








Racing Games Market Overview:

During the projected period, the racing games market isanticipated to be driven by elements including
the advent ofnext-generation gaming technologies and an increase indemand for driving simulators.
The popularity of AR and VRgames presents profitable potential for the market’'svendors. The high
price of games, gaming consoles, andaccessories, however, is anticipated to impede market
expansion. The Racing Games market industry is projectedto grow from USD6.2 Billion in 2023 to
USD 6.9192 billionby 2032, exhibitinga compound annual growth rate (CAGR)of 11.60% during the
forecast period (2023 — 2032).

The ecosystem for the global racing games market is madeup of console manufacturers, distributors,
resellers,hardware vendors, and software developers who creategames. A small number of major
players who providecomprehensive gaming offerings dominate the market forracing games.
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Key Players:
Key Companies in the Racing Games market include,

¢ Guillemot Corporation S.A

Logitech

The Code Masters Software Company Limited
Nintendo

RaceRoom Entertainment AG

Sparco

Electronic Arts Inc

OpenWheeler

Market Segmentation:
Segmentation of the global racing games market has beendone by type, application, and region.

The racing game market has been divided into client typeand webgame type based on kind. The client
type categoryhad a greater racing games market share in 2018 and ispredicted to hold the top spot for
the duration of theforecast. Games on CD and those that can be downloadedmake up the client type
portion. These can be played on consoles, mobile devices, PCs, and connected simulators. Client-
type games are preferred by most racing game gamers. The client type segment held the largest
market share of 96.9% in 2018 and is anticipated to grow at a faster CAGR of 11.3% over thefollowing
five years.

The racing games market has been divided into mobile, PC, console, and racing simulators based on
application. Additional divisions of the console sub-segment include XBOX, PlayStation, and others.
The PC segment has been expanded to include games that can be downloaded or bought from actual
stores and played on personal computers. On a smartphone, games that are downloaded as mobile
applications from the App Store or Play Store are categorised under the mobile segment. Gamerswho
like fast-paced racing games and want to have realistic handling and controls use consoles.Racing
simulators are employed by private businesses and educational institutions to train drivers aswell as
for entertainment. In 2018, the mobile segment held the largest racing games market share;over the
forecast period, it is anticipated to grow at a CAGR of 11.4%. The second-largest market in 2018 was
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