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LONDON, GREATER LONDON, UK,

December 14, 2021 /

EINPresswire.com/ -- The rising

involvement of gamers due to the

COVID-19 pandemic is expected to

positively impact the browser games

market in the immediate future. In countries such as the UK and the USA where many

employees have been furloughed off work, but still being paid and do not have anywhere else to

spend the money are turning to online gaming, to get some form of escapism. According to

Verizon, overall traffic related to internet gaming has increased 75% since lock down restrictions

were imposed in America. Bungie, a video-game developer, said that average daily user

engagement on their RPG game “Destiny 2” is up 10% worldwide and as much as 20% in the

markets most affected by the coronavirus. This can be attributed to people being increasingly

stuck at home and finding online gaming as an easy way to pass time. In February 2020, the

games company Blizzard, the maker of World of Warcraft, issued an apology after the users had

to wait for lengthy times in China due to a high influx of players from the country.  

TBRC’s holiday sale has begun with discounts on ALL market research reports! Grab your deal

now.

Gaming companies are increasingly promoting their games by making users share the content

on social media. Several gaming companies provide bonuses, power ups, and other in-game

rewards for gamers in exchange for inviting friends or sharing the game on their social media.

This helps in increasing the brand exposure, and also helps in attracting new potential gamers.

Besides, gaming companies, especially the ones in social media gaming are increasingly allowing

their players to form communities, share tips and tutorials, and talk with their fellow community

players. By creating a strong community, the players become loyal to the game. For instance, in

Farmville, a game developed by Zynga, players can share the content and request their friends
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on social media to provide them with the required tools by clicking on the shared posts. The

game also allows the players to share the points that they earn in the game with their friends.

This helps in increasing the brand exposure and engagement.

The global browser games market size reached a value of nearly $11.11 billion in 2025, and

$17.09 billion in 2030. Growth in the historic period resulted from in-game purchases and

freemiums, live streamers and gaming influencers, and rise in disposable income. Factors that

negatively affected growth in the historic period were stringent regulations, and low internet

speed. Going forward, increasing use of internet, cross-platform publishing and play,

technological advances, rising penetration of 5G, and increasing gamers involvement due to

COVID-19 will drive the growth. Factors that could hinder the growth of the browser games

market in the future include growing privacy concerns, regulatory restrictions to curb games

addiction, and economic implications of COVID-19.

Read More On The Global Browser Games Market Report:

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

Major players covered in the global browser games market are King Digital Entertainment,

Gameforge, InnoGames GmbH, Zynga Inc., Bigpoint GmbH. 

In-game advertising is gaining momentum in the browser games market due to high viewership.

MMORPGs have high user engagement than other genres due to the presence of multiple

players and continuous social interactions among the players. In addition, players from the

major countries in the RPGs market such as China, Japan and Korea do not invest their

disposable incomes on these games, and instead their time. Companies in the browser games

market producing games are taking steps towards generating auxiliary revenues through

dynamic and static advertising. In dynamic in-game advertising, companies purchase real-time

locations to advertise within the games and the advertising appears on digital objects such as

notes, labels, boards, hoardings, and posters. Static in-game advertising is programmed into the

storyline of the game during its design and development. Examples of in-game advertising for

MMORPGs include NCSoft’s board advertisement in City of Heroes and Toyota’s billboard

advertisement in Anarchy Online.  

TBRC’s global browser games market report is segmented by type into mobile games, pay-to-play

games, free-to-play games, pay-in-play games, by end user into smartphone and tablet, PC, TV,

other, by operating system into iOS, android, windows. 

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 is one of

a series of new reports from The Business Research Company that provides browser games

market overview, forecast browser games market size and growth for the whole market, browser

games market segments, and geographies, browser games market trends, browser games

market drivers, restraints, leading competitors’ revenues, profiles, and market shares.

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


Request For A Sample Of The Global Browser Games Market Report:

https://www.thebusinessresearchcompany.com/sample.aspx?id=3046&type=smp 

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

Augmented Reality Services Global Market Report 2021 - COVID-19 Growth And Change

https://www.thebusinessresearchcompany.com/report/augmented-reality-services-market-

global-report-2020-30-covid-19-growth-and-change 

Console Games Global Market Report 2021 - COVID-19 Impact And Recovery

https://www.thebusinessresearchcompany.com/report/console-games-global-market-report-

2020-30-covid-19-implications-and-growth 

Digital PC Games Global Market Report 2021 - COVID-19 Impact and Recovery

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

2020-30-covid-19-implications-and-growth 

Interested to know more about The Business Research Company? 

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.

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

research-company.aspx

Or get a quick glimpse of our services here:

https://www.youtube.com/channel/UC24_fI0rV8cR5DxlCpgmyFQ

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/
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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
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