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BANGALORE, KARNATAKA, INDIA,
October 8, 2019 /EINPresswire.com/ --
Global Esports market set to triple by 2025

Esports is a potential market for the global gaming industry and it is experiencing a steady
growth that is mainly driven by cloud gaming and mobile gaming. With the proliferation of
smartphones with more and more processing power coupled with 5G network gaining
popularity, Esports is expected to grow with a CAGR of ~20% in the years between 2019–2025.

In the same period, the gaming industry is expected to be more interactive and streaming based.
The countries that generate a major portion of the revenue in gaming industry include China,
Japan, US, Germany, South Korea, France, Canada, and UK.

Global Esports market is expected to cross $3 billion by the end of 2025 due to growing
popularity of Esports worldwide and the growing support of game publishers for Esports.

Esports is a form of videogame competition event which is organized online or offline. Esports is
gaining huge attention with many gaming events being telecasted on social media and streaming
sites including YouTube and Twitch.

Esports market is expected to cross $3 billion by the end of 2025 with major competitions
occurring in games like Dota 2, Fortnite, and League of Legend. Real Time Strategy (RTS), Massive
Online Battle Arena (MOBA), and First-Person Shooter (FPS) are the most common type of game
genres witnessed in most of the Esports events.

The popularity of Esports have increased since 2010 with a greater number of revenue streams
arriving in the form of merchandising and corporate sponsorships apart from traditional
revenue streams like broadcasting rights of the event and tickets to the event.

As of 2019, game streaming platform -Twitch is one of the major broadcasting mediums for
Esports. Esports events including E LEAGUE Major, Genesis, Evo Japan, and WESG which
generates more viewers for video game streaming platforms. Also, Esports events are providing
more prize money for winners due to growing revenue streams.
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Based on the geography :

The Esports market is split into North America, Europe, APAC, and RoW. RoW includes Middle
East, South America, and Africa. North America is the leading revenue generator in the global
Esports market with a major share of the market contributed by the US. North American market
for Esports is mainly driven by growing number of audiences for Esports and APAC is one of the
fastest growing market in the global Esports market with major growth being witnessed in China,
Australia, South Korea, Taiwan, and Japan.

Based on revenue model :

The global Esports market is segmented into advertisement, sponsorship, media rights, and
others. Others include game publisher fees and revenue generated from the sales of ticket and
merchandise. Advertisement and sponsorship accounted for the major part of the revenue
generated by the Esports market in 2018.

Based on audience :  

The global Esports market is segmented into regular viewers and occasional viewers. Regular
viewers include fans and hardcore game enthusiasts who watch Esports regularly. As of 2019,
regular viewers accounted for a major share in the market.

Based on gender :  

The global Esports market is segmented into male viewers and female viewers. As of 2019, male
viewers especially those within the age group of 20–35 accounted for a major part of the market
share.

Esports market is primarily dominated by major companies which organize Esports events and
game publishers. Some of the major vendors in the market are Cloud9, Team SoloMid, Team
Liquid, Epic Games, Valve Corporation, Activision Blizzard, and Echo Fox. Other prominent
vendors in the market include Fnatic, Gen.G Esports (formerly KSV Esports), 100 Thieves, G2
Esports, Immortals, Envy Gaming, Counter Logic Gaming, Nintendo, Tencent, Hi-Rez Studios, and
EA Sports. The market is expected to witness an increase in the number of audience and
tournaments in the forecast period which may lead to a greater number of vendors (including
game publishers and gaming organizations) entering in the market.

Global Esports market will grow at a CAGR of nearly 20% during the forecast period 2019–2025.
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The aim of this report is to define, analyze, and forecast the Esports market based on segments,
which includes revenue model, gender, audience, and region. 

In addition, live game streaming market report helps venture capitalists in understanding the
companies better and make well-informed decisions and is primarily designed to provide the
company’s executives with strategically substantial competitor information, data analysis, and
insights about the market, development, and implementation of an effective marketing plan.

• The report comprises an analysis of vendor profile, which includes financial status, business
units, key business priorities, SWOT, business strategies, and views.
• The report covers the competitive landscape, which includes M&A, joint ventures &
collaborations, and competitor comparison analysis.
• In the vendor profile section, for companies that are privately held, the financial information
and revenue of segments will be limited.

Reports covering specific subsets of Gaming Market

1.Global Live Game Streaming Market

Global gaming industry is experiencing a steady growth and is mainly driven by cloud gaming
and mobile gaming. With smartphones getting more processing power and 5G network gaining
popularity, games are expected to be more interactive and streaming based. Countries which
generated a major part of the revenue in gaming industry include China, Japan, US, Germany,
South Korea, France, Canada, and UK. Also, Esports is gaining huge attention with the events
being telecasted on social media and streaming sites including YouTube and Twitch.

Live Game Streaming market involves streaming video game contents via internet that includes
live game play or pre-recorded game plays. Websites that provide live game streaming such as
YouTube Gaming and Twitch are called game streaming platforms that provide free view content
and paid subscriptions to view premium content. Game streaming platform generates revenue
primarily through merchandising, advertisements, and premium account subscriptions.

This report includes revenue generated from “game” streaming platforms and services only and
excludes the revenue generated by companies from any other entertainment media content
streaming including TV series, movies, vlogs, reviews, and other related videos.

Live game streaming market will exhibit strong growth during the forecast period mainly due to
increasing number of revenue streams and growing popularity of Esports and broadcasting of
Esports events. Esports market is expected to cross $1 billion by the end of 2019 with major
competitions occurring in games like Dota 2, Fortnite, and League of Legend.

Live game streaming vendors are expanding their revenue generating streams from traditional
sources such as advertisement, subscriptions, sales of badges, and contributions to innovative
and unexplored territories including betting that can help the vendors to gain more margin in
the gaming market.

Based on the geography, the market is split into North America, Europe, APAC, and RoW. RoW
includes Middle East, South America, and Africa. North America is the leading revenue generator
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in the live game streaming market with a major share of the market contributed by the US. A
major player in the market, Twitch quotes that “More than 20% of Twitch’s total traffic is
generated from US”. APAC is one of the fastest growing market in the live game streaming
market with major growth being witnessed in China, South Korea, Taiwan, and Japan.

Based on offering, global live game streaming market is segmented into game streaming
platform, hardware, and game streaming services. Game streaming platform comprises of
revenue generated primarily from advertisements and premium account subscriptions. Services
market is mostly constituted by revenue generated through subscriptions and game purchases.
Since live game streaming services is in its early stages, the share of game streaming platform is
higher than game streaming services.

Based on solutions, live game streaming market is segmented into web-based and app-based
solutions. The revenue generated from web-based was higher in 2019 and is mainly due to many
streaming providers focusing on streaming via web browsers. However, with more mobile games
gaining popularity in the streaming, app-based streaming is expected to gain more market share
in the forecast period.

Based on revenue model the market is segmented into subscription-supported game streaming
and ad-supported game streaming. Subscription game streaming is expected to account for a
major share of the market in 2019.

Live game streaming market is primarily dominated by major tech companies including Amazon,
Alphabet, Microsoft, Sony, and Nvidia. However, there are some domestic players especially in
APAC which offer live game streaming platforms and have gained a huge number of streamers
and subscribers in short span of time.

Major vendors in the market include Amazon, Microsoft, Alphabet, Apple, Sony, Nvidia,
Facebook, Tencent, Smashcast, AfreecaTV, Bigo Technology, Parsec Cloud, Vortex Cloud Gaming,
Shadow, Douyu, Huya, Major League Gaming (MLG), Dlive, and GosuGamers.

Global live game streaming will grow at a CAGR of over 19% during the forecast period
2019–2025. The aim of this report is to define, analyze, and forecast the live game streaming
market on the basis of segments, which includes offering,solutions, revenue model and region.
In addition, live game streaming market report helps venture capitalists in understanding the
companies better and make well-informed decisions and is primarily designed to provide the
company’s executives with strategically substantial competitor information, data analysis, and
insights about the market, development, and implementation of an effective marketing plan.
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