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Report description:

The In-flight Entertainment and Connectivity market is estimated to grow from USD 11.7 billion by 2029 from USD 8.6 billion in
2024, at a CAGR of 6.3% from 2024 to 2029. The increasing prevalence of business and leisure travel drives the demand for IFEC
systems. Business travelers require dependable connectivity to maintain productivity during flights, while leisure travelers seek
diverse entertainment choices to enhance their travel experience. Concurrently, airlines are capitalizing on IFEC systems to
explore novel revenue avenues, including premium content, in-flight retail, and targeted advertising; these opportunities make
investing in IFEC financially appealing for airlines, supporting their efforts to cater to evolving passenger preferences and
maximize revenue potential.

"Business Class segment by Class is expected to hold the highest market share in 2024."

Based on class, the business class segment is expected to have the highest market share in 2024. The increase in global business
travel has prompted airlines to elevate their offerings in business class. For business travelers, comfort and productivity are
paramount, making advanced IFEC systems a pivotal factor. Airlines are emphasizing superior passenger experiences to
distinguish themselves in a competitive market. Enhanced IFEC in business class often features larger screens, premium content
selections, noise-canceling headphones, and high-speed internet, all enhancing the overall flight experience with greater
enjoyment and productivity.

"Entertainment segment by Offering is estimated to grow at highest CAGR in forecast period."

Based on the offering, the entertainment segment is expected to grow the most during the forecast period. As long-haul and
ultra-long-haul flights increase, the demand for strong entertainment options grows more critical. Passengers on extended flights



rely heavily on in-flight entertainment systems to pass the time, underscoring the significance of this segment. Modern
entertainment systems, integrated with user-friendly interfaces, real-time content updates, and seamless BYOD capabilities,
significantly enhance the overall user experience. This integration allows passengers to navigate and enjoy their preferred content
effortlessly, resulting in increased usage rates.

"North America is expected to hold the highest market share in 2024."

North America is a center of innovation, particularly in aerospace and entertainment technologies, driving early and extensive
adoption of advanced IFEC solutions. Passengers in this region hold high expectations for in-flight services, demanding diverse
entertainment and seamless connectivity. Airlines offer a broad array of content and high-speed internet to meet these demands,
fuelling the need for a sophisticated IFEC system. The region's strong economic indicators include high disposable incomes and
substantial IFEC systems. The region's strong economic indicators, including higher disposable incomes and substantial business
travel, further bolster the demand for premium-flight services. Specifically, business travelers sell dependable connectivity and
entertainment to maintain productivity throughout their journeys.

The break-up of the profile of primary participants in the In-flight Entertainment and Connectivity market:

-0By Company Type: Tier 1 - 35%, Tier 2 - 45%, and Tier 3 - 20%
-[By Designation: C Level - 35%, Director Level - 25%, Others - 40%
-[By Region: North America - 21%, Europe - 18%, Asia Pacific - 42%, Rest of the World - 19%,

Panasonic Avionics Corporation (US), Thales (France), Anuvu (US), Collins Aerospace (US), and Astronics Corporation (US). These
key players offer connectivity applicable to various sectors and have well-equipped and strong distribution networks across North
America, Europe, Asia Pacific, the Middle East, Africa, and Latin America.

Research Coverage:

The IFEC market is segmented by offering in-flight entertainment and connectivity. In-flight entertainment is further segmented
into product, in-flight content, and in-flight retail and advertising. In-flight connectivity is further segmented into Solution and
In-flight internet.

By Platform, the IFEC market is segmented into Narrow-body aircraft, wide-body aircraft, and business jets.

The IFEC market is segmented by class into First Class, Business Class, Premium Economy Class, and Economy Class.

By End Use, The market is segmented into OEM and Aftermarket. In this segment, the Hardware sections, i.e., the Product
segment in In-flight entertainment and the Solution segment in In-flight connectivity, are considered.

This report segments the In-flight Entertainment and Connectivity market across five key regions: North America, Europe, Asia
Pacific, the Middle East, and the rest of the world, along with their respective key countries. The report's scope includes in-depth
information on significant factors, such as drivers, restraints, challenges, and opportunities that influence the growth of the
In-flight Entertainment and Connectivity market.

A comprehensive analysis of major industry players has been conducted to provide insights into their business profiles, solutions,
and services. This analysis also covers key aspects like agreements, collaborations, new product launches, contracts, expansions,
acquisitions, and partnerships in the In-flight Entertainment and Connectivity market.

Reasons to buy this report:

This report is a valuable resource for market leaders and newcomers in the In-flight Entertainment and Connectivity market. It
offers data that closely approximates revenue figures for the overall market and its subsegments. It equips stakeholders with a
comprehensive understanding of the competitive landscape, facilitating informed decisions to enhance their market positioning
and formulating effective go-to-market strategies. The report imparts valuable insights into the market dynamics, offering
information on crucial factors such as drivers, restraints, challenges, and opportunities, enabling stakeholders to gauge the
market's pulse.

The report provides insights on the following pointers:



-JAnalysis of the key driver (Surge in passenger volume), restraint (Stringent data privacy regulations), opportunities (Growing
collaborations between airlines and content platforms), and challenges (Passenger preference for traditional interactions) there
are several factors that could contribute to an increase in the In-flight Entertainment and Connectivity market.

-OMarket Penetration: Comprehensive information on In-flight Entertainment and Connectivity solutions offered by the top players
in the market

-JProduct Development/Innovation: Detailed insights on upcoming technologies, research & development activities, and new
product & service launches in the In-flight Entertainment and Connectivity market

-OMarket Development: Comprehensive information about lucrative markets - the report analyses the In-flight Entertainment and
Connectivity market across varied regions.

-OMarket Diversification: Exhaustive information about new products & services, untapped geographies, recent developments, and
investments in the In-flight Entertainment and Connectivity market

-JCompetitive Assessment: In-depth assessment of market shares, growth strategies, and service offerings of leading players in the
In-flight Entertainment and Connectivity market
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