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2022 Global Games Market

newzoo Per Segment With Year-on-Year Growth Rates

Browser PC Games

$2.3Bn

Dowloaded/Boxed
PC Games

$38.1Bn

-16.9% YoY
+1.6% YoY

Console Games

$52.9Bn

2022 Total

$196.8Bn

+2.1%
YoY

-2.2% YoY

Mobile Games

$103.5Bn

+5.1% YoY

Source: ©Newzoo | Global Games Market Report | July 2022
.com/global port

$103.5Bn

Mobile game revenues in
2022 will account for 53%
of the global market

Our revenues encompass consumer
spending on games: physical and
digital full-game copies, in-game
spending, and subscription services like
Xbox Game Pass. Mobile revenues
exclude advertising. Our estimates
exclude taxes, secondhand trade or
secondary markets, advertising
revenues earned in and around games,
console and peripheral hardware, B2B
services, and the online gambling and
betting industry.



0 2022 Global Players

newzoo Per Region With Year-on-Year Growth Rates

Middle East & Africa

488M

+8.2% YoY

Europe
430M

Asia-Pacific

1,746M

+3.4% YoY 2022 Total

3,198M

+4.6%
YoY

Latin America

315M

+4.2% YoY

+4.8% YoY

North America

219M

+2.6% YoY

Source: ©Newzoo | Global Games Market Report | July 2022
.com/global port

55%

of global players are in
Asia-Pacific, and the
region still houses some
of the fastest-growing
markets worldwide

Definition of players: anyone who has
played games on PC, console, or
mobile device in the last six months.
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Animation
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THANKS

Gabriel Pang
Chairman, HKDEA
Gabriel@hkdea.org
https://www.hkdea.org
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