
The Global Gaming Simulation Market Size
Reach USD 20.76 Billion By 2030, Growing
with 15.2% of CAGR

Gaming Simulation Industry

Increase in adoption of gaming

simulation for training & analysis in

various industries and rise in demand for

virtual reality (VR) headsets boost market

growth

PORTLAND, OR, UNITED STATES,

October 4, 2024 /EINPresswire.com/ --

Allied Market Research published a

new report, titled, " The Global Gaming

Simulation Market Size Reach USD

20.76 Billion By 2030, Growing with

15.2% of CAGR ." The report offers an

extensive analysis of key growth

strategies, drivers, opportunities, key segment, Porter’s Five Forces analysis, and competitive

landscape. This study is a helpful source of information for market players, investors, VPs,

stakeholders, and new entrants to gain thorough understanding of the industry and determine

steps to be taken to gain competitive advantage.

The global gaming simulation market size was valued at USD 4.86 billion in 2020, and is

projected to reach USD 20.76 billion by 2030, growing at a CAGR of 15.2% from 2021 to 2030.

Request Sample Report (Get Full Insights in PDF – 255 Pages) at:

https://www.alliedmarketresearch.com/request-sample/A06821

Adoption of gaming simulation for training and analysis in various industries, surge in demand

for VR headsets, and acceptance of 360-degree cameras as next-generation technology across

different developing nations drive the growth of the global gaming simulation market. Adoption

of AI and cloud computing for enhanced experience and collaboration between the

entertainment industry and gaming simulator companies creates new opportunities in the

coming years.

The global gaming simulation market is segmented into component, game type, end user, and
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region. By component, the market is bifurcated into hardware, software and service. On the

basis of game type, it is categorized into shooting, fighting, racing, and others. Depending on end

user, it is classified into residential and commercial. Region wise, it is analyzed across North

America, Europe, Asia-Pacific, and LAMEA.

If you have any questions, Please feel free to contact our analyst at:

https://www.alliedmarketresearch.com/connect-to-analyst/A06821

Covid-19 Scenario-

● An increased shift toward virtual and augmented reality-based simulators in different

organizations and businesses with the adoption of remote working and need to provide

enhanced training to their employees led to rising in demand for gaming simulation during the

Covid-19 pandemic. s

● A shutdown of various gaming centers and entertainment places across the globe during the

lockdown led to increased adoption of online gaming. This, in turn, increased the demand for

simulators.

Enquiry Before Buying: https://www.alliedmarketresearch.com/purchase-enquiry/A06821

Based on component, the hardware segment accounted for the largest market share in 2020,

contributing to nearly three-fifths of the total share, and is estimated to maintain its lead

position during the forecast period. However, the software segment is expected to manifest the

fastest CAGR of 16.9% from 2021 to 2030. Based on game type, the racing segment contributed

to the largest share in 2020, holding nearly three-fifths of the global gaming simulation industry,

and is projected to maintain its leadership status during the forecast period. However, the

fighting segment is expected to portray the largest CAGR of 17.8% from 2021 to 2030.

Based on region, North America held the highest share in 2020, accounting for nearly two-fifths

of the total share, and is estimated to maintain its dominance by 2030. However, Asia-Pacific is

expected to portray the highest CAGR of 16.3% during the forecast period. Leading players of the

global gaming simulation market analyzed in the research include 3D Perception, CXC

Simulations, CKAS Mechatronics Pty Ltd., Eleetus, D-Box Technologies Inc., Play seat B.V.,

Hammacher Schlemmer & Company, Inc., Sony Interactive Entertainment Inc., Rseat Ltd., and

Vesaro.

Buy Now & Get Upto 50% Discount on this Report (255 Pages PDF with Insights, Charts, Tables,

and Figures) at: https://www.alliedmarketresearch.com/gaming-simulators-market/purchase-

options

Thanks for reading this article, you can also get an individual chapter-wise section or region-wise

report versions like North America, Europe, or Asia.
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If you have any special requirements, please let us know and we will offer you the report as per

your requirements.

Lastly, this report provides market intelligence most comprehensively. The report structure has

been kept such that it offers maximum business value. It provides critical insights into the

market dynamics and will enable strategic decision-making for the existing market players as

well as those willing to enter the market.

Similar Reports:

1. Neuro-gaming Technology Market : https://www.alliedmarketresearch.com/neuro-gaming-

technology-market-A286860

2. Gaming Hotel Market : https://www.alliedmarketresearch.com/gaming-hotel-market-

A226200

About Us:

Allied Market Research (AMR) is a market research and business-consulting firm of Allied

Analytics LLP, based in Portland, Oregon. AMR offers market research reports, business

solutions, consulting services, and insights on markets across 11 industry verticals. Adopting

extensive research methodologies, AMR is instrumental in helping its clients to make strategic

business decisions and achieve sustainable growth in their market domains. We are equipped

with skilled analysts and experts and have a wide experience of working with many Fortune 500

companies and small & medium enterprises.

Pawan Kumar, the CEO of Allied Market Research, is leading the organization toward providing

high-quality data and insights. We are in professional corporate relations with various

companies. This helps us dig out market data that helps us generate accurate research data

tables and confirm utmost accuracy in our market forecasting. Every data company in the

domain is concerned. Our secondary data procurement methodology includes deep presented

in the reports published by us is extracted through primary interviews with top officials from

leading online and offline research and discussion with knowledgeable professionals and

analysts in the industry.
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This press release can be viewed online at: https://www.einpresswire.com/article/749010989

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.

© 1995-2024 Newsmatics Inc. All Right Reserved.

https://www.einpresswire.com/article/749010989
https://www.einpresswire.com/editorial-guidelines

