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This report studies the global E-sports market,
analyzes and researches the E-sports
development status and forecast in United States,
EU, Japan, China, India and Southeast Asia. This
report focuses on the top players in global market,
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Professional 

Amateur


Complete Report Details @ https://www.wiseguyreports.com/reports/2998321-global-e-sports-
market-size-status-and-forecast-2025


Table of Contents-Key Points Covered


Global E-sports Market Size, Status and Forecast 2025 

1 Industry Overview of E-sports 

1.1 E-sports Market Overview 

1.1.1 E-sports Product Scope 

1.1.2 Market Status and Outlook 

1.2 Global E-sports Market Size and Analysis by Regions (2013-2018) 

1.2.1 United States 

1.2.2 EU 

1.2.3 Japan 

1.2.4 China 

1.2.5 India 

1.2.6 Southeast Asia 

1.3 E-sports Market by Type 

1.3.1 MOBA 

1.3.2 FPS 

1.3.3 RTS 

1.3.4 Other 

1.4 E-sports Market by End Users/Application 

1.4.1 Professional 

1.4.2 Amateur


2 Global E-sports Competition Analysis by Players 

2.1 E-sports Market Size (Value) by Players (2013-2018) 

2.2 Competitive Status and Trend 

2.2.1 Market Concentration Rate 

2.2.2 Product/Service Differences 

2.2.3 New Entrants 

2.2.4 The Technology Trends in Future


3 Company (Top Players) Profiles 

3.1 Activision Blizzard 

3.1.1 Company Profile 

3.1.2 Main Business/Business Overview 

3.1.3 Products, Services and Solutions 

3.1.4 E-sports Revenue (Million USD) (2013-2018) 

3.1.5 Recent Developments 

3.2 Epic Games 

3.2.1 Company Profile 

3.2.2 Main Business/Business Overview 

3.2.3 Products, Services and Solutions 

3.2.4 E-sports Revenue (Million USD) (2013-2018) 

3.2.5 Recent Developments 

3.3 Nintendo 

3.3.1 Company Profile 


https://www.wiseguyreports.com/reports/2998321-global-e-sports-market-size-status-and-forecast-2025
https://www.wiseguyreports.com/reports/2998321-global-e-sports-market-size-status-and-forecast-2025


3.3.2 Main Business/Business Overview 

3.3.3 Products, Services and Solutions 

3.3.4 E-sports Revenue (Million USD) (2013-2018) 

3.3.5 Recent Developments 

3.4 Riot Games 

3.4.1 Company Profile 

3.4.2 Main Business/Business Overview 

3.4.3 Products, Services and Solutions 

3.4.4 E-sports Revenue (Million USD) (2013-2018) 

3.4.5 Recent Developments 

3.5 Valve Corporation 

3.5.1 Company Profile 

3.5.2 Main Business/Business Overview 

3.5.3 Products, Services and Solutions 

3.5.4 E-sports Revenue (Million USD) (2013-2018) 

3.5.5 Recent Developments 

3.6 Wargaming.Net 

3.6.1 Company Profile 

3.6.2 Main Business/Business Overview 

3.6.3 Products, Services and Solutions 

3.6.4 E-sports Revenue (Million USD) (2013-2018) 

3.6.5 Recent Developments 

3.7 EA Sports 

3.7.1 Company Profile 

3.7.2 Main Business/Business Overview 

3.7.3 Products, Services and Solutions 

3.7.4 E-sports Revenue (Million USD) (2013-2018) 

3.7.5 Recent Developments 

3.8 Hi-Rez Studios 

3.8.1 Company Profile 

3.8.2 Main Business/Business Overview 

3.8.3 Products, Services and Solutions 

3.8.4 E-sports Revenue (Million USD) (2013-2018) 

3.8.5 Recent Developments 

3.9 Microsoft Studios 

3.9.1 Company Profile 

3.9.2 Main Business/Business Overview 

3.9.3 Products, Services and Solutions 

3.9.4 E-sports Revenue (Million USD) (2013-2018) 

3.9.5 Recent Developments


Continued……

    

Norah Trent
WiseGuy Research Consultants Pvt. Ltd.
+1 646 845 9349 / +44 208 133 9349
email us here

This press release can be viewed online at: http://www.einpresswire.com

Disclaimer: If you have any questions regarding information in this press release please contact the

http://www.einpresswire.com/contact_author/2446502
http://www.einpresswire.com/


company listed in the press release. Please do not contact EIN Presswire. We will be unable to assist
you with your inquiry. EIN Presswire disclaims any content contained in these releases.
© 1995-2018 IPD Group, Inc. All Right Reserved.


