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Rise in number of tournaments & events

and with long term investment

opportunities have been beneficial for the

market growth.

PORTLAND, OR , UNITED STATES,

UNITED STATES, February 13, 2023

/EINPresswire.com/ -- Increasing

inclination toward video games and

rise in popularity of e-sports event

drive the growth of the global Esports

market. The global Esports industry

garnered $0.94 billion in 2020, and is

expected to generate $4.75 billion by

2030, witnessing a CAGR of 17.5% from

2021 to 2030.

Major market players such as - Activision Blizzard, Inc., CJ Corporation, Electronic Arts, FACEIT,

Gameloft SE, Gfinity, Kabam, Modern Times Group, Nintendo, NVIDIA Corporation.

On the basis of region, Asia-Pacific, followed by North America contributed to the major market

share in terms of revenue 2020, holding nearly two-fifths of the global Esports industry. The

same region is also projected to cite the fastest CAGR of 19.5% from 2021 to 2030. This is due to

high-end technological growth along with the ongoing development in the gaming industry. The

report also discusses other regions such as North America, Europe, and LAMEA.

Download Sample Report: https://www.alliedmarketresearch.com/request-sample/14579

On the basis of component, the platform segment accounted for the highest market share in

2020, generating more than two-thirds of the global Esports industry. This is owing to surge in

adoption of Esports among the developing as well as developed countries to gain strategic as

well as competitive advantage over their competitors. On the other hand, the services segment

is anticipated to cite the fastest CAGR of 18.6% from 2021 to 2030, owing to growing preference
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for online gaming.

On the basis of streaming type, the on-demand segment generated the highest share in 2020,

holding three-fifths of the global Esports market. This is attributed to numerous benefits

provided by streaming type segment such as top-end quality of gaming, easy customization, high

security of gaming ID, and others. However, the live segment is expected to cite the fastest CAGR

of 19.5% from 2021 to 2030. Rise in adoption of real-time streaming of Esports fuels the growth

of the segment.
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Covid-19 Scenario -

• The outbreak of the pandemic affected the implementation of Esports, especially during the

initial phase.

• Nevertheless, rise in demand for interactive virtual and online gaming is expected to help the

market recoup soon.

Segmental analysis of the market is provided in both qualitative and quantitative aspects. This

aids the clients in identifying the most lucrative segment to go on with investments, on the basis

of a complete backend analysis concerning the segmental presentation, coupled with brief

salutation of the operating organizations and their important developmental activities.

Buy Now & Get Exclusive Discount on this Report:

https://www.alliedmarketresearch.com/checkout-final/9d6efc576aaf429a7877467c987dbf49

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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About Us -

Allied Market Research (AMR) is a full-service market research and business-consulting wing of

Allied Analytics LLP based in Portland, Oregon. Allied Market Research 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 to make strategic business decisions and

achieve sustainable growth in their respective market domain.
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Pawan Kumar, the CEO of Allied Market Research, is leading the organization toward providing

high-quality data and insights. We are in professional corporate relations with various companies

and this helps us in digging out market data that helps us generate accurate research data tables

and confirms utmost accuracy in our market forecasting. Each and every data presented in the

reports published by us is extracted through primary interviews with top officials from leading

companies of domain concerned. Our secondary data procurement methodology includes deep

online and offline research and discussion with knowledgeable professionals and analysts in the

industry.

David Correa

Allied Analytics LLP

+ +1 503-894-6022

email us here

Visit us on social media:

Facebook

Twitter

LinkedIn

This press release can be viewed online at: https://www.einpresswire.com/article/616723656

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.

© 1995-2023 Newsmatics Inc. All Right Reserved.

http://www.einpresswire.com/contact_author/3920109
https://www.facebook.com/alliedmarketresearch/
https://twitter.com/allied_mr
https://www.linkedin.com/company/allied-market-research
https://www.einpresswire.com/article/616723656
https://www.einpresswire.com/editorial-guidelines

