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2. CREATIVE INDUSTRY MAPPING @© AIFC

1 Publishing and printing (books,
Digital sector Services Newspaper, press)

Audiovisuals (Film, Music, TV,
radio, Broadcasting) Media

IT-related (Software, Video
games, Animations, Digitized

Intangible assets

content)

Visual arts (Paintings, Sculpture,
Antique, Photography)

Arts

Creative Performing arts (Live music,

Culture . 5
industry Theater, Concerts, etc.)

Cultural sites (Museums

Libraries, Monuments, etc.) _
_ Heritage
Cultural expressions (art crafts,

festivals)

Design (interior, graphic, fashion,
jewelry, toys) Functional
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Tourism Light industry
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3. KAZAKHSTAN MARKET OVERVIEW
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FIGURE 74. VIDEO GAME MARKET IN KAZAKHSTAN, 2017-2027, $ MILLION 317,07
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FIGURE 55. DIGITAL ADVERTISING SPENDING IN KAZAKHSTAN, 2017-2028, $ MILLION
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4. AIFC PRODUCTS AVAILABLE TODAY

Venture Studio

The AIFC Venture Studio Rules (effective from 4 September
2024) include creating a legislative framework for the
establishment of venture companies, establishing legal
certainty regarding financial and non-financial support for
start-ups, the establishment of venture companies, and
clarifying how venture studios, entrepreneurs and start-ups
interact with each other and with the market as a whole.

Idea Stage Startup Growth

Early Growth Maturity

Scaling and
market
penetration

Exit (IPO,
sale) or
hold

Identify
Problem

Identify First Many
Solution Customer Customers

Maturity and
optimisation

Researchlab

Incubator

Business angel

Accelerator

Venture fund

Venture studio

Private equity fund
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Venture Fund

Venture capital funds help address these challenges by
providing capital for creative projects with high growth
potential.

AIFC IP Regulations

This act is designed to strengthen the protection of IP and
ensure rights through modern legal norms based on
advanced international practices.

Crowdfunding

This instrument provides companies with the opportunity to
raise funds through licensed crowdfunding platforms,
guaranteeing transparency and security of transactions.

Tokenization of assets

Tokenization (converting rights to physical or intellectual
property) into digital tokens using blockchain technology
allows creative industries to attract new investors.
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