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LONDON, GREATER LONDON, UK,

August 26, 2022 /EINPresswire.com/ --

As per The Business Research

Company's "E-Sports Global Market

Report 2022”, the e-sports market is

expected grow from $1.20 billion in

2021 to $1.41 billion in 2022 at a compound annual growth rate (CAGR) of 17.2%. The growth in

the market is mainly due to the companies resuming their operations and adapting to the new

normal while recovering from the COVID-19 impact, which had earlier led to restrictive

containment measures involving social distancing, remote working, and the closure of

commercial activities that resulted in operational challenges. The esports market is expected to

reach $2.56 billion in 2026 at a CAGR of 16.1%. The rising demand for video games and

increasing awareness of esports contribute to the growth of the esports market.

Request a Sample now to gain a better understanding of e-sports market:

https://www.thebusinessresearchcompany.com/sample.aspx?id=3079&type=smp

Key Trends In The E-Sports Market

Match-fixing has always been a major challenge in the esports industry. Match-fixing in esports

is when a player intentionally loses to win a bet. The esports market will be negatively impacted

when viewers start to believe that esport is losing its integrity due to match-fixing.

Overview Of The E-Sports Market

The esports market consists of sales of esports and related services. Esports or electronic sports

are team-based sports played online and are supported by electronic systems in which all the

functions are performed through a human-computer interface. Esports are played by

professional gamers that are sponsored by business organizations, or from sporting

organizations.

Learn more on the global e-sports market report at:

http://www.einpresswire.com
https://www.thebusinessresearchcompany.com/sample.aspx?id=3079&amp;type=smp
https://www.thebusinessresearchcompany.com/report/e-sports-global-market-report
https://www.thebusinessresearchcompany.com/report/e-sports-global-market-report


https://www.thebusinessresearchcompany.com/report/e-sports-global-market-report

E-Sports Global Market Report 2022 from TBRC covers the following information:

Market Size Data 

•  Forecast period: Historical and Future

•  By region: Asia-Pacific, China, Western Europe, Eastern Europe, North America, USA, South

America, Middle East and Africa.

•  By countries: Australia, Brazil, China, France, Germany, India, Indonesia, Japan, Russia, South

Korea, UK, USA.

Market Segmentation

•  By Game: Multiplayer Online Battle Arena (MOBA), Real Time Strategy, First Person Shooter,

Fighting and Sports

•  By Platform: PC, Console, Mobile, Others

•  By Revenue Source: Sponsorship, Advertising, Merchandise and Tickets, Publisher Fees, Media

Rights 

•  By Geography: The global e-sports market is segmented into North America, South America,

Asia-Pacific, Eastern Europe, Western Europe, Middle East and Africa. Among these regions,

North America holds the largest share in the market. 

Major market players such as Modern Times Group MTG AB, Activision Blizzard Inc., Gfinity, PLC,

Turner Broadcasting System, Valve Corporation, Tencent, Electronic Arts, Inc., Hi-Rez Studios,

Nintendo, FACEIT, CJ Corporation, Kabam, Wargaming Public, Rovio Entertainment, GungHo

Online Entertainment, Riot Games Inc., Epic Games, Alisports, Total Entertainment Network, King

Digital Entertainment PLC, Zynga Inc., Gamevil Inc., Cloud9, Team SoloMid, Team Liquid, Echo

Fox, Fnatic, Gen.G Esports, 100 Thieves, G2 Esports and Immortals. 

Trends, opportunities, strategies and so much more.

E-Sports Global Market Report 2022 is one of The Business Research Company’s comprehensive

reports that provides an overview of e-sports market. The market report analyzes esports

market size, esports industry growth drivers, esports market segmentation, e-sports market

major players, e-sports market growth across geographies, esports market trends and e-sports

market competitors’ revenues and market positioning. The e-sports market report enables you

to gain insights on opportunities and strategies, as well as identify countries and segments with

the highest growth potential.

Not what you were looking for? Go through similar reports by The Business Research Company:

Sports And Arts Promoters Global Market Report 2022

https://www.thebusinessresearchcompany.com/report/sports-and-arts-promoters-global-

market-report

Participatory Sports Global Market Report 2022

https://www.thebusinessresearchcompany.com/report/participatory-sports-global-market-

https://www.thebusinessresearchcompany.com/report/e-sports-global-market-report
https://www.thebusinessresearchcompany.com/report/sports-and-arts-promoters-global-market-report
https://www.thebusinessresearchcompany.com/report/sports-and-arts-promoters-global-market-report
https://www.thebusinessresearchcompany.com/report/participatory-sports-global-market-report


report 

Spectator Sports Global Market Report 2022

https://www.thebusinessresearchcompany.com/report/spectator-sports-global-market-report

About The Business Research Company?

The Business Research Company has published over 3000 industry reports, covering over 3000

market segments and 60 geographies. The reports draw on 150,000 datasets, extensive

secondary research, and exclusive insights from interviews with industry leaders. The reports are

updated with a detailed analysis of the impact of COVID-19 on various markets.

Contact Us:

The Business Research Company

Europe: +44 207 1930 708

Asia: +91 8897263534

Americas: +1 315 623 0293

Email: info@tbrc.info

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

Follow us on Twitter: https://twitter.com/tbrc_info

Check out our Global Market Model: https://www.thebusinessresearchcompany.com/global-

market-model

Found this article helpful? Share it on:

Oliver Guirdham

The Business Research Company

+44 20 7193 0708

info@tbrc.info

Visit us on social media:

Facebook
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LinkedIn

This press release can be viewed online at: https://www.einpresswire.com/article/587864288

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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