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LONDON, GREATER LONDON, UK, April

28, 2022 /EINPresswire.com/ -- Games

as a Service is a software delivery

method where a vendor generally

hosts a gaming application in a remote

server and customers can access it

through the internet, also known as

cloud gaming. Many game developers

are providing their content through a subscription-based model, and are allowing customers to

purchase additional content or features through micro transactions. This includes new in-game

items, weapons, clothing, or other gear for the player's character along with in-game currency

and rewards. This business-model provides a continuous revenue stream for the gaming

companies instead of limiting the revenues to one-time purchases. Major companies providing

games as a service include Activision and Blizzard Entertainment.

Read more on the Global Video Game Software Market Report

https://www.thebusinessresearchcompany.com/report/video-game-software-global-market-

report 

The global video game software market size is expected to grow from $197.54 billion in 2021 to

$226.97 billion in 2022 at a compound annual growth rate (CAGR) of 14.9%. The growth in the

market 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 working, and the closure of commercial activities that resulted in operational

challenges. The video game software market is expected to reach $380.06 billion in 2026 at a

CAGR of 13.8%.

The video game software market growth is mainly driven by rapid growth in emerging markets in
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the forecasted period. The International Monetary Fund (IMF)stated that the global GDP growth

was 3.3% in 2020 and 3.4% in 2021. Recovering commodity prices, after a significant decline in

the historic period is further expected to aid the market growth. Developed economies are also

expected to register stable growth during the forecast period. Additionally, emerging markets are

expected to continue to grow slightly faster than the developed markets in the forecast period.

Stable economic growth is expected to increase investments in the end user markets, thereby

driving the market during forecast period.

Major players covered in the global video game software industry are Microsoft, Tencent

Holdings Co Ltd, Nintendo Co ltd, Sony Corp, Netease Inc., Electronic Arts, Google, Financière de

l'Odet, Take-Two Interactive and Bandai Namco Holdings Inc. 

TBRC’s global video game software market analysis report is segmented by type into PC games,

browser games, smart phone/tablet games, console games, by genre into action, adventure, role

playing, simulation, strategy, sports, others, by end-user sex into male, female. 

Video Game Software Global Market Report 2022 – By Type (PC Games, Browser Games, Smart

Phone/Tablet Games, Console Games), By Genre (Action, Adventure, Role Playing, Simulation,

Strategy, Sports), By End User Sex (Male, Female) – Market Size, Trends, And Global Forecast

2022-2026 is one of a series of new reports from The Business Research Company that provides

a video game software market overview, forecast video game software market size and growth

for the whole market, video game software market segments, geographies, video game software

market trends, video game software market drivers, restraints, leading competitors’ revenues,

profiles, and market shares.

Request for a Sample of the Global Video Game Software Market Report

https://www.thebusinessresearchcompany.com/sample.aspx?id=3574&type=smp 

Not what you were looking for? Here is a list of similar reports by The Business Research

Company:

Game Based Learning Global Market Report 2022 – By Component (Solution, Services), By

Deployment Mode (Cloud, On-Premise), By Game Type (AR VR Games, AI-based Games, Location-

based Games, Assessment And Evaluation Games, Training, Knowledge And Skill-based Games,

Language Learning Games), By End User (Consumer, Education, Government, Enterprises) –

Market Size, Trends, And Global Forecast 2022-2026

https://www.thebusinessresearchcompany.com/report/game-based-learning-global-market-

report 

Browser Games Global Market Report 2022 – By Type (Mobile Games, Pay-to-Play Games, Free-

to-Play Games, Pay-in-Play Games), By End User (Smartphone and Tablet, PC, TV), By Operating

System (IOS, Android, Windows) – Market Size, Trends, And Global Forecast 2022-2026

https://www.thebusinessresearchcompany.com/report/browser-games-global-market-report 
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Console Games Global Market Report 2022 – By Type (Digital Console Games,

Online/Microtransaction Console, Physical Console Games), By Application (Shooter, Action,

Sport Games, Role-Playing, Adventure, Racing, Fighting, Strategy), By Device (TV, Computer/PC,

System Consoles) – Market Size, Trends, And Global Forecast 2022-2026

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

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

Call us now for personal assistance with your purchase:

Europe: +44 207 1930 708

Asia: +91 88972 63534

Americas: +1 315 623 0293 

Email: info@tbrc.info

Check out our:

LinkedIn: https://bit.ly/3b7850r

Twitter: https://bit.ly/3b1rmjS

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

Blog: http://blog.tbrc.info/

Oliver Guirdham

The Business Research Company

+44 20 7193 0708

info@tbrc.info

Visit us on social media:

Facebook

Twitter

LinkedIn

This press release can be viewed online at: https://www.einpresswire.com/article/570284704

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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