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Smart Phone/Tablet Games Market Boosted
By Innovation In Technologies Such As AR, VR

The Business Research Company’s Smart

Phone/Tablet Games Global Market Global Smart Phone/Tablet Games Market,
Report 2021: COVID-19 Impact And Forecast Market Size, 2020— 2025, $ Billion
Recovery To 2030 -

LONDON, GREATER LONDON, UK, —
August 6, 2021 /EINPresswire.com/ --
Augmented Reality (AR) and Virtual

Reallty (VR) are the tWO new 2020 2021 2022 2023 2024 2025
teChnO|OgieS that are pOSitiVE|y Source: The Business Research Company

impacting the smartphone/tablet Smart Phone/Tablet Games Global Market Report

games market. Both technologies offer  2021: cOvID-19 Impact And Recovery To 2030
exciting gaming experiences to users.

Augmented Reality gaming combines

visual and audio content with the user's current environment in real-time, allowing them to
enjoy a unique gaming experience. Whereas, Virtual Reality games apply a three-dimensional
(3D) artificial environment to computer games. These two technologies have been appreciated
by the gaming community, proven by the rise in AR and VR-based games downloads. Pokémon
Go, an AR game, has been downloaded more than 800 million times, making it the most
downloaded game. Niantic Labs, the developer of the Pokémon Go game, announced their
intention to create an augmented reality map of public spaces using the help of players and
startup Escher Reality. The company has also raised $225 million in the funding round and is
now focused on developing more AR-based games.

Major players covered in the global smart phone/tablet games industry are Tencent Hold, Sony,
Electronic Arts, Nintendo, and Netmarble.

Read More On The Global Smart Phone/Tablet Games Market Report:

https://www.thebusinessresearchcompany.com/report/smart-phone-tablet-games-global-
market-report

The global smart phone/tablet games market is expected to grow from $64.28 billion in 2020 to
$68.34 billion in 2021 at a compound annual growth rate (CAGR) of 6.3%. The growth is mainly
due to the companies rearranging their operations and recovering from the COVID-19 impact,
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which had earlier led to restrictive containment measures involving social distancing, remote
working, and the closure of commercial activities that resulted in operational challenges. The
smartphone/tablet games market is expected to reach $116.72 billion in 2025 at a CAGR of 14%.
Due to an increased emergence of affordable gaming smartphone/tablets in the market, the
smartphones/tablet gaming industry is rapidly increasing.

The new affordable gaming mobile/tablet devices are better than the previous generation
devices in terms of cost and performance that makes the games run in better FRP (Frames per
Second) providing an enhanced gaming experience. For example, many Chinese smartphones
have entered into the market under the $500 range which is offering technologically advanced
gaming experiences like Xiaomi Mi 8 Pro ($469), Xiaomi Mi 8 ($389), Xiaomi Pocophone F1 ($319),
Honor 9 ($320) and others.

The smartphone/tablet games market consists of sales of video games played on
smartphones/tablets. The revenue for these companies is generated from in-app purchases, in-
game advertisements (such as Google AdSense, Ad-Mob, Media.net), sponsorships, and sales of
merchandise.

The smartphone/tablet games market covered in the report is segmented by game type into
shooter, action, sports games, role-playing, adventure, racing, fighting, strategy, others; by
application into iOS user, android user; by device into smartphone, tablet.

Smart Phone/Tablet Games Global Market Report 2021: COVID-19 Impact And Recovery To 2030
is one of a series of new reports from The Business Research Company that provides smart
phone/tablet games market overview, forecast smart phone/tablet games market size and
growth for the whole market, smart phone/tablet games market segments, and geographies,
smart phone/tablet games market trends, smart phone/tablet games market drivers, restraints,
leading competitors’ revenues, profiles, and market shares.

Request For A Sample Of The Global Smart Phone/Tablet Games Market Report:
https://www.thebusinessresearchcompany.com/sample.aspx?id=2382&type=smp

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

Video Game Software Market - By Type (Browser Games, PC Games, Smart Phone/Tablet Games,
Console Games), By Genre (Action, Shooter, Adventure, Role Playing, Strategy, Fighting, Sports,
Racing, Others), By Type Of Transaction (Physical, Online/ Micro-transaction, Digital), And By
Region, Opportunities And Strategies - Global Video Game Software Market Forecast To 2030

(https://www.thebusinessresearchcompany.com/report/video-game-software-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)
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Interested to know more about The Business Research Company?

Read more about us at https://www.thebusinessresearchcompany.com/about-the-business-
research-company.aspx

The Business Research Company is a market research and intelligence firm that excels in
company, market, and consumer research. It has over 200 research professionals at its offices in
India, the UK and the US, as well a network of trained researchers globally. It has specialist
consultants in a wide range of industries including manufacturing, healthcare, financial services
and technology.

Call us now for personal assistance with your purchase:
Europe: +44 207 1930 708

Asia: +91 88972 63534

Americas: +1 315 623 0293

The Business Research Company

Email: info@tbrc.info

Follow us on LinkedIn: https://bit.ly/3b7850r
Follow us on Twitter: https://bit.ly/3b1rmjS

Check out our Blog: http://blog.tbrc.info/

Oliver Guirdham

The Business Research Company
++44 20 7193 0708
info@tbrc.info
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This press release can be viewed online at: https://www.einpresswire.com/article/548108515

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.
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