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This report studies the global Live Video

Streaming Softwares market, analyzes and

researches the Live Video Streaming Softwares

development status and forecast in United

States, EU, Japan, China, India and Southeast

Asia. This report focuses on the top players in

global market, like 

DivX (US) 

Haivision (Canada) 

IBM (US) 

Microsoft (US) 

Kaltura (US) 

Ooyala (US) 

Apple (US) 

Panopto (US) 

Polycom (US) 

Vbrick (US) 

Wowza Media Systems (US) 

Qumu Corporation (US) 

Sonic Foundry (US) 

Kollective Technology (US)
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Market segment by Regions/Countries, this report covers 

United States 

EU 

Japan 

China 

India 

Southeast Asia

Market segment by Type, Live Video Streaming Softwares can be split into 

By Solution 

By Service 

By Streaming Type 

By Deployment Type

Market segment by Application, Live Video Streaming Softwares can be split into 

Broadcasters, operators, and media 

BFSI 

Education 

Healthcare 

Government 

Others
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