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Global Esports Industry Size, Future Trends,
Segmentation,Opportunity Assessment,
Industrial Potential Up to 2028

Global Global Esports Industry Market
Size - USD 1,165.6 Million in 2020,
Market Growth - at a CAGR of 20.7%,

VANCOUVER, BC, CANADA, April 11,
2022 /EINPresswire.com/ -- The Global

Esports Industry size reached USD
1,165.6 Million in 2020 and is expected E M E R E N
to register a revenue CAGR of 20.7%,

during the forecast period, according R E S E A R C H

to latest analysis by Emergen Research.

Some key factors driving global Global Emergen Research Logo

Esports Industry revenue growth are

emergence of online sports cafes and

increased venture capital investments. In addition, rising number of events with major
sponsorship deals is expected to fuel revenue growth of the market in the near future.

Many gamers are interested in online sports or esports cafe concepts since these allow playing
games without need to purchase the required equipment. Another benefit of running an esports
cafe is the potential to foster a competitive attitude through organizing of amateur tournaments.
Majority of esports cafes currently have cutting-edge gaming equipment, which is expected to
encourage gamers to visit esports café, and in turn boost market growth.

The study evaluates the ever-changing industry dynamics that are expected to affect the
trajectory of the overall market. Our expert analysts scrutinize the historical trends in the market
and compare it to the contemporary market trends, to estimate the trajectory that the market
might follow in the forecast period. For an in-depth discussion regarding the global Keyword
market, analysts segment the market parameters based on the application, product, and end-
users.

To Know More About Global Esports Industry Market, Get Free Sample Copy@
https://www.emergenresearch.com/request-sample/748
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The competitive landscape is broadly evaluated alongside the company profiles of key players
engaged in the Global Esports Industry market are Activision Blizzard, Inc., Modern Times
Group, Nintendo Co., Ltd., FACEIT, Gfinity plc, Tencent Holdings Ltd., Turner Broadcasting System,
Inc., Electronic Arts Inc., Valve Corporation, and Gameloft SE.

The study dives deep into the profiles of top market players and their key financials. This
comprehensive report is not only for business analysts and any existing and new entrant can use
it when designing their business strategies. The research is one of its kind global analyses of
aspects such as import and export status, supply chain management, profit and gross margin
worldwide. Extensive coverage of statistics associated with recent events including acquisition
and mergers and strengths and weaknesses of a company forms an important part of the study
on the Keyword market.

Key Highlights From The Report

First Person Shooter (FPS) segment revenue is expected to expand at a significantly rapid CAGR
during the forecast period. The FPS game genre is currently the most popular and wanted. In this
game genre, a player can control one avatar at a time. Among the most popular games are
Counter-Strike and Call of Duty, among many others.

Sponsorship segment is expected to lead in terms of revenue share contribution over the
forecast period. Sponsorship gives businesses a major opportunity to reach out directly to their
target audience via online and offline media channels. Many major companies such as Nvidia
and Intel have signed sponsorship deals with esports teams and event organizers. Providing
gaming-related products has proven to be an excellent investment, thereby allowing businesses
to increase revenues and drive brand image.

Smartphone segment is expected to lead in terms of revenue over the forecast period. Since
smartphone users have risen significantly over the years, developments in esports has been
increasing in parallel, driven by robust Internet connectivity and speed as well as ease of
accessibility and affordability of high-performance smartphones, which are some key factors
expected to drive revenue growth of this segment.

The report also covers the scope of individual applications and types in each region. The report
also covers details about production and consumption patterns, technological developments,
revenue growth, market size, market share, key trends and demands influencing market growth
in the region, and robust presence of key players in the region.

Get to Know More About Global Esports Industry Market Report@
https://www.emergenresearch.com/industry-report/esports-market

Emergen Research has segmented the global Global Esports Industry market on the basis of
product, end-use, and region.
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Game Type Outlook (Revenue, USD Million; 2018-2028)
First Person Shooter (FPS)

Multiplayer Online Battle Arena (MOBA)

Real-time Strategy (RTS)

Player Versus Player (PvP)

Revenue Streams Outlook (Revenue, USD Million; 2018-2028)
Publisher Fees

Sponsorship

Media Rights

Merchandise & Tickets

Advertising

Device Outlook (Revenue, USD Million; 2018-2028)
Smartphone

Computer

Tablet

Others

Regional Outlook (Revenue, USD Million; 2018-2028)

North America (U.S.) (Canada) (Mexico)

Europe (Germany) (UK) (France) (BENELUX) (Rest of Europe)
Asia Pacific (China) (Japan) (South Korea) (Rest of APAC)

Latin America (Brazil) (Rest of LATAM)



Enquire Before BUYING This Report@ https://www.emergenresearch.com/purchase-
enquiry/748

Important the study on the Keyword market takes a closer look at the top market performers
and monitors the strategies that have enabled them to occupy a strong foothold in the market.
Performance of the product and services across different segments and geography are
thoroughly assessed during the research. Apart from this, the research brings to light real-time
data about opportunities that will completely transform the trajectory of the business
environment in the coming years.

Thank you for reading our report. Please get in touch with us if you have any query regarding the
report or its customization. Our team will ensure the report is best suited to your needs.

Look Over transcripts provided by Emergen Research

Digital Workplace Market Size Worth USD 90.52 Billion in 2028 @
https://www.emergenresearch.com/industry-report/digital-workplace-market

Food Vacuum Machine Market Size Worth USD 17.08 Billion in 2028 @
https://www.emergenresearch.com/industry-report/food-vacuum-machine-market

Data Center Backup and Recovery Solutions Market Size Worth USD 18.87 Billion in 2028 @
https://www.emergenresearch.com/industry-report/data-center-backup-and-recovery-solutions-
market

Progressive Web Application Market Size Worth USD 10.44 Billion by 2027 @
https://www.emergenresearch.com/industry-report/progressive-web-application-market

Technical Surveillance Countermeasures Market Size Worth USD 225.9 Million in 2028 @

https://www.emergenresearch.com/industry-report/technical-surveillance-countermeasures-
market

About Us:

At Emergen Research, we believe in advancing with technology. We are a growing market
research and strategy consulting company with an exhaustive knowledge base of cutting-edge
and potentially market-disrupting technologies that are predicted to become more prevalent in
the coming decade.

Read Full Press Release@ https://www.emergenresearch.com/press-release/global-esports-
market

Eric Lee


https://www.emergenresearch.com/purchase-enquiry/748
https://www.emergenresearch.com/purchase-enquiry/748
https://www.emergenresearch.com/industry-report/digital-workplace-market
https://www.emergenresearch.com/industry-report/food-vacuum-machine-market
https://www.emergenresearch.com/industry-report/data-center-backup-and-recovery-solutions-market
https://www.emergenresearch.com/industry-report/data-center-backup-and-recovery-solutions-market
https://www.emergenresearch.com/industry-report/progressive-web-application-market
https://www.emergenresearch.com/industry-report/technical-surveillance-countermeasures-market
https://www.emergenresearch.com/industry-report/technical-surveillance-countermeasures-market
https://www.emergenresearch.com/press-release/global-esports-market
https://www.emergenresearch.com/press-release/global-esports-market

Emergen Research

+91 90210 91709
sales@emergenresearch.com
Visit us on social media:
Facebook

Twitter

LinkedIn

This press release can be viewed online at: https://www.einpresswire.com/article/568144239

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.

© 1995-2022 IPD Group, Inc. All Right Reserved.


https://www.facebook.com/emergenresearch
https://twitter.com/emergenresearch
https://www.linkedin.com/company/emergen-research
https://www.einpresswire.com/article/568144239
https://www.einpresswire.com/editorial-guidelines

