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OVERVIEW
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TheBorneo Animation & Games Festival (BAGF)supports
Ecl ¢csc¢ct ki W2 Rt RY U WYigitdlENd efeatve UN We Wa 3¢ 1 R
economy hub . The festival aims to nurture local talent,
attract industry players, and position Sarawak as a
regional centre for animation, games, and digital
innovation AlWs 6 RGWWHYUURPIHqRUNDW?Z YI UDYK WHIT I
with global opportunities.
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TARGET AUDIENCE
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Game Developers Tech Companies Investors

Animation House % Studios & Startups & Publishers

Creative Students Pop Culture &
Professionals & Educators Gaming Enthusiasts

Government
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EXPECTED ATTENDANCE
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20,000+ 100+ 10+ 20+

PHYSICAL ATTENDEES EXHIBITORS SPEAKERS & COUNTRIES
INDUSTRY LEADERS
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AGENDA

*Agenda is tentative and may be subject to changes
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DAY 1 Conference | Business Connection Program | Exhibition (Pullman Hotel, Kuching)
19 August Networking Dinner
Wednesday
DAY 2 Conference | Exhibition | Business Connection Program (Pullman Hotel, Kuching)
20 August Elevator Pitch | Masterclasses | Portfolio Reviews
Thursday
DAY 3 BAGFest Launch by The Right Honourable Premier of Sarawak
21 August BAGFest Con | ACG Exhibition | PERKESO Career Fair (The Hills)
Friday Animation Film Screening (Taman Perpaduan )
DAY 4 - -
BAGFest Con - Beyblade Tournament , ACG Tournament | PERKERSO Career Fair | (The Hills)
22 August Animation Film Screening (Taman Perpaduan )
Saturday
DAY 5 BAGFest Con | Beyblade Tournament | ACG Exhibition |
23 August Animation Film Screening (Taman Perpaduan )
Sunday
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B2B Events . B2C Events VIP Involvement
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- SDEC
BUSINESS CONNECTION PROGRAMME (BCP) P

The BCP Is a structured industry engagement platform designed to drive
partnerships, investment opportunities, and commercial collaborations
across the animation, games, and digital creative ecosystem.

It brings together key stakeholders including:

A Content creators (studios, developers, artists)
A Publishers and distributors

A Investors and venture capitalists

A Technology providers

A Government agencies and industry bodies

The programme delivers tangible industry impact through:

A Creation of concrete business opportunities

A Market access for local studios and ecosystem players

Al ncreased visibility for Malaysiabs
A Long-term cross-border collaborations

RM150 million RM2 billion

In opportunities generated In business opportunities  facilitated
(Level Up KLT Games, 300 meetings) (ASEAN Digital Content Summit 2025)
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Digitalising Sarawak
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