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PUNE, MAHARASHTRA, INDIA, July 25, 2017 /EINPresswire.com/ -- A
Market Highlights: -

The adoption of Cloud Gaming Market is increasing precipitously owing to et
various advantages offered by the technology. Some of its major ! L1 LE
advantages include elimination of expensive hardware, integration of F
gaming into computer and smart phone, enables instant playing of games,

and easy spectating of games amongst others.

Cloud gaming is a form of online gaming that enables direct and on-demand video streaming of
games on computers, and mobile devices. This type of gaming enables the users to play any game at
any place.

The Cloud Gaming Market is expected to grow at a high
“ CAGR and is expected to reach the market size of high USD
million by the end forecasted period in the 2016.
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Request a Sample Report @ https://www.marketresearchfuture.com/sample_request/1368

Regional Analysis

Asia pacific is dominating the market of Cloud Gaming with the market share is high Due to high
availability of low-cost smartphones and tablets and emerging trend of using digital technology in
Region such as China and India and also due to the raising foreign investments.

Cloud Gaming Market in North-America market is expected to grow high CAGR of The European
market for Cloud Gaming Market is expected to grow high CAGR (2016-expected period).


http://www.einpresswire.com
https://www.marketresearchfuture.com/reports/cloud-gaming-market-1368
https://www.marketresearchfuture.com/sample_request/1368

Taste the market data and market information presented through more than 50 market data tables
and figures spread in 110 numbers of pages of the project report. Avail the in-depth table of content
TOC & market synopsis on “ Cloud Gaming Market Research Report- Forecast 2022”

Study Objective of Cloud Gaming Market:

* To provide detailed analysis of the market structure along with forecast of the various segments and
sub-segments of the Global Cloud Gaming Market

* To provide insights about factors affecting the market growth

* To analyze the Cloud Gaming Market based on various factors- value chain analysis, Porter’s five
force analysis etc.

» To provide historical and forecast revenue of the market segments and sub-segments with respect to
four main geographies and their countries- North America, Europe, Asia, and Rest of the World
(Row)

* To provide country level analysis of the market with respect to the current market size and future
prospective

« To provide country level analysis of the market for segment by type, by cloud, by end user, by server
and sub-segments.

* To provide strategic profiling of key players in the market, comprehensively analyzing their core
competencies, and drawing a competitive landscape for the market

* To track and analyze competitive developments such as joint ventures, strategic alliances, mergers
and acquisitions, new product developments, and research and developments in the Global Cloud
Gaming Market

Market Segmentation

Segmentation by Type:
* Video streaming
« file streaming

Segmentation by End User:
» Serious Gamer

» Social Gamer

* Core Gamer

Segmentation by Cloud:
* Public

* private

* hybrid

e community

Segmentation by Server:
» G-Cluster

* play station

* gamenow

* Stream my game

Target Audience:

» Hardware Providers

» Research organization
* Software Providers

* Application Developers



The market is divided into the following segments based on geography:
* North America

* Europe

* Asia— Pacific

* RoW

Industry News:
* In September 2016, Shoal Games Ltd. entered into a licensing arrangement with Rooplay Inc. to
commercialize its innovative cloud-based gaming platform and consumer brand Rooplay

* In August 2016,LiquidSky launched Desktop-as-a-Service (DaaS) platform for cloud gaming

Browse Full Report Details @ https://www.marketresearchfuture.com/reports/cloud-gaming-market-
1368
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About Market Research Future:

At Market Research Future (MRFR), we enable our customers to unravel the complexity of various
industries through our Cooked Research Report (CRR), Half-Cooked Research Reports (HCRR),
Raw Research Reports (3R), Continuous-Feed Research (CFR), and Market Research & Consulting
Services.

MRFR team have supreme objective to provide the optimum quality market research and intelligence
services to our clients. Our market research studies by products, services, technologies, applications,
end users, and market players for global, regional, and country level market segments, enable our
clients to see more, know more, and do more, which help to answer all their most important
guestions.
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