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Serious Games Market is Growing in Huge
Demand | Top Players, Application and
Forecast to 2030

Lack of awareness about the advantages
& usage of serious games and unsuitable
game designs hamper the market growth.

PORTLAND, PORTLAND, OR, UNITED
STATE, October 4, 2022
/EINPresswire.com/ -- The market is
impacted by factors such as an
increase in the need for better user
engagement platforms across
enterprises, the surge in usage of
mobile-based educational games, and
the significant adoption of virtual
reality in training & development
activities. However, lack of awareness
about the advantages & usage of serious games, and unsuitable game design is anticipated to

hamper the serious games market size.

Serious Games Market

Asia-Pacific generated the highest revenue in the global serious games market in 2016 due to its
high population and China being the largest consumer of learning games and tools. The LAMEA
serious games market is expected to grow at the highest rate, followed by Europe, which is
expected to second highest CAGR during the forecast period. LAMEA has unexplored market
potential as the region is developing and has a high rate of internet penetration.

Download Sample Report (Get Full Insights in PDF - 197 Pages) at:
https://www.alliedmarketresearch.com/request-sample/4485

The report segments the global serious games market on the basis of an analysis of gaming
platforms, applications, industry verticals, and regions.

On the basis of gaming platforms, the smartphone segment dominated the market in 2020,
contributing to more than one-third of the market. In addition, the segment is projected to
manifest the highest CAGR of 19.0% during the forecast period. The report also analyzes the
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https://www.alliedmarketresearch.com/request-sample/4485

segments including console, PC, and others.

Based on application, the simulation and training segment held the largest share in 2020,
accounting for more than one-third of the market. However, the research and planning segment
is estimated to register the highest CAGR of 20.1% during the forecast period.

The global serious games industry is analyzed across several regions such as North America,
Europe, Asia-Pacific, and LAMEA. The market across Asia-Pacific held the lion’s share in 2020,
accounting for more than two-fifths of the market. However, the market across the LAMEA
region is expected to portray the highest CAGR of 19.6% from 2021 to 2030.

LIMITED-TIME OFFER - Buy Now & Get Exclusive Discount on this Report

Some of the key serious games industry players profiled in the report include BreakAway, Ltd.,
Designing Digitally, Inc., DIGINEXT, IBM Corporation, Cisco Systems Inc., Virtual Heroes, Inc.,
Nintendo Co., Ltd., Promotion Software GmbH, Revelian, and Tata Interactive Systems. This study
includes market share, trends, serious games market analysis, and future estimations to
determine the imminent investment pockets.

Key Findings Of The Study

* On the basis of gaming platforms, in 2020 the smartphone segment dominated the serious
games market size.

+ Depending on the application, the simulation and training segment generated the highest
revenue in 2020 of serious games market share. However, the research and planning segment is
expected to exhibit significant growth during the forecast period.

+ On the basis of the industry vertical segment, the education segment generated the highest
revenue in 2020. However, the government segment is expected to exhibit significant growth
during the forecast period.

+ On the basis of region, the serious games industry was dominated by the Asia-Pacific region in
2020. However, LAMEA is expected to witness significant growth in the upcoming years.

For Report Customization: https://www.alliedmarketresearch.com/request-for-
customization/4485

Thanks for reading this article; you can also get individual chapter-wise sections or region-wise
report versions like North America, Europe, or Asia.

If you have any special requirements, please let us know and we will offer you the report as per
your requirements.
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Lastly, this report provides market intelligence most comprehensively. The report structure has
been kept such that it offers maximum business value. It provides critical insights into the
market dynamics and will enable strategic decision-making for the existing market players as
well as those willing to enter the market.

Related Report:
1. Gamification Market
About Us:

Allied Market Research (AMR) is a full-service market research and business-consulting wing of
Allied Analytics LLP, based in Portland, Oregon. AMR provides global enterprises as well as
medium and small businesses with unmatched quality of "Market Research Reports" and
"Business Intelligence Solutions." AMR has a targeted view to provide business insights and
consulting to assist its clients in making strategic business decisions and achieving sustainable
growth in their respective market domains.

AMR launched its user-based online library of reports and company profiles, Avenue. An e-
access library is accessible from any device, anywhere, and at any time for entrepreneurs,
stakeholders, researchers, and students at universities. With reports on more than 60,000 niche
markets with data comprising of 600,000 pages along with company profiles on more than
12,000 firms, Avenue offers access to the entire repository of information through subscriptions.
A hassle-free solution to clients’ requirements is complemented with analyst support and
customization requests.
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