








Forecastaa

The global chess market is witnessing robust growth, driven by increasing digitalization, rising popularity among younger
demographics, and theintegration of artificial intelligence (Al) in chess platforms. The global chess market size was valued at USD
2.2 Billion in 2023 and is likely to reach USD 3.0 Billion by 2032, expanding at a CAGR of 3.4% during the forecast period,
2024-2032.

The surge in chess engagement, especially post-pandemic, has fueled market expansion. The rise of online chess platforms,
increasing number ofinternational chess tournaments, and educational institutions incorporating chess into curriculums are key
factors influencing growth. Furthermore, the game’s accessibility across all age groups and its cognitive benefits contribute to its
expanding player base.
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Market Drivers

1.
Growing Digitalization and Online Platforms
o The rise of mobile and online chess applications has broadened market reach.
o Streaming services and platforms such as Twitch and YouTube have enhanced global engagement.
2.
Rising Popularity Among Youth and E-Sports Integration
o Chess is increasingly being recognized as an e-sport, attracting sponsorships and investments.
o Schools and universities are adopting chess to improve problem-solving and cognitive skills among students.
3

' Advancements in Al and Chess Engines

o Al-driven training programs and chess engines enhance player strategies.
o Al-powered tutoring applications make learning easier for beginners and advanced players alike.
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Market Restraints

1.
Lack of Awareness in Underdeveloped Regions
o Limited exposure to chess in certain countries restricts market penetration.
o Insufficient infrastructure for chess education and training programs.
2.
High Competition from Other Mind Sports
o Games like poker, bridge, and Go offer alternative intellectual entertainment.
o The dominance of video games among younger audiences presents a challenge.
3.

Piracy and Free Online Access Impacting Revenue Streams

o Free online chess games and pirated versions of premium applications limit monetization.
o Ad-supported revenue models struggle to provide sufficientreturns.
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Market Opportunities

1.
Emerging Markets and Expansion in Asia-Pacific

o Countries like India and China are experiencing a chess boom due to rising interest and government initiatives.
o Chess academies and training centers are expanding in these regions.

2.
Integration with Virtual Reality (VR) and Augmented Reality (AR)
o AR and VR chess platforms offer immersive experiences, attracting tech-savvy consumers.
o Companies investing in these technologies are likely to gain a competitive edge.
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Corporate and Educational Sector Adoption

o Chess is increasingly used for corporate training programs to enhance strategic thinking.
o The inclusion of chess in school curriculums is driving long-term growth.
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