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Family/Indoor Entertainment Centers Global
Market To Grow At Rate Of 13% Through 2026

The Global Family/Indoor Entertainment
Centers Market Report by TBRC covers the
market drivers and restraints, size, major

players, and the impact of COVID-19 T h e B U Si n eSS

Research Company
LONDON, GREATER LONDON, UK,

September 28, 2022 / Family/Indoor Entertainment Centers Global Market
EINPresswire.com/ -- According to Report 2022 - Market Size, Trends, And Global

‘Family/Indoor Entertainment Centers ~ Forecast 2022-2026

Global Market Report 2022’ published

by The Business Research Company,

the family/indoor entertainment centers market size is expected to grow from $21.51 billion in
2021 to $24.24 billion in 2022 at a compound annual growth rate (CAGR) of 12.7%. The global
family or indoor entertainment centers market is expected to grow to $39.36 billion in 2026 at a
compound annual growth rate (CAGR) of 12.9%. The growing inclination of the young population
towards mobile gaming is expected to propel the family/indoor entertainment centers market
growth.

Want To Learn More On The Family/Indoor Entertainment Centers Market Growth? Request For
A Sample Now:

https://www.thebusinessresearchcompany.com/sample.aspx?id=7123&type=smp

The family or indoor entertainment centers (FEC) market consists of sales of family or indoor
entertainment centers and related services by entities (organizations, sole traders, and
partnerships) that are used for the leisure entertainment of children and families. Family/indoor
entertainment centers refer to small-scale amusement parks marketed toward families with
small children or teenagers. Family or indoor entertainment centers (FEC) entertain their visitors
by offering various services like arcade games, competitive activities, thrill rides, gaming zones,
bowling alleys, and others.

Global Family/Indoor Entertainment Centers Market Trends
The opening of new indoor amusement parks with unique facilities is a key trend gaining

popularity in the family or indoor entertainment centers (FEC) market. Many companies
operating in the family or indoor entertainment centers market looking to open new indoor


http://www.einpresswire.com
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https://www.thebusinessresearchcompany.com/report/family-or-indoor-entertainment-centers-global-market-report

amusement parks to strengthen their position in the family or indoor entertainment centers
market.

Global Family/Indoor Entertainment Centers Market Segments
The global family/indoor entertainment centers market is segmented:

By Activity area: Arcade Studios, AR and VR Gaming Zones, Physical Play Activities,
Skill/Competition Games, Others

By Facility Size: Up to 5,000 sq ft, 5,001 to 10,000 sq ft, 10,001 to 20,000 sq ft, 20,001 to 40,000 sq
ft, 1 to 10 Acres, 10 to 30 Acres, Over 30 Acres

By Revenue Source: Entry Fees and Ticket Sales, Food and Beverages, Merchandising,
Advertisement, Others

By Visitor: Families with Children (0-8), Families with Children (9-12), Teenagers (13-19), Young
adults (20-25), Adults (Ages 25+)

By Geography: The global family/indoor entertainment centers market is segmented into North
America, South America, Asia-Pacific, Eastern Europe, Western Europe, Middle East and Africa.
Among these regions, North America accounts for the largest share.

Read More On The Global Family/Indoor Entertainment Centers Market Report At:

https://www.thebusinessresearchcompany.com/report/family-or-indoor-entertainment-centers-
global-market-report

Family/Indoor Entertainment Centers Global Market Report 2022 is one of a series of new
reports from The Business Research Company that provides family/indoor entertainment
centers market overviews, analyzes and forecasts market size and growth for the global
family/indoor entertainment centers market, family/indoor entertainment centers market share,
family/indoor entertainment centers market segments and geographies, family/indoor
entertainment centers global market players, family/indoor entertainment centers global market
leading competitor revenues, profiles and market shares. The family/indoor entertainment
centers market report identifies top countries and segments for opportunities and strategies
based on market trends and key competitors’ approaches.

TBRC's Family/Indoor Entertainment Centers Global Market Report 2022 includes information on
the following:

Data Segmentations: Market Size, Global, By Region and Country, Historic and Forecast, and
Growth Rates for 60 Geographies

Key Market Players: Cinergy Entertainment Group, CEC Entertainment Inc, Dave & Buster’s Inc,
Fun City, Funriders Leisure & Amusement, KidZania, Lucky Strike Entertainment LLC, Scene75
Entertainment Centers, Smaaash, The Walt Disney Company, Bandai Namco Entertainment,
Legoland Discovery Centre, Nickelodeon Universe, Timezone Global, Main Event Entertainment,
Tenpin Ltd, Bowlero Corporation, Toy Town, Ferrari World, Mr Gatti's Pizza, Bowlmor AMF,
SeaWorld Entertainment Inc, iPlay America, and Amoeba Services.
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Regions: Asia-Pacific, China, Western Europe, Eastern Europe, North America, USA, South
America, Middle East and Africa.

Countries: Australia, Brazil, China, France, Germany, India, Indonesia, Japan, Russia, South Korea,
UK, USA.

And So Much More.

Looking For Something Else? Here Is A List Of Similar Reports By The Business Research
Company:

Home Theatre Systems Global Market Report 2022

https://www.thebusinessresearchcompany.com/report/home-theatre-systems-global-market-
report

OTT Streaming Global Market Report 2022
https://www.thebusinessresearchcompany.com/report/ott-streaming-global-market-report

Recreation Global Market Report 2022
https://www.thebusinessresearchcompany.com/report/recreation-global-market-report

About The Business Research Company?

The Business Research Company has published over 1000 industry reports, covering over 2500
market segments and 60 geographies. The reports draw on 150,000 datasets, extensive
secondary research, and exclusive insights from interviews with industry leaders. The reports are
updated with a detailed analysis of the impact of COVID-19 on various markets.

Contact Information:

The Business Research Company
Europe: +44 207 1930 708

Asia: +91 8897263534

Americas: +1 315 623 0293
Email: info@tbrc.info

Check Out Our:

TBRC Blog: http://blog.tbrc.info/
LinkedIn: https://in.linkedin.com/company/the-business-research-company

Twitter: https://twitter.com/tbrc_info
Facebook: https://www.facebook.com/TheBusinessResearchCompany

YouTube: https://www.youtube.com/channel/UC24 fIOrV8cR5DxICpgmyFQ
Global Market Model: https://www.thebusinessresearchcompany.com/global-market-model
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This press release can be viewed online at: https://www.einpresswire.com/article/593181412

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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