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Video game software developers are increasingly providing streaming video game services to

take advantage of emerging 5G and cloud computing technologies. Several countries have

already adopted 5G, which has greatly improved internet speed. This will increase the number of

downloads and streaming of games. This came into great use in the lockdowns and quarantine

periods during the COVID-19 pandemic. Streaming allows for continuously playing the latest

version of the game, without having to update the game at all. Cloud computing and fast

internet speeds in the gaming industry will enable users to play games from any computer and

will also increase accessibility. For example, in August 2019, Hatch Premium launched its

unlimited mobile cloud gaming on the 5G networks of Sprint, a telecommunications company

based in the United States. It allows games to be streamed via the cloud to mobile devices. The

games include Monument Valley, Beach Buggy Racing, and Angry Birds Go.

Major players in the video game industry are Sony, Activision Blizzard, Microsoft, EA, and

Nintendo.

The global video game software market size is expected to grow from $168.78 billion in 2020 to

$177.17 billion in 2021 at a compound annual growth rate (CAGR) of 5%. The growth is mainly

due to the companies rearranging their operations and recovering from the COVID-19 impact,

which had earlier led to restrictive containment measures involving social distancing, remote
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working, and the closure of commercial activities that resulted in operational challenges.

According to video game software market analysis, the market is expected to reach $277.95

billion in 2025 at a CAGR of 12%.

Here Is A List Of Similar Reports By The Business Research Company:

Role Playing Games Market -By Product (Massively Multiplayer Online Role-Playing Game

(MMORPGs), Action-Based RPGs, Turn-Based RPGs, Puzzle RPGs, Tactical RPGs), By Platform (PC

RPGs, Mobile RPGs, Console RPGs), By Distribution (Online Microtransaction, Digital, Physical),

And By Region, Opportunities And Strategies – Global Forecast To 2030

https://www.thebusinessresearchcompany.com/report/role-playing-games-market

PC Games Market - By Type (Physical, Online Microtransaction, Digital), By Application (Shooter,

Action, Sport Games, Role-Playing, Adventure, Racing, Fighting, Strategy And Other), And By

Region, Opportunities And Strategies – Global Forecast To 2030

https://www.thebusinessresearchcompany.com/report/pc-games-market

Browser Games Market - By Type (Pay-to- Play, Free-to-Play, Pay-in-Play), And By Region, Major

Players, Opportunities And Strategies - Global Browser Games Market Forecast To 2030

https://www.thebusinessresearchcompany.com/report/browser-games-market

5G Infrastructure Equipment Market - By Communication Infrastructure (Small Cell, Macro Cell,

Radio Access Network (RAN), Distributed Antenna System (DAS)), By Type of Network Technology

(Software Defined Networking (SDN), Network Function Virtualization (NFV), Mobile Edge

Computing (MEC), Fog Computing (FC)), And By Region, Opportunities And Strategies – Global

Forecast To 2023

https://www.thebusinessresearchcompany.com/report/5g-infrastructure-equipment-market

Cloud Services Market - By Segments (Infrastructure As A Services (IaaS), Platform As A Services

(PaaS), Software As A Service (SaaS), Business Process As A Services (BPaaS)), By Country, And By

Region, Opportunities And Strategies – Global Forecast To 2022

https://www.thebusinessresearchcompany.com/report/cloud-services-market

Interested to know more about The Business Research Company? 

The Business Research Company is a market intelligence firm that excels in company, market,

and consumer research. Located globally it has specialist consultants in a wide range of

industries including manufacturing, healthcare, financial services, chemicals, and technology.

Oliver Guirdham

The Business Research Company

+44 20 7193 0708

info@tbrc.info

Visit us on social media:

https://www.thebusinessresearchcompany.com/report/role-playing-games-market
https://www.thebusinessresearchcompany.com/report/pc-games-market
https://www.thebusinessresearchcompany.com/report/browser-games-market
https://www.thebusinessresearchcompany.com/report/5g-infrastructure-equipment-market
https://www.thebusinessresearchcompany.com/report/cloud-services-market
https://www.thebusinessresearchcompany.com/


Facebook

Twitter

LinkedIn

This press release can be viewed online at: https://www.einpresswire.com/article/534844181

EIN Presswire's priority is source transparency. We do not allow opaque clients, and our editors

try to be careful about weeding out false and misleading content. As a user, if you see something

we have missed, please do bring it to our attention. Your help is welcome. EIN Presswire,

Everyone's Internet News Presswire™, tries to define some of the boundaries that are reasonable

in today's world. Please see our Editorial Guidelines for more information.

© 1995-2021 IPD Group, Inc. All Right Reserved.

https://www.facebook.com/TheBusinessResearchCompany/
https://twitter.com/tbrc_info
https://www.linkedin.com/company/the-business-research-company/
https://www.einpresswire.com/article/534844181
https://www.einpresswire.com/editorial-guidelines

