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Global Esports Market: Expanding Viewership
and Competitive Gaming Surge Ahead; states
TNR, The Niche Research

Global Esports Market Booming: Set for
US$ 48.2 Bn by 2034, Anticipated to Gain
CAGR of 32.4% During 2024 - 2034

WILMINGTON, DELAWARE, UNITED

STATES, June 11, 2024

/EINPresswire.com/ -- Esports, refers to THE NICHE RESEARCH
organized competitive video gaming

where players or teams compete

against each other in various video

game titles. These competitions can

range from small-scale local events to massive international tournaments, often held in arenas
or broadcasted online to millions of viewers. Esports encompasses a wide range of genres,
including first-person shooters, multiplayer online battle arenas, real-time strategy games, and
sports simulations. Participants compete for cash prizes, sponsorships, and prestige, with
professional esports players often treated like traditional athletes, complete with fan followings
and endorsement deals. Esports has grown rapidly in popularity, driven by advancements in
technology, widespread internet access, and the rise of streaming platforms like Twitch and
YouTube Gaming. It has become a global phenomenon, attracting players, spectators, and
investors from all corners of the world, shaping the landscape of modern entertainment.
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One of the significant demand drivers for esports is its widespread accessibility facilitated by
advancements in technology and the internet, allowing fans from around the globe to engage
with competitive gaming content easily. Moreover, the integration of esports into mainstream
culture, along with the support from major brands and investments, has propelled its growth,
attracted a diverse audience base and generated substantial revenue streams. However, a
notable restraint within the esports industry is the lack of standardized regulations and
governance, leading to concerns about fair play, player welfare, and integrity. The absence of
universally accepted guidelines and oversight mechanisms can potentially undermine the
credibility and long-term viability of esports as a professional sport. Additionally, the rapid
expansion of the esports ecosystem has resulted in oversaturation and fragmentation, making it
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challenging for emerging players and organizations to stand out and secure sustainable
opportunities amidst fierce competition. Addressing these regulatory and market challenges is
crucial for ensuring the continued growth and success of esports as a mainstream
entertainment phenomenon.

Esports presents significant opportunities as a rapidly growing industry, with a global audience
projected to reach hundreds of millions. The digital nature of esports allows for easy accessibility
across various platforms, transcending geographical boundaries and offering a diverse range of
gaming experiences. Moreover, the increasing integration of esports into mainstream media and
entertainment channels opens up avenues for lucrative partnerships, sponsorships, and
advertising opportunities, driving revenue growth and career prospects for players, teams, and
stakeholders. However, alongside these opportunities, esports also faces several challenges.
These include concerns surrounding player health and well-being, such as the risk of burnout
and repetitive strain injuries due to intense practice schedules and prolonged gaming sessions.
Additionally, issues related to governance, including the lack of standardized regulations and
oversight mechanisms, pose challenges to the integrity and professionalism of esports
competitions. Addressing these challenges while capitalizing on the vast opportunities presented
by esports will be crucial for fostering sustainable growth and ensuring the industry's long-term
success.
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Global Esports Market: Key Inclusions

Multiplayer Online Battle Arena segment is projected as the fastest growing segment in the
Esports market in 2023. Multiplayer Online Battle Arena (MOBA) games have become a
significant demand driver in the esports industry, captivating audiences worldwide with their
strategic depth and intense competitive gameplay. Titles like League of Legends (LoL) and Dota 2
dominate the MOBA genre, attracting millions of players and viewers to their esports scenes.
One key factor fueling the demand for MOBA esports is the complexity and depth of gameplay,
which offers endless opportunities for skill expression and strategic mastery. The intense
competition in MOBAs cultivates an active community of players, teams, and fans, boosting
engagement and viewership. Moreover, the accessibility of MOBAs, with many games being free-
to-play and available on multiple platforms, ensures a broad audience base. The international
appeal of MOBA esports is further amplified by prestigious tournaments like The International
for Dota 2 and the League of Legends World Championship, which offer massive prize pools and
global recognition. As MOBAs continue to evolve and innovate, their influence on the esports
landscape is poised to grow, driving further demand and expansion within the industry.

Live Streaming segment in the Esports market is Projected as the Fastest Growing Segment. Live
streaming has emerged as a pivotal demand driver for the esports industry, revolutionizing how
audiences engage with competitive gaming content. Platforms like Twitch, YouTube Gaming, and
Facebook Gaming provide a direct and interactive way for fans to watch tournaments, follow
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their favourite players, and participate in the gaming community. The real-time nature of live
streaming fosters a sense of immediacy and connection, allowing viewers to interact with
streamers through chat, donations, and subscriptions. Moreover, the accessibility of live
streaming platforms enables anyone with an internet connection to join the esports audience,
expanding the reach of competitive gaming to a global scale. Streamers often personalize their
content, offering insights, commentary, and entertainment beyond gameplay, attracting diverse
audiences and enhancing viewer retention. As live streaming continues to evolve with features
like mobile streaming and virtual reality integration, it remains a vital catalyst for the growth and
sustainability of esports, driving engagement, sponsorship opportunities, and revenue streams
for players, teams, and platforms alike.
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Asia-Pacific region in the Esports market is Projected as the Fastest Growing Region. A major
factor is the region's high internet penetration and widespread use of mobile devices, making
gaming accessible to a vast and diverse population. Cultural acceptance and enthusiasm for
gaming, especially in countries like South Korea, China, and Japan, foster a vibrant esports
ecosystem supported by dedicated fans and professional players. Government initiatives and
investments in technological infrastructure and esports facilities further boost the industry's
growth. Additionally, the presence of leading game developers and publishers in the region
ensures a continuous stream of high-quality, engaging content that attracts players and
spectators alike. Major esports events, such as the League of Legends World Championship and
The International for Dota 2, frequently hosted in Asia-Pacific, draw global attention and
participation. These factors collectively drive the strong and sustained demand for esports in the
region, cementing its status as a global hub for competitive gaming.

Global Esports Market Key Players:

* Activision Blizzard, Inc.

+ Allied Esports

* Electronic Arts Inc.

+ Fragbite Group

+ Gameloft SE

+ Gfinity plc

« HTC Corporation

* Huya

* Intel Corporation

* Modern Times Group (MTG)
* Nintendo of America Inc.
* NVIDIA Corporation

+ Take-Two Interactive

+ Tencent Holding Limited
+ Valve Corporation
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* Others
Global Esports Market

Global Esports Market Genre Outlook (Revenue, USD Million, 2016 - 2034)
+ Fighting Games

+ Racing Games

+ Sports Games

* Real-Time Strategy

* First-Person Shooter

+ Digital Card Games

* Third-Person Shooter

+ Multiplayer Online Battle Arena

+ Others

Global Esports Market Business Model Outlook (Revenue, USD Million, 2016 - 2034)
+ Sponsorships and Advertising

* Prize Pools

* Merchandising

Ticket Sales

« Amateur and Micro Tournaments

* esports Betting and Fantasy

Global Esports Market Platform Type Outlook (Revenue, USD Million, 2016 - 2034)
* Mobile

o Android

o i0S

o PCs

+ Consoles

Global Esports Market Streaming Type Outlook (Revenue, USD Million, 2016 - 2034)
* Live Streaming
* Video on Demand

Global Esports Market Regional Outlook (Revenue, USD Million, 2016 - 2034)

* North America (U.S., Canada, Mexico, Rest of North America)

* Europe (France, The UK, Spain, Germany, Italy, Nordic Countries (Denmark, Finland, Iceland,
Sweden, Norway), Benelux Union (Belgium, The Netherlands, Luxembourg), Rest of Europe)

+ Asia Pacific (China, Japan, India, New Zealand, Australia, South Korea, Southeast Asia
(Indonesia, Thailand, Malaysia, Singapore, Rest of Southeast Asia), Rest of Asia Pacific)

+ Middle East & Africa (Saudi Arabia, UAE, Egypt, Kuwait, South Africa, Rest of Middle East &
Africa)

+ Latin America (Brazil, Argentina, Rest of Latin America)
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