisers Index

OFC GTI Southeast Asia Expo 2027 & GTI China Expo 2027 | IFC GTIChina Expo 2027
OBC International Games Systems Co., Ltd. (IGS) | IBC Guangzhou Yingjia Intelligent Technology Co., Ltd. (Funova)

4 ATRAXExpo2027 17 Guangzhou SuperwingAnimation Technology Co., Ltd.
13 Brilliant Technology Co., Ltd. 21 Guangzhou Wakee Amusement Technology Co., Ltd.
41 Entertainment&Leisure MENA 2027 18 GuangzhouXingwan Culture Technology Co., Ltd.
47 GoodHelperlintelligence Technology Service Company Ltd. 14 Guangzhou Xiongzhiye (Jiaxin) Animation Technology Co., Ltd.
42 GTIChinaAmuse 48 Guangzhou YingjiaIntelligent Technology Co., Ltd. (Funova)
22-37 GTIChinaExpo2026 Post-Show Press Release 16 Guangzhou Yingpin Animation Technology Co., Ltd.
38 GTlExhibitingBrochure 44 Guangzhou Ziyuan Digital Technology Co., Ltd.
12 GTINew Media 3 IAAPA Expo 2026
40 GTlSocialMedia 6 |AAPI Expo2027
2 GTlSoutheastAsia Expo2027 9 M Sky Co., Ltd.
7 GTI-Amuse Website 46 Neofuns Amusement Equipment Co., Ltd.
11 GuangzhouAiyihangAnimation Technology Co., Ltd. 39 RAAPA Expo 2027
15 Guangzhou Colorful Sky Technology Co., Ltd. 1 RongxiangAnimation Technology Co., Ltd.
5 Guangzhou EPARK Electronic Technology Co., Ltd. 45 Saint-Fun International Co., Ltd.
2( GuangzhouKEKU Animation Technology Co., Ltd. 19 Youal-Jifh Enterprise Co., Ltd.

43 Guangzhou Potato Animation Technology Co., Ltd. 8 Zhongshan ACE Amusement Technologies Co., Ltd.

10 / GTI Special Issue / Nov. & Dec. 2026




Redemption Games Machines Series
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Machine Dimension: 300*310*250cm
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Goblet Toss (_Brilliant Bowl )

[DRAGCONORE]

EIll.lﬂl.l A ' I Sales hotline: +86-13928873767 Manager Li
( , ok Complaints hotline: +86-13922793107 Mr.Yang

AiviHANG 74,9(’%&,9’ QQ: 1774324631

Service hotline: +86-18027312786 Achang

Machine Dimension: 150*310*255cm

Kids Games Machines Series

Tel: +86-20-39044476 Fax: +86-20-39044476

https://www.aiyihangamusement.com

Add: Floor 2,Building 1,No.55 Gongye Road,Zhushan Village,
Dalong Street,Panyu District,Guangzhou,Guangdong.
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All-media Integration e

High Quality Promotion

Experienced Brand

Intelligent Future

Brand: Every amusement
industry professional
knows

Professionalism: Every
amusement industry
professional chooses

Effect: Every amusement
industry professional
trusts

Potential: Every amusement
industry professional
promotes ~

For advertisement/cooperation: +86-400-0189-320
www.gtichinaamuse.com

Douyin WeChat
Mini Programs Channels
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Brilliant Technology Co.
The Best Value Bill Acceptor

|Anti-fishing technology =5 ga_a
you can trust. /NSER* ;

* Easy to maintain

- High acceptance rate

- Jam-resistant design

- 3X Anti-Fishing Protection

- 5X Motor lifetime

+ Compatible with most interfaces and protocols

@OF htips://brilliantbtc.com/ Eltwd
Official website Instagram
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Horse Racing-3pl

Iz nE)shiE8REAE © WhatsApp: +86-18928971354 (shawna) E-mail: shawna@gzjxgames.com

GUANGZHOU XIONGZHIYEUIAXINJANIMATION TECHNOLOGY CO,LTD © WhatsApp: +86-18011766890 (Lisa xu) lisa@gzjxgames.com

@© Add: Jiaxing Building Dalong street xinshuiken Nancun town,
14 [Z“‘g;;;g;a " https://jiaxinanimation.en.alibaba.com Panyu, Guangzhou.China
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Guangzhou Colorful Sky Technology Co., Ltd

AEEFTFIRE, AASEILERK™ iR i in kil
The company focuses on the original and development of all kinds of children's entertainment products, which are much sought after in the market

ABEHRSRHRIVE B, EARMAKES. L. #HE. HILKRY. BLEE. EFRIN—HRESHIN =R

The company has opened a number of stores and factories, and has developed into a comprehensive strength factory
copy integrating production, research and development, sales, site planning, site operation and after-sales service
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All our products have been approved for cultural access, approved to operate legally in the national game hall, please rest assured to buy
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220,000 sq ft In-House Factory
60,000+ Machines Produced Annually (.;
Integrated Plush Supply Chain

CHINA :
Lily Yong Miya Chen Alan Chen
+ 86 13600074399 +86 15323301610 + 16268228939
lily@ypfuns.com miya@ypfuns.com alan@ypfunsglobal.com
RS
R

e

b b
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Y SURPERWIR® [ SUASTwing Technalagy

Website: www.superwinggame.com

Flash Racer Max Flash Rider DX Flash Racer DX
85in Motion Drifting Car Game 65in Motion Drifting Motor Game 65in Motion Drifting Car Game
Size:1120*3205*2860mm Size:2950*%2900*2910mm Size:2950*%3320*2910mm

Flash Rider 2 Max Skywalk 2 DX Mission X

85in Motion Drifting Motor Game 65 in Full Motion Aircraft Game 4P Shooting Game

Size:1120*3000*2860mm Size:3000*3100*3060mm Size:2190*2580*2780mm

Crazy Football Mini World Adventure Ride Coin Topia
Ticket Redemtion Game Full Motion Shooting Game Ticket Redemtion Game
Size: 1120*2700*2490mm Size: 1780*2350*2850mm Size:720*870*2180mm

Guangzhou Superwing Animation Technology Co., Ltd.
Factory Address:B12, Huachuang Animation Industrial Park,
Jinshan Village, Shiji Town, Panyu, Guangzhou, China

Showroom Address:#A12, Startoon City, Yingxin Rd, Donghuan St.,

Mobile: + 86 13928827528 (Demi)
+86 13808868250 (Helen)

+8615011894764 (Cindy)
Email: demi@superwinggame.com :
Panyu Dist., Guangzhou, Guangdong, China. emily@superwinggame.com Demi Guan




Dimensional
Water Battle

Size: 78.74*104.33*110.24 (in)
NW: 658.5 kg
Vol: 9.12 CBM

Kart

(Economy Edition)
Size: 99.41%108.07*102.17 (in)
Vol: 11.17 CBM

Dimensional

Ball Battle
Size: 78.74*102.36*108.27 (in)
NW: 710 kg
Vol: 11.4 CBM

Size: 90.55*73.23*104.33 (in)
NW: 730 kg
Vol: 9.8 CBM

Guangzhou Xingwan Culture Technology Co., Ltd.

The Industry's First IP Led Game Arcade
Machine Manufacturer

Water Shooting Game
Size: 74.8%102.36*114.17 (in)
NW: 648.5 kg

Vol: 11.28 CBM

Train EIf Block
Size: 48.31*89.96*115.87 (in)
NW: 492.5 kg
Vol: 7.18 CBM

Ball Shooting Game
Size: 74.8%104.33*106.3 (in)
NW: 710 kg
Vol: 10.55 CBM

Time Gift Machine
Size: 57.48*81.89*53.15 (in)

Smash the Motion-sensing
Golden Egg Machine
Size: 53.94*47.24*106.3 (in) ~ Size: 55.12%33.46%93.7 (in)
NW: 185 kg NW: 209 kg
Vol: 3.2 CBM

Kung Fu Hockey

Hockey 8S
Size: 44.57*72.48%52.83 (in)

Size: 88.58%61.02*74.02 (in)
Vol: 2.02 CBM

VR Gun Game
Size: 31.5%29.53*87.99 (in)
NW: 139 kg
Vol: 1.87 CBM

Tel: +86 136 60111791 Website:www.happyplayerarcade.com
Email:Christine@happyplayerarcade.com

Add:G12, Xingli Animation City, Donghuan Street, Panyu District, Guangzhou
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NIERPRISE CO.,LTD.

TELE+886 7799) Fax: +886:4:235057890MEDwww:youaljifhfcom
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KEKU BABY 5.0

® W1050*D470*H1290mm
® Machine weight 138KG
® Operating power 168W
® Capsule size 50-70mm

GUANGZHOU KEKU ANIMATION TECHNOLOGY CO.,

KEKU BABY 4.0

@ W1050*D570*H1900mm
® Machine weight 190KG
® Operating power 128W
® Capsule size 100-120mm

CEhsyAa v aiNMI M,

KEKU BABY 8.0

® W1050*D470*H1900mm
® Machine weight 200KG
® Operating power 210W
® Capsule size 50-70mm

KEKU BABY 160

® W650*D625*H1900mm
® Machine weight 133KG

® Operating power 90W

® Capsule size 145-160mm

A MCRE PROFITAELE

, ABasua dn piing

Support remote control by
merchants,

and enable real-time access to
management information.

SMART CAPSULE MACHINE

20

@& www.chinakeku.com [ victor@chinakeku.com

9\ No.53~55 Yingxing East Road,Donghuan Street,

Panyu District,Guangzhou. china

WhatsApp Wechat WhatsApp Wechat WhatsApp Wechat
DIk -AC qﬂ 5 O] E‘&E‘E 5
ol ey
E' (] e 5 E p) Fy L::'f.i%%
Faye Che Jessie Xiong

. +8613826061439
jessie@chinakeku.com

\, +8613826061435
faye@chinakeku.com

8613826068143
eo@chinakeku.com

K
=+



Catching Duck Mini claw machine . Catching Duck 4 player mini claw machine Catching Duck -Transparent Version
Size: W800*D540*H1680+150MM Size: W800*D840*H1900+190MM

Catching Duck - Luxury Version
Size:W540*D660*H1480MM

Size: W780*D840*H1870+200MM

Mini Cube Prize Machine

Catching Duck -XL Colorful Catching Duck clip machine Prize Cutter
i 0 Size:W780*D820*H1870+260MM Size; W550*D645*H1618MM

Size: W1150*D1190*H2100+100MM Size:W800*D953*H1823+376 MM

4 player Prize Machine (2 clip +2 capsule) 5P Capsule Vending Machine Colorful 4 player Atrium Version with 2 pusher) Master Catcher
Size:W960*D720*H1850+270MM Size:W1160*D460*H1680+170MM Size:W1350*D1350*H1500+450MM Size: W1680*D1063*H1998MM

=

Doll Empire Standard Version Doll Empire High-end Version Doll Empire Huge Version Catching Duck Box
Size : W2490*D2625*H2557+323MM Size: W2490*D2365*H3751.5+322.5MM Size:W3740*D3900*H4000MM ! Size:W2500*D5430*H1900+220MM

Guangzhou|WAKEE
Amusementjlechnology GDDE[EL

Sophia Pan: Fiona Huang: Tina Lu
+86 13725351351 +86 15999978239 +86 18664522193
@ Hbtik (Address)

» sophiapan@gzwakee.com  fiona@gzwakee.com tina@gzwakee.com
Address: 101 Room ,Building 4, NO.472 ,Shixin Road,Dalong Street

Panyu D‘jstriCT,GUannghOU City,Guangdong Province,China E E f e E 'EE % g;"‘mﬂ‘:ﬁ@

© AF@EN (Company Profile)
We specialize in claw machines with 19+ years of experience,
featuring independent R&D, custom support and CE certification.
AR AP, 85 19 FLALT RS
EfBTMA. EFIRSAEN, FHRiBE CEIANE

© Rtk (Website URL)
Website: www.gzwakee.com




GTIChina Expo 2026 — Transforming
Cultural Tourism Through Innovation,
Shaping the Future with New Trends

F18ECTIN MiEFiRE™ LR
18th GTI CHINA EXPO

From September 10 to 12, GTI China Expo 2026 was grandly
held at Area A, China Import and Export Fair Complexin
Guangzhou. Thisyear's expo welcomed over 200 first-time
exhibitors. Within 80,000 square meters of exhibition space,
nearly 600 global exhibitors engaged in in-depthinteraction
with professional buyers from more than 100 countries and
regions, attracting a total of 120,000 visits. The expo
demonstrated distinctive featuresincluding technology-
driven, digital-physical integration, cross-industry formats,
industrial convergence, IP empowerment, cultural
deepening, and continuous deepening of
internationalization, propelling the industry toward four
frontier trends: intelligentization, IP-driven development,
cultural tourism integration, and internationalization.




These figures notonly serve as strong evidence of industry T e

confidence but also signify that the global game and RS AT

amusementindustry is moving from recovery toward anew ‘ \"M“ e o) : e
i : i ‘

cycle of growth. As a B2B exhibition and trade platform with ML

exceptionalindustrial depth and cross-sectorintegration

capability in Asia's game and amusement industry, GTI China

Expo is continuously delivering frontier trend insights,

efficient business matchmaking, and brand value-added

services to globalindustry players with a more open posture,

amore completeindustrial chain, and a more cutting-edge

technologicalvision,becominga core engine driving the

industry forward.
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Attendees atthe opening ceremony included Chen Guijie,
Second-Level Inspector, Department of Culture and Tourism
of Guangdong Province; Dai Liumei, President of China
Culture and Entertainment Industry Association; Li Zaiyan,
President of GuangDong Culture&Entertainment Federation;
Kong Ming, Secretary-General of the China Culture and
EntertainmentIndustry Association; Yang Jingjing, Fourth-
Level Researcher of the Market Management Division of the
Department of Culture and Tourism of Guangdong Province;
Chen Dan, Deputy Director of Taiwan Affairs Office of the
Guangzhou Municipal Government; Jin Hua, Director of the
Economic Work Division of Taiwan Affairs Office of the
Guangzhou Municipal Government; Zeng Yanping, First-Level
Researcher of the Convention and Exhibition Promotion
Division of Guangzhou Municipal Commerce Bureau; Chen
Jingze, Second-Level Researcher of the Convention and
Exhibition Promotion Division of Guangzhou Municipal
Commerce Bureau; Zhang Jing, Third-Level Researcher of the
Exhibition and Trade Service Division of the Guangzhou
Cooperation Office; Zhou Jianqiao, Third-Level Researcher of
the Economic Work Division of Taiwan Affairs Office of the
Guangzhou Municipal Government; Xiao Liang, Deputy
Director of the Guangzhou Business Convention and
Exhibition Promotion Service Center;Yin Jiali, Director of the
Convention and Exhibition Planning Department of the
Guangzhou Business Convention and Exhibition Promotion
Service Center; and Zhu Gang, Executive Vice President and
Secretary-General of the Guangdong Intangible Cultural
Heritage Promotion Association, among other administrative
department heads. Also present were representatives from
industry associationsin Jiangsu, Shandong, Hunan, Shaanxi,
Guangdong, and Taiwan provinces, and Chengdu, along with
internationalindustry association representatives from
Malaysia, India, the United States, Indonesia, South Korea,
and other countries. Corporate representatives from Wahlap,
UNIS, IGS, Paokai, Unitree, Round One, Huijun Culture,
Fengyun Investment, Zhanhui, Mecpower, Dagian, Tongli,
Superwing, Prodigy, WoooArena, Spark Robot, and others
attended the opening ceremony.




Ouyang Yun, Chief Executive Commissioner
of GTI Organizing Committee

Overseventeen years of deep cultivation in the industry and
concentrated effortsin going global, GTI China Expo has
always upheld the concepts of internationalization and
professionalization, and has always remained true to its
original mission of showcasing "China’s Intelligent
Manufacturing” to the world. Since its inception, we have
adhered to a dual-direction opening-up format, actively
introducing high-quality global procurement resources, and
helping domestic cultural entertainmentand tourism
enterprises set sail for overseas markets and expand into
global markets.

Through years of accumulation, GTI Expo's global influence
has continued torise. Its buyer network now covers more
than 150 countries and regions across five continents,
making it a must-attend core professional expo for buyers
both domestically and internationally. At the same time, we
actively supportthe development of the cultural tourism
industry under the Belt and Road Initiative. Held annually in
Kuala Lumpur, Malaysia, the GTI Southeast Asia Expo, a key
international Belt and Road project for the cultural tourism
industry and a Southeast Asian showcase foramusementand
entertainment equipment, serves as a bridge for
international trade and economic cooperation. It provides
strong support for Chinese enterprises seeking to establish a
deeper presencein SoutheastAsia and expand into
international markets, while promoting the global
development of Chinese amusement, entertainment and
cultural tourism brands.Currently, the entertainment and
cultural tourism industry is at a critical stage of
transformation, upgrading, and quality improvement.
Industry productiteration, technologicalinnovation, and
intelligent manufacturing upgrades have become core
developmenttrends. Here, | sincerely call upon the entire
industry to unite, collaborate, and advance together, deeply
cultivate new quality productivity, utilize Al artificial
intelligence to focus on productinnovation and
technological upgrading, and polish high-quality,
intelligent, and highly competitive cultural tourism
amusement equipment to help the industry achieve high-
quality development.
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Looking ahead, GTI Organizing Committee will remain true to
its original aspiration and continue to cultivate deeply,
continuously enhancing the expo's professionalism,
internationalization, and branding. We will continue to
improve our overseas expo layout, deepen full-chain
industry services, collaborate with industry associations and
upstream and downstream enterprises, and jointly build a
virtuous cycle and prosperous new ecosystem for the cultural
entertainment and tourism industry.




The First Window into Global
Industrial Transformation

Global shiftsin consumer trends are reshaping the
fundamental dynamics of the industry. From functional
consumption to emotional value, and from equipment sales
to experience-driven operations, the game and amusement
industry is evolving beyond traditional manufacturing
toward a new ecosystem of intelligentization, IP-driven
development, and globalization.

Currently, new business formats such as micro cultural
tourism complexes, light sports spaces, immersive urban
sports parks, and super amusement complexes are
experiencing rapid growth. IP is no longer merely "brand
licensing” but a full-chain value recreation from content co-
creation and scene construction to derivative operations. In
the stage of stock competitionin commercial real estate,
indooramusementvenues are undergoingvalue
reconstruction — online traffic customer acquisition costs
continue torise, and local-based venues are once again
becoming the customer flow carriers that brands compete for.
Entertainment formats that can steadily attract foot traffic for
shopping malls have upgraded from supporting services to
core competitivenessin venue operations.

Therefore, thisyear's expo brought together nearly 600
global exhibitorsincluding Wahlap, UNIS, ACE, Superwing,
Arccer, DreamFuns, Dali, Yinghua, E-Sun, Tongli, Baohui,
XiongZhiYe (Jiaxin), Yingpin, Shunhong, SEA, Leqi, Jiuyou,
Season, Playmore, Rongxiang, Sipuls, Jiahui, Movie Power,
Lionet, Zhuoyuan, Longcheng, Palm Fun, Free Luck, Xinglong,
Tongniu, Jinhui, Xingwan, Yuto, Nano Systems, Leetn,
Baodian, M Sky, HY TECHNOLOGY, HuoShi Chuan Yu, DiniBao,
Colorful Sky, DaKongYi, Joysports, Aiyihang, Cheer, Lilian,
KEKU, Potato, Apple Tree, Qijiang, Solar Space, Tonglemei,
Magic Block, Gooest, Sunflower, Neofuns, Yingjia, Daka,
Mecpower, Elephant, Fuhua, Longmai, Huatai, Danzhule,
Prodigy, Qianai, Beslepark, Wang'erbao, Yingcai, Hess,
Xitang, Xihe, Qilong, Anchi, DanDanTang, FunSpace, High
Hip-Hop, Fulian, Flying, Jiangxin, Ceyuan, Luck & Jinying,
LEON, Hee Game, WAKEE, Yipin, Yulong, Alile, Tongluofeng,
Huarui,YiHong, Pan Asia, Yuanxiang, Chuangying, Maile Bear,
LeGou, Junson, Wetop, Haiber, Pegasus, Gongtai, Playfun,
Zhengchuan, Xinghe, Xinrong, Lefunland, Limeiqi, GuWei,
MiXR, EPARK, Topow, Zhongshang, Magic, Yikou Lollipop,
Pegasus, Family of Childhood, Quxuegu, Dongzhiyu,
Huacheng, JoyMark, Unitree, CCEA, as well as internationally
renowned brands Bandai Namco, SEGA, Moser's Rides,
Starknox, Semnox, and others. Meanwhile, overseas buyers
from morethan 100 countries and regions around the world
gathered in Guangzhou to jointly explore new boundaries
and new momentum for the game and amusementindustry.




Opening Ceremony Speech - 18th GTI China Expo
Ankur Maheshwary, Chairman, IAAPI

Good morning, everyone.

Itis agreat pleasure and honour to be here at the 18th GTI
China Expo. On behalf of IAAPl and our 750+ members,

I sincerely thank the GTI team for the invitation and the warm
hospitality.

I am here today with a simple message: India is ready for the
nextbig phase of growth in amusement and entertainment
—and we would love Chinato be a part of thatjourney.

Indiais amarket of 1.5 billion people, with a median age of
just29. We have ayoung,aspirational and increasingly urban
population, with a growing appetite for new experiences,
entertainmentand family leisure.

Ourindustry is already moving fast. Indoor amusement
centres, trampoline parks, snowparks, indoor theme parks,
mythological and themed attractions are seeing strong
growth. The Indian amusementindustry was valued at
around US$2 billionin 2025 and is expected to reach
approximately US$3 billion by 2030.

And thisis only the beginning.

India has the consumers and the opportunity. China has
the manufacturing strength,technology and supply-chain
capabilities. When these two strengths come together,
the potential is enormous.

Thereis also an exciting opportunity beyond buying and
selling equipment. Many Indian manufacturers are ready for
technology partnerships and manufacturing tie-ups with
Chinese companies. With changingimport duties, freight
costs and logistics challenges,Make in India can also become
avery attractive option for Chinese manufacturers looking at
theIndian market.

So,  warmly invite our friends from China to look at India not
justas a market, but as a long- term strategic partner.

And let me extend anotherinvitation.

Pleasejoin usin Mumbaifrom 3rd to 5th March 2027 for the
25th IAAPI Amusement Expo.

Our2026 edition was our biggest expo ever. And 2027 is going
to be 30% bigger. Around 90% of the exhibition spaceis
already booked.

So, trust me — thisoneis going to be huge!

I wish the 18th GTI China Expo tremendous success. | hope
everyone here finds new opportunities, builds strong
partnerships and takes back some great business from this

exhibition.

Thankyou, and I look forward to welcoming you all to India.




Digital-PhysicalIntegration

Breaking Boundaries and Innovating,
Unlocking A Diversified

New Industrial Ecosystem

Thisyear's expo focused on five core trends: cultural tourism
integration, digital-physical symbiosis, IP empowerment,
industrial upgrading, and international connectivity. It
precisely targeted industry pain points and future
opportunities, breaking down the barriers between
traditionalamusementand the cultural tourism industry to
achieve multi-format cross-sector symbiosis and
collaborative development.

Tech and fun go hand in hand across the exhibition floor, with
immersive experiences at every turn. Intelligentrobots guide
and empowervisitors throughout, while robot dogs add
playful warm-up interactions. Hardcore black tech joins
hands with leisure and entertainment, deeply blending the
innovation of digital technology, the emotional appeal of the
amusementindustry, and the experiential depth of cultural
tourism settings. From traditional amusement equipment to
new digital cultural tourism scenes, from VR/AR/MR virtual
experiencesto IP cultural creative derivatives and digital
sportsinnovation, the expo comprehensively showcased the
latest achievements in industrial transformation and
upgrading. During the expo, industry streamers also
introduced exhibition booths on-site through live streaming,
presenting audiences with a comprehensive "technology +
cultural tourism + amusement” immersive industry feast.

The eight exhibition halls of this year's expo each had
distinctive features, forming a clear structure of
comprehensive hall + technology interaction hall + brand hall
+fullindustry chain supporting hall, reflecting the upgrade
from single equipment transactions to full industry chain
collaborative integration.
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Hall1.1 — Comprehensive Equipment Hall. Akaleidoscope of
the fullindustry chain, with a large number of exhibitors
forming a complete microcosm of the industrial ecosystem.
Exhibitors covered the entire industry chain's small and
medium-sized segments including amusement equipment,
game technology, toys and gifts, environmental art, and
metal products, suitable for one-stop procurement of
supporting resources.

Hall2.1 —Indoor Amusement Park and Cultural Creative
Design Hall. Anew showcase integrating design and
creativity, gathering enterprisesinindoor amusement parks,
parent-child entertainment, cultural creative design, and
decoration engineering. It featured a concentration of gift
machines, redemption machines, turnkey venue solutions,
pinball machines, children's amusement parks, and trendy
IP-theme toys, makingitideal forindooramusement park
operators, commercial complexes, parent-child restaurants,
and children's theme spaces seeking overall design,
decoration, and amusement equipment solutions.




Hall 3.1 — Technology Interaction and Innovation Frontier
Hall. A "testing ground” forvirtual reality and intelligent
technology, concentrating enterprises in VR/AR, robotics,
intelligent equipment, digital sports, water parks, and
lighting, suitable for buyers interested in VR experiences,
robotinteraction, intelligentamusement, sports
entertainment equipment, and digital sports venues.

Hall 4.1 — Cultural Tourism Supporting and Immersive
Experience Hall. An "arena" for digital sports and immersive
experiences, featuring digital sports equipment and

immersive experience solutions, focusing on cultural tourism,

outdoor, sports, environmental art, inflatables, and go-karts,
while also having many supply chain supporting enterprises,
suitable for cultural tourism scenic areas, outdoor parks,
sports parks, and children's amusement park investors
seeking equipment and supporting facilities.

Hall 5.1 — Supply Chain and Ecological Services. It was not
only the hall with the largest number of exhibitors but also
the cluster with the most complete industrial chain
supporting facilities. Covering software systems, industry
associations, international pavilions, tokens and redemption
tickets, metal accessories, seating, carpets, lighting, leather,
and other subdivided fields, it was suitable for professional
buyers seeking accessories, consumables, software systems,
industry services, and international resources, and was also a
key area for understanding industry policies and going-
globalinformation.

Hall 6.1 — Brand Animation Amusement and Operation
System Hall. It concentrated a group of game and amusement
equipment manufacturers, electronic entertainment
equipment manufacturers, and operation management
system service providers with strong brand attributes,
suitable for arcades, chain amusement parks, and family
entertainment centers procuring mid-to-high-end
equipmentand management systems.

Hall 7.1 — Premium Game and Amusement Equipment Hall.
Relying on the GTlInternational Buyer Lounge, it
concentrated a group of enterprises with strong
comprehensive entertainment attributes, suitable for
customers seeking differentiated products.

Hall8.1 — Top Brand and International Arcade Hall. Although
the number of exhibitors was relatively small, it concentrated
alarge number of top enterprises, with an average exhibition
area of over200 square meters per exhibitor. It was a brand
hall that professional buyers, large chain operators, and
overseas buyers focus on.

The exhibits at this year's expo covered more than 60
industry sectorsincluding cultural tourism amusement, XR,
game and amusement, theme parks, IP-based cultural and
creative products, scenic area equipment, digital sports,
water park facilities, children's entertainment, unpowered
facilities, smartretail, landscape environmental art, and
intelligent technology. There were over 4,000 new products
unveiled, with the total number of exhibits exceeding 20,000.
New exhibitors were mainly concentrated in sectors such as
intelligent technology, trendy toy gifts, VR interaction,
parent-child amusement, and cultural tourism supporting
facilities, reflecting the expo's continued ability to attract
new industry forces, maintain a high renewal rate, and
sending five core signals:




1. Equipmentremains the entry point, but turnkey venue
solution has become mainstream.

Turnkey venue solutions formats such as inflatables, trendy
sports centers, trampoline parks, matrix slides, high-altitude
obstacle courses, and cultural tourism projects are appearing
in large numbers, indicating that the procurement logic of
Party Ahas changed: they no longer just buy machines, but
buy integrated solutions encompassing planning, design,
equipment, IP, and operations.

2.Redemption machines and gift machines remain the twin
engines of cash flow, but gameplay has been
comprehensively upgraded.

Redemption machines are developing toward screen-based,
sports-oriented, competitive, and IP-based formats; gift
machines are integrating toward claw machines, blind box
machines, capsule toys machines, draw-and-win machines,
combination cabinets, and unmanned retail.

3.1P has evolved from a decorative element into a core driver
of value creation.

PopularIPssuch as Sanrio, Pokémon, Ultraman, Nailong,
SuperWings, Octonauts, GG Bond, B.DUCK, Larva, Hello
Carbot, Eggy Party, The Smurfs, and NBA All-Star are
increasingly featured in amusement products. As
amusement equipment becomes more homogeneous, the
premium value of licensed IP becomes increasingly evident.

4. Digital sports, large-scale VR and interactive light-and-
shadow experiences move from emerging attractions to
mainstream entertainment offerings.VRis no longer limited
to standalone headsets. It now encompasses large-scale
free-roaming VR, MR CS, interactive light-based karting,
immersive cinemas and digital sports centers. Traditional
arcades are increasingly transforminginto modern
entertainmentvenues that combine trendy sports
experiences with family entertainment centers.

5. Operating systems, payment compliance and supply chain
support become essentialinfrastructure. Ticket storage and
management systems, token redemption and dispensing
machines, access control gates, RFID wristbands, card
readers, paymentterminals, self-service kiosks and Saa$
management platforms were widely represented at the
exhibition. Industry competition is expanding beyond
whetheramachineis entertaining to whetheran
entertainmentvenue can operate efficiently and profitably.

Buyers fromover 100 countries
andregions gathered at

GTI China Expo, highlighting
globalamusementindustry trends

Professional buyers from more than 100 countries and
regions traveled to Guangzhou for GTI China Expo 2026,
including the United States, Canada, Mexico, Brazil,
Argentina, Colombia, Peru, Chile, Ecuador, Bolivia,
Venezuela, Panama, Costa Rica, Guatemala, the Dominican
Republic, Jamaica, Martinique, the United Kingdom, France,
Germany, ltaly, Spain, Portugal, the Netherlands, Belgium,
Austria, Poland, Slovakia, Romania, Bulgaria, Greece, Croatia,
Slovenia, Lithuania, Latvia, Estonia, Belarus, Russia,
Denmark, Sweden, Finland, Ireland, Norway, Iceland,
Malaysia, India, Japan, South Korea, Thailand, the
Philippines, Vietnam, Kazakhstan, Uzbekistan, Kyrgyzstan,
Tajikistan, Azerbaijan, Armenia, Georgia, Turkiye, Saudi
Arabia, the United Arab Emirates, Qatar, Yemen, Jordan,
Lebanon,Iraq, Iran, Syria, Israel, Palestine, Pakistan,
Bangladesh, SriLanka, Nepal, Myanmar, Cambodia, Laos,
Indonesia, Singapore, Brunei, Mongolia, Afghanistan, Hong
Kong (China), Macao (China), Taiwan (China), Morocco,
Algeria, Tunisia, Libya, Egypt, Sudan, Ethiopia, Somalia,
Kenya, Uganda, Rwanda, Burundi, the Democratic Republic
ofthe Congo, Cameroon, Ghana, Nigeria, Cote d'lvoire, Mali,
Mauritius, South Africa, Angola, Zimbabwe, Tanzania,
Australia, New Zealand and many others. Thisremarkable
level of international participation has once again reinforced
GTIChinaExpo's position as a central hub for supply chain
collaboration and innovation in the global amusement and
attractionsindustry. It has also reflected an evolving global
market landscape, with Asia providing a strong foundation,
the Middle East undergoing transformation, Europe and the
Americas pursuing technological innovation, and Africa
acceleratingits development.




1. Expanding global buyer network: Four regions,
four distinct purchasing priorities.

Asiaremains afundamental market for the global
amusementindustry, but purchasing strategies are shifting
from individual equipment acquisitions toward chain
expansion, integrated systems and long-term development.
The group visits of leading Japanese companies, including
Bandai Namco, SEGA FAVE and TAITO, highlighted Japan's
growing emphasis on China's amusementequipment supply
chain and its systematic evaluation of potential partners.
South Korean companies such as CJ4DPLEX and GRAC
demonstrated stronginterestinimmersive experience
technologies. In Southeast Asia, companiesincluding
Funworld Indonesia, Kiztopia and Quantum Amusement are
participatingin a period of rapid expansion of FEC chains. In
South Asia, TEEG Indiais advancing plans to expand its
networkto 100 locations. The strong presence of Asian
buyers demonstrates that China's supply chainisvalued not
merely for cost competitiveness, butincreasingly as an
essential foundation for chain expansion and the delivery of
integrated entertainment solutions.

The Middle Eastern market displayed a clear preference for
integrated procurement solutions. Buyers from Iraq
presented purchasing requirements covering nine major
equipment categories for the development of premium FECs.
The participation of Saudi entertainment company AEC and
the D&B Dubai Branch reflected the region's broader strategic
transition from an oil-dependenteconomy toward amore
diversified consumer and entertainment economy. For
Middle Eastern buyers, procurementis no longer simply
aboutaddingindividual machines. Instead, itincreasingly
involves comprehensivevenue planning, premium
equipment, branded experiences and integrated operating
systems. Therise of the Middle Eastern market is creating
new growth opportunities for the global amusement industry
while opening doors for Chinese suppliers to deliver high-
end turnkey arcade and FEC solutions.

Technology suppliers from Europe and the Americas,
represented by companies such as Raw Thrills, showed
particularinterestin emerging technologies, including mixed
reality, interactive LED floors and unattended VR attractions.
Their prioritiesinclude maximizing revenue per square meter
and improving operational efficiency. Unlike emerging
markets, where cost-effectiveness and scalability often take
precedence, buyers from more mature markets place greater
emphasis on technologicalinnovation, contentrenewal and
replicable operating models. Their presence at GTI China
Expo was notsimply aboutsourcing equipment, butabout
identifying solutions capable of improving venue
performance, reducing labor costs and creating
differentiated entertainment experiences.
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Africa has emerged as one of the rapidly growing regions for
the globalamusement equipmentindustry. Registered
African buyers at thisyear's GTI China Expo represented
nearly 20 countries, including South Africa, Nigeria, Egypt,
Algeria, Ghana and Morocco. The accelerating development
of African amusement markets signals the expansion of
entertainment consumption beyond established markets
into emerging economies. Cost-effectiveness, durability,
after-sales support and adaptation to local market
conditions remain key purchasing considerations for African
buyers. GTI China Expo has established an efficient and direct
connection between China's comprehensive amusement
supply chain and the growing demand of emerging African
markets.

2. Changing purchasing behavior: From buying equipment
toinvestinginvalue.

Purchasing behavior at this year's exhibition reflected the
depth of the industry's ongoing transformation. Buyers are
making increasingly rationalinvestment decisions, placing
greater emphasis onreturn on investment, equipment
durability, revenue per square meter and energy
consumption ratherthan focusing solely on purchase prices.
Demand for one-stop solutions has become increasingly
prominent. Comprehensive services covering venue
planning, equipment customization and operational support
are now central considerations in procurement decisions.
Technology integration and IP-driven development have also
becomeimportant selling points. Inquiries forimmersive
attractionsincorporating VR/AR, interactive projection and
othertechnologies, as well as products featuring well-known
licensed IPs, have increased significantly. At the same time,
global buyer demand is evolving across multiple dimensions:
from individual purchases to replicable chain operations,
from traditional arcade games to immersive entertainment,
and from children's playgrounds to all-age FECs. The
completeness, responsiveness and cost advantages of
China'samusement supply chain make it an increasingly
important sourcing destination for international buyers.

Distincttrends are also emerging acrossindividual industry
segments. In the attractions sector, demand is shifting
toward themed and immersive experiences, with large-scale
projectsincreasingly favoring landmark attractions that can
generate social media attention. Indoor FECs are becoming
important traffic drivers for shopping malls and commercial
complexes, fueling strong demand for modular, highly
interactive family entertainment equipment. Meanwhile,
arcade chains continue to rely on redemption games and
prize machines as key revenue drivers, prioritizing high-
performing products that encourage social interaction and
repeatvisits. Together, these developments demonstrate
that competition in the global amusementindustry is shifting
from individual equipment to a broader combination of
entertainment environments, content, operations and
integrated ecosystems.




Global buyers reaffirm
GTIChinaExpo'sroleasan
internationalindustry hub

The participation of professional buyers from more than 100
countries and regions highlights at least five dimensions of
GTI China Expo's value.

First, global reach. With buyers gathering from six continents,

GTI China Expo has demonstrated its ability to connect the
global amusement and attractions industry.

Second, buyer quality. From leading Japanese corporations
and South Korean organizations to major Middle Eastern
entertainment companies, Southeast Asian chain operators,
South Asian expansion projects and technology suppliers
from Europe and the Americas, the buyer profile is evolving
from an emphasis on quantity toward greater quality and
purchasing potential.

Third, tangible market demand. Buyers arrived with specific
procurement lists, investment plans and operational
requirements, making the exhibition a concentrated
platform for identifying and responding to global market
demand.

Fourth, supply chain connectivity. The extensive
international participation further demonstrates GTI China
Expo'simportant position as a central hub for collaborative
innovation across the global amusementindustry supply
chain.

Fifth, a new stage of international expansion. China's
amusement industry is moving beyond equipment exports
toward the internationalization of brands, integrated
systems, technical standards and operational expertise.

From three days of exhibition activities to year-round
business connections, and from product exports to the
international expansion of brands, systems, standards and
operational expertise, GTI China Expo is forging stronger
links between global market demand and China's
amusement supply chain. With buyers from more than 100
countries and regions converging in Guangzhou, the
exhibition has evolved beyond a showcase for Chinese
amusement equipment exportsinto a central hub for
collaboration and innovation across the global amusement
industry supply chain. It enables the world to discover the
strengths of China's supply chain while helping Chinese
manufacturers better understand the needs of international
markets. Behind the expanding global buyer network lies a
fundamental shiftin purchasing priorities. Companies
capable of delivering higher ROI, more comprehensive
solutions, stronger technology integration and greater IP-
driven value will be better positioned to lead the next phase
of global competition.




As buyers from more than 100 countries and regions traveled
to Guangzhou, the value of GTI China Expo extended far
beyond its three-day exhibition period. It serves asa
barometer of global amusementindustry trends, showcasing
developments such asscreen-based redemption games,
collectible and trendy prizes, large-scale VR experiences,
digitalized operations and turnkey venue solutions. Itis also
an annualsourcing destination forinternational buyers,
bringing together the needs of Asian entertainment chains,
transforming Middle Eastern markets, technologically
advanced European and American operators, and rapidly
developing African markets. Furthermore, the exhibition
provides a powerful gateway for the international expansion
of Chinese amusement enterprises, connecting China's
comprehensive manufacturing ecosystem with diverse
markets worldwide. Above all, it functions as a central hub for
collaborative supply chain innovation, bringing together
content, technology, IP, operations, payment systems,
certification, logistics and capital.

Intelligentization,

IP-driven development,
culturaltourismintegration,
andinternationalization:
Four major trends emerging
from GTIChina Expo 2026

Walking through GTI China Expo 2026, one observation
becameimmediately clear: traditional arcade equipment
remains an important part of the industry, but the rules of
competition are changing. Redemption games are no longer
simply about dispensing tickets. Prize machines are no
longer limited to conventional claw machines. VRis no longer
confined to standalone experiences, and exhibitors are no
longer focused solely on selling equipment. Turnkey venue
solutions, IP licensing, digital sports, operating systems and
international market development are collectively shapinga
new industry landscape. Based on the exhibitor profile and
buyer demand at this year's exhibition, four major trends are
accelerating the transformation of the amusement and
attractions industry: intelligentization, IP-driven
development, cultural tourism integration and international
expansion.




Intelligentization transformation emerged as one of the most
prominenttrends at this year's exhibition. Terms such as
intelligent technology, digital technology, cloud-based
control, Internet of Things, VR and robotics appeared
frequently amongexhibitors, reflecting the industry's
transition from traditional mechanical equipment toward
intelligentinteraction, virtual reality and Al-powered
experiences. Whether through the integration of digital
screens into redemption games, motion-based simulation
attractions, large-scale VR, MR combat experiences,
interactive LED floors or unattended VR systems, the
underlying objective remains the same: using technology to
enrich entertainment experiences and improve operational
efficiency. The global arcade game market was valued at USD
10.99 billion in 2025 and is projected to grow at a compound
annual growth rate of 14.8% from 2026 to 2033. This market
outlook furtherindicates thatintelligent transformation is
not merely anisolated experiment but part of a broader
globalindustry trend. Forvenue operators, intelligent
equipment means more than improved entertainment
experiences. It also offers the potential for higherrevenue
persquare meter, lower labor costs and stronger
repeat-visit rates.

The integration of IP, collectible merchandise and prize-based
entertainment emerged as the second major trend. This year's
exhibition saw a notable increase in exhibitors specializingin
plush toys, trendy collectibles, premium gifts and prize
merchandise. Many animation and technology companies are
also expandinginto IP-related merchandise and collectibles.
PopularIPs such as Sanrio, Pokémon, Ultraman, Nailong, Super
Wings, Octonauts, GG Bond, B.DUCK, Larva, Hello Carbot, Eggy
Party and The Smurfs appeared frequently across amusement
equipment, prizes and themed entertainment environments. The
integrated "equipment+IP + prizes" operating model is
becoming animportantstrategy foramusement parks and
arcades seeking to encourage repeat visits. Asamusement
equipment becomesincreasingly homogeneous, the
differentiating value of licensed IP and reliable prize supply
chains becomes more apparent. Future competition will no
longer be determined solely by how entertaining a machineis. It
will also depend on whether content can be continuously
refreshed, prizes can sustain customer interest, and IP can
establish lasting emotional connections with consumers.

Cross-sectorintegration involving cultural tourism, sports
and children's entertainment represents the third major
trend. Companies specializingin environmental art and
themed construction, dinosaur-themed landscapes, water
park equipment, inflatable attractions, sports equipment
and bowling facilities were represented across exhibition
hallsincluding Halls 4.1 and 2.1. These developments reflect
theindustry's increasing convergence with cultural tourism,
sports, family entertainment and theme parks. In the
attractions sector, themed and immersive experiences are
gaining importance, while major projects increasingly favor
landmark attractions capable of generating social media
engagement.Indoor FECs are becoming important traffic
generators for commercial complexes, driving demand for
modular and highly interactive family entertainment
equipment. Arcade chains, meanwhile, continue to rely on
redemption games and prize machines as core business
drivers, focusing on high-revenue products that encourage
social interaction. These trends demonstrate that the
boundaries of the amusementindustry are expanding
beyond traditional arcades into tourist attractions, shopping
malls, sports venues and family entertainment centers.




Internationalization and overseas market expansion
represent the fourth major trend. International brands such
as SEGA, Bandai Namco, Moser's Rides and Semnox Solutions
participated in thisyear's exhibition, while international
organizations, including the Russian Association of
Amusement Parks and Attractions (RAAPA), were actively
involved. The growing two-way exchange between China's
amusement supply chain and global innovation resources is
driving the industry toward deeperinternational cooperation
and competition. Professional buyers from more than 100
countries and regions traveled to Guangzhou, reflecting a
global market landscape in which Asia provides a strong
foundation, the Middle East is undergoing transformation,
Europe and the Americas pursue technological leadership,
and Africa accelerates its development. Purchasing priorities
are shifting from simply buying equipment toward investing
in ROI, integrated solutions, technology, IP and operational
expertise. China's amusementindustry is also advancing
beyond product exports toward the international expansion
of brands, integrated systems, standards and operating
models. As a central hub for collaborative innovation across
the global amusementindustry supply chain, GTI China Expo
isbecoming animportant destination for discovering
emerging trends, connecting buyers with suppliers and
fostering innovative partnerships.

Taken together, these four trends are notisolated
developments. They pointtoward a common future for the
amusement and attractionsindustry. Intelligentization
addresses the need for better experiences and greater
operational efficiency. IP-driven development strengthens
content differentiation and repeatvisits. Cultural tourism
integration expands entertainment environments and
creates new market opportunities. Internationalization
opens new markets and drives long-term growth. Their
convergenceis accelerating the industry's transition from
individual equipment sales to turnkey venue solutions, from
price-based competition to value-based competition, and
from manufacturingin China to global collaboration.
Traditional arcade equipment remains part of the industry,
but the competitive landscape has fundamentally changed.
What GTI China Expo 2026 presented was therefore more than
avibrantthree-day trade exhibition. It offered a roadmap for
the next phase of growth in the global amusement and
attractions industry.




GTI China Expo 2026 has successfully concluded in
Guangzhou.As animportantannual gathering for the global
amusementand attractions industry, this year's exhibition
once again demonstrated its distinctive value through
extensive international participation, a comprehensive
industry supply chain and a dynamic environmentfor
innovation. The exhibition not only facilitated efficient
connections between suppliers and buyers, but also
strengthened confidencein the global industry amid market
uncertainty. Beyond showcasing products and technologies,
it encouraged meaningful exchanges of ideas, business
models and industry ecosystems. GTI China Expo is evolving
from a traditionalindustry exhibition into a vital hub for
international cooperation, collaborative innovation and
shared growth across the globalamusementand attractions
industry.
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The 19th GTI China Expo will take place from
September10to 12,2027 atAreaA,
ChinaImport and Export Fair Complex, Guangzhou, China.

We look forward to welcoming industry professionals from
around the world back to Guangzhou in 2027 to explore new
opportunities, strengthen partnerships and embark on
another exciting chapter of globalamusement industry
development.

Through the following photos,
weinvite youtorelive the vibrant
atmosphere and memorable
moments of this year’ s expo.

GTIChina Expo 2026
Highlights

GTIChina Expo 2026
Exhibits

GTIChina Expo 2026
Exhibitors
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Overseas Promotion
Express Trainis

Launching!!!
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With GTI's global promotion plan,
your export revenues will be redoubled!!

TEL:+886-2-2760-7407
FAX:+886-2-2742-0522

E-mail:gametime@taiwanslot.com.tw
Website:www.gti-amuse.com
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Moscow, VDNH
New pavilion 20 March 17-19

' Professional award in the field of recreation and entertainment
(=] ={=)

The Award ceremony March 17 in Moscow
PARK Y
Organizer General Sponsor General Media Partner With the support of
A
Al /PAX‘ ® RITPANUACHS] A\ MWHIIPOMTOPT
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Organizer: +7 (495) 604-11-26, raapa@raapa.ru; www.raapa.ru
Representative in China: ACE Marketing Inc. Tel: 86-21-51082666*202; www.acemarketing.com.cn
Guangdong Grandeur International Exhibition Group Co.,Ltd. Tel: 86-15902037730; www.gzhw.com
Shanghai Yesun Expo Service Co., Ltd. Tel: 86-21-34092615; Mobile: 86-130466
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Follow and Keep in Touch



Dubai

) Entertainment =3 v

x. Amusement &

= & Leisure MENA DEF%"M
- " (Formerly DEAL Dubai) M-

18 - 20 JAN 2027
DUBAI WORLD TRADE CENTRE

WHERE
ENTERTAINMENT
BUSINESSES
SCALE

Entertainment & Leisure MENA is the region’s platformn connecting
suppliers, operators, developers, and investors building the next
generation of indoor and outdoor entertainment destinations.

LIVE WEBINARS E-COMMERCE PLATFORM

RIB) MARKETPLACE

ORGANIZED BY

GET IN TOUCH

Ashik Thomas Joseph
Exhibition:Director

() +971 52 616 3495
@ ashik@glexhibitions.com

EXHIBITIONS

¥y %
41
J WWW.ENLMENA.COM




Targeted on cross domain and multi-levelamusement equipmentin China,
ChinaAmuse opens awindow forinsiders to purchase amusement equipment
and provides them with a powerful media communication platform.

THE MOST POPULAR
PUBLICATION IN AMUSEMENT
INDUSTRY IN CHINA

If you want to know more about China market
or purchase China-made product

CHINA AMUSE CAN HELP YOU!




. Size:1458%2433MM
Mighty Larva pgyer:1000w

Super Mo-Wheel Size:1500*1519MM

M wmdh =2 88 5 R 2 3
GUANGZHOU POTATO ANIMATION TECHNOLOGY CO.,LTD
Cell: +8613902278695 (Jane) Web:www.potatoamusement.com

Size:1345*1345*2353MM Power:200W Size:1876*1050*1690MM Size:2130*1200*1390MM
Power:400W Power:200W

Power:200W

Larva Carousel i i Size:1490*750*1400MM Sky Route SUPER MISSION

®% } >
: (X4 ) »
Super Wings Kiddie

. . Super ings Kiddie
Golden Boy Dizzy Helicopter Rides-Donnie Rides-Jett

Power:400W Size:1595*1380*1690MM Size:1890*1380*2040MM Size:1400*1310*980MM Size:1385*1330*980MM

Super Wings Lift Kiddie Rides

Size:1050*1150*1130MM
Power:400W

TWins  sjze:2440*1580*1650MM
Hockey Power:700W

-

yi?%@

Larva Attack
Size:2267*2523*1761MM
Power:700W

Power:400W Power:400W Power:50-125W Power:50-125W

Burger Tuk-tuk

Size:1115*2100*1927MM
Power:880W

Cute Car Party George Cute CarParty Ricky Gallop
Size:1300*800*970MM Size:1270*800*845MM Size:2100*1340*1240MM  Size:1368*933*980MM
Power:25-125W Power:25-125W Power:200W Power:300W

Mech  size:2770*1660*1700MM Super Wings size:2688*1818*2453MM Star Size:2240*1560*1890MM
power Power:700W Hockey Power:700W Contest Power:265W

Octonauts Power Hockey Curved & Flat  Power Hockey Curved & Flat pino Mini sjze:1046*386*1300MM
Size:1852*1508*1668MM Size:2115*1315*967TMM Size:2106*1310*978MM Hockey  Power:200w
Power:700W Power:600W Power:600W

WhatsApp Wechat
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DIGITAL MAN

Business Inquiry(+86):13266365237(Yoyo) 13266365238(Lucia) 13602492138(Balan) 18002259157(Kiki)

18588886342(Mina) 18898605981(Lala)
Business cooperation(+86):18588785238(Ms. Xu)
EmallAddress:sxb33753870@126.com

TelNumber:020-34698437

Guangzhou Ziyuan Digital Technology Co., Ltd.

F'MERAEREZRFHERERLQA

18928767405(Albee)

Tech Support(+86):18928767407(Mr. Shu)
Website: www.zr-y.cn

Elm.

Company Address: 243-245 Xingxin Animation Industrial Park, Yingxin East Road, Panyu, Guangzhou WhatsApp ) WhatsApp
(GKET HOUSE | Tl il
T;ﬁ/"r;/”'” '\HUUE OPENING
o0 ol S ST
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V9 Intelligent Terminal ;
-
Size:85*85*30mm Power:8W —
[ |
1 3P Ticket Station =
i 1B 5 E il Size:650*650*1750mm Self-Service Cashier -
Voltage:AC110V-220V i
‘ i Size:570*540*1810mm
‘ Power:800W
L Voltage:AC200V Power:150W |
- |
— ‘\\
= : ¥ =
‘ ® EE \\ 7 g %
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/ | ;
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Counter Coin Vendor

] Size:360*400*650mm

Voltage:AC220V Power:150W

p—

/i el

4l

(= N
SYSTER

Face Ticket Machine

Size:570*540*1750mm
Voltage:AC110V-220V

Dual-Screen Smart Cashier

Size:380*215*350mm
Power:84W

Butterfly Smart Wing Gate ihe

Size:1000*1250*955mm ] |
Power:300W >

Mobile Pos Cashier

Size:17.6*81.6*222mm
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W680XD527XH1200mm

L ! optional I i
Gopher Go! il ALl

Ticket Cutter Station DX

W1200xD927xH2097mm with shelves
W706xD688xH2097mm without shelves

Monster Party

W1040XD2450XH2400mm

Street Basketball DX  Street Basketball Deluxe with LED Fast Beat Battle Rider
W1025xD2597xH2643mm W1030xD2500xH2643mm W1060xD2146xH2093mm
SAINT-FUN INTERNATIONAL CO., LTD. = EEE

Addr:No. 5, Lane 63, Guangxing St., Shulin Dist., New Taipei City 238036, Taiwan ';"S’g;;s;:" .
Tel: +886-2-8688-7766  Fax:+886-2-8688-3366 [w]

Http://www.saintfun.com.tw E-mail : coopersin@saintfun.com.tw 45



NE o FUNS WELEOMET0)JOIN]US S DISTRIBUTOR FROM) ALLTOUER  THE |WORLD 1

www.neofuns.com

% NEREEINL 2

14"Mini Super Crane ~ Neo Spin (Mini) 21" Shooting Star 31" Neo Claw Neo Spin Souvenir Coin Printer Truck Power All Four Fun
W356*DSI0FHI783mm  W540*D664*HI767  WBA0*D6GTHISIOMM  W633*D757*H1771Imm  W765+D9I5*HI9T7mm  W720*D717%H2063mm = W972*D1091*H2036mm = W1472*D863*H2507mm

r ;grnh" = | ‘A > |

SLdSas ol ,
Ticket Carnival 25" Candy Shop Neo Claw Pixel Crazy Guitar King Hammer Pirates Treasure
Wé35*D788*H2622mm W633*D800*H2188mm W768*D865*H2080mm WIS92#DI170*H3044mm WI008*D1033*H3002mm W944*DTI05*H2805mm

Uttimate Big Punch 3
WI1000*D1240*H2098mm

Boxing Kids Boxing Champion 2 Boxing Prize Boing Pixel Punch & Kick 2
W682*D1373*H1837mm W520*D1164*H2090mm W800*D1366*H2216mm W1200*D800*H2160mm W945*D1268*H2317mm

Fun Darts 3 Fun Darts 5 Fun Darts (Max) Shooting Hoops Crazy Hockey Kick Off
W742+D612H2435mm WE90*D497*H2303mm W729*D488*H2317mm WI000*D2384*H2820mm WIS00+D600*H2135mm W2280*D1522*H1833mm W965*D680*HI397mm

E-Mail address : Caroline@neofuns. com

Office Add : J118, Startoon City, Yingxing Rd, Panyu District, Guangzhou, 511400, China

Factory Address : #2, Chengnan 5th Rd, South District, ZhongshanCity, Guangdong Province, 528400, China
4 Website : www. neofuns. com www. neofunsarcade. com



Encryption
bank card chip VIP card

Disposable
paper bracelet

Odne-cardsystEm

Good Helper Intelligent Technology is a professional park management
company that supports all languages worldwide with one click
switching.Over the past 19 years, it has been used in more than 50
countries worldwide, with over 30000 parks, providing comprehensive
management services for parks.

Redmption Card Reader

020 mall management
|

Park Management Chain management

o

Video game management Scenic spot management

‘Theme management marketing management

Intelligent ticket
storage machine

Luxury GMS (43 inch)

ATM Machine Note: Contains Nayax

Acces control (in/out)

Description: supports membership cards,wristbands, and facial recognition

A

~

COMPANYINTRODUCTION

LiGuan.specialize in designing and manufacturing high-end
indoor and outdoor playgrounds for over 20 years, suitable
for family entertainment centers, sports and trendy play
venues, and indoor and outdoor amusement parks. We have
served more than 10,000 global users.

~

+86 18613197979 l?é;'lil
+86 19927402850 [&

Learn more about Scan
the QR code to contact47



Funovaiiz

Tap Card

Terminal
(Model: T12)

@® 4inch Capacitive Touch Screen with High
Performance MCU, Supports Rich Animations
and Dynamic Ul Elements.
@ Real Time Data Record,Provide Operators with Precise Data Analysis.
® Supports Wi-Fi 6 (802.11ax): Higher throughput and stable connectivity for large-scale FEC deployments.
@ Drop-in Retrofit Cuts,Shortening Installation Time

2026.08.05 - 08.06 FUE="Y FAE Jakarta INDONESIA
2026.09.10 - 09.12 JR<ZZM GTI Guangzhou CHINA
2026.09.22 - 09.24 Raf=xiz4 IAAPA London UK

2026.11.17 - 11.20 EZ- M IAAPA Orlando USA

(B e 1
SRR | | Tk +86 13724026597 +86 13602810510
'gﬂa:‘-!' o g yd | Ada @yingjiafunova.com  kern@yingjiafunova.com

R e it
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D) T Web: http://www.funovacardsystem.com )
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GAMELOFT
©2026 Gameloft. All rights reserved. Licensed by Gameloft.
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©IGS CO.,LTD
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@ SCREEN : 85"LCD
® DIMENSIONS : 1085(W)x2850(D)*3015(H) mm

® POWER:
ASPHALT 9 PLUS 1400W

MOTO BLITZ DX PLUS  1300W



