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The Business Research Company has

updated its global market reports with

latest data for 2024 and projections up to

2033

LONDON, GREATER LONDON, UK,

February 13, 2024 /EINPresswire.com/

-- The Business Research Company’s

“Arcade Gaming Global Market Report

2024 is a comprehensive source of information that covers every facet of the market. As per

TBRC’s market forecast, the arcade gaming market size is predicted to reach $14.07 billion in

2028 at a compound annual growth rate (CAGR) of 3.1%.

It will grow to $14.07 billion

in 2028 at a compound

annual growth rate (CAGR)

of 3.1%.”

The Business Research

Company

The growth in the arcade gaming market is due to the

increasing physical activity. North America  region is

expected to hold the largest arcade gaming market share.

Major players in the arcade gaming market include

Microsoft Corporation, Sony Interactive Entertainment LLC,

Genting Berhad, Nintendo Company Limited, Activision

Blizzard Inc.

Arcade Gaming Market Segments

•By Type: Video Games, Simulation Games, Mechanical Games

•By Genre: Racing, Shooting, Sports, Action

•By Distribution Channel: Online, Offline

•By Application: Residential, Commercial, Gaming Hubs

•By Geography: The global arcade gaming market is segmented into North America, South

America, Asia-Pacific, Eastern Europe, Western Europe, Middle East and Africa.

Learn More On The Market By Requesting A Free Sample (Includes Graphs And Tables):

https://www.thebusinessresearchcompany.com/sample_request?id=8557&type=smp

Arcade gaming refers to a coin-operated game machine that is commonly seen in public spaces
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like malls, restaurants, and amusement arcades. The arcade games are typically presented as

primary games of skills. The arcade video games consider inputs from players and display

output to an electrical display.

Read More On The Arcade Gaming Global Market Report At:

https://www.thebusinessresearchcompany.com/report/arcade-gaming-global-market-report
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Browse Through More Similar Reports By The Business Research Company:

Virtual Reality In Gaming Global Market Report 2024 

https://www.thebusinessresearchcompany.com/report/virtual-reality-in-gaming-global-market-

report

Gaming Global Market Report 2024 

https://www.thebusinessresearchcompany.com/report/gaming-global-market-report

Family/Indoor Entertainment Centers Global Market Report 2024 

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

global-market-report

Contact Information

The Business Research Company: https://www.thebusinessresearchcompany.com/ 

Europe: +44 207 1930 708

Asia: +91 8897263534

Americas: +1 315 623 0293

Email: info@tbrc.info

Check out our:

LinkedIn: https://in.linkedin.com/company/the-business-research-company 

Twitter: https://twitter.com/tbrc_info 

Facebook: https://www.facebook.com/TheBusinessResearchCompany 
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YouTube: https://www.youtube.com/channel/UC24_fI0rV8cR5DxlCpgmyFQ 

Blog: https://blog.tbrc.info/ 

Healthcare Blog: https://healthcareresearchreports.com/ 

Global Market Model: https://www.thebusinessresearchcompany.com/global-market-model 
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The Business Research Company
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This press release can be viewed online at: https://www.einpresswire.com/article/688251157

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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