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REDEFINITION OF BOUNDARIES
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LANGUAGE IS THE ORIGIN OF WRITTEN CHARACTERS, AND SOUND
CONSTITUTES HUMANITY S EARLIEST MEDIUM OF COMMUNICATION.
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PRE-PAPER ERA: EASTERN AND WESTERN WRITING MATERIALS
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The Sumerians and
Babylonians used clay tablets
as writing and book materials.
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Ancient Indus Civilization
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The inhabitants of the Indus
Civilization used leaves as a
material for inscribing texts.
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The ancient Chinese used
tortoise shells, bamboo slips,
wooden tablets and silk as
writing materials.
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THE INVENTION OF PAPER: A NEW CHAPTER IN HUMAN CIVILIZATION
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Among ancient China’ s Four Great Inventions, two are closely
associated with reading: the invention of paper and the advent of
movable-type printing.

Paper ushered humanity into a new era of civilization and remains one
of China’ s greatest gifts to the world.
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Unlike China, the West developed parchment
manuscripts, and parchment remained the
primary writing material in Europe throughout
the Middle Ages.
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TRANSFORMATION OF ERAS: THE COEXISTENCE OF TRADITIONAL AND DIGITAL MEDIA
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In different eras, content has been disseminated
through different media and channels.
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One of the prominent features of the past three decades
has been the profound impact of digital technology.
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Today, we live in an age where traditional and digital
media coexist.
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CHINA’ S DIGITAL PUBLISHING: DEFINITION AND SCALE
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Definition of Digital Publishing in China
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- In China, digital publishing covers not only e-
books, audiobooks and content database products,
but also numerous segments of the digital content
industry, such as online music, online literature,
online games and more.

- It refers to the content industry that creates
works in digital form and disseminates them via the

internet.
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Trillion-yuan Market Scale
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The driving force of digital technology
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More than one billion internet users
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The scale of China's digital publishing industry far
surpasses that of the traditional publishing industry.
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Its revenue topped 1.9 trillion yuan in 2025,
around 280 billion US dollars.
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USER EVOLUTION
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Intergenerational Differences
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Digital Immigrants vs. Digital Natives
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Mobile phones are an innate part of life for Digital Natives.
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From Content Consumers to Content Producers
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Reshaping of Behavioral Patterns

REBTAPER ‘B fiE, B “B7 MERFRAR
Most users read on screens and spend more time
reading digitally than on paper.

Driven by the prevalence of mobile internet, content production and consumption have gradually converged.
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Current Market Situation
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Digital content sectors such as
online literature, digital music and
audiobooks have already
outperformed traditional books,
newspapers and periodicals in
market scale.
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Fundamental Value
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The publishing industry delivers
professional, authoritative and

rigorous content.

MARKET LANDSCAPE AND THE FUNDAMENTAL VALUE OF PUBLISHING INDUSTRY
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——— Future Trends
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New technologies will break down the
scenario boundaries of traditional books,
music and videos, integrating in-depth
knowledge, online interactivity and IP
penetration. Content consumption will
shift from a single format to diversified
coexistence, forming a brand-new content

ecosystem.
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REDEFINITION OF PUBLISHING
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Diversified Transformation of Content
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Publishing houses no longer focus solely on
printed books. Instead, they simultaneously
develop products including audiobooks,
audio dramas, short videos, cultural and
creative merchandise, and toys to
disseminate knowledge and information in

diversified forms.
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Changjiang Press

A Dream of Red Mansions: 3D Portraits of the
Twelve Beauties
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KAYOU X Xinhua Publishing House

Black Myth: Wukong | Encounter Shanxi Book &
Merchandise Gift Box
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REDEFINITION OF PUBLISHING
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Full-domain Development and Operation of IP
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High-quality content carries long-term IP value and can be extended
to develop stage plays, video games, offline exhibitions and cultural

tourism projects.
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Online Digital Processing
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Books are decomposed into fragmented knowledge particles to
construct semantic correlations, enabling intelligent retrieval and
personalized reorganization, as well as derivative products such as
courses and databases.
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Black Myth: Wukong

i1 ‘n

;

(LFER) B ZiER]
BEIJING FAYUAN SI

(Stage Play of the Same Name)
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GLOBAL VISION: WIN-WIN COOPERATION
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We fully support international copyright cooperation to advance mutual business growth.
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Children’ s Fun Publishing Co., Ltd. is China’ s first Sino-foreign joint
venture publishing house. Co-founded by Denmark’ s Egmont Group and
Posts & Telecom Press, it has focused on children’ s publishing for more than
30 years and become a model for Sino-foreign cultural cooperation.

BEBHRBERAAE
Children’ s Fun Publishing Co., Ltd
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FUNDAMENTAL PRINCIPLE: COPYRIGHT PROTECTION AND COMPLIANT MANAGEMENT
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Copyright protection serves as the cornerstone
of the content industry
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Respect the Law
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Respect Culture

IRIF A
Protect Copyright
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