
Animation, VFX and Games Market By Type

(Animation & VFX, Game & VFX) , By Application

(Anime, Film, Video Game) : Global Opportunity

Analysis and Industry Forecast, 2024-2032

https://marketpublishers.com/r/AB6723EA2FF5EN.html

Date: September 2024

Pages: 200

Price: US$ 2,601.00 (Single User License)

ID: AB6723EA2FF5EN

Abstracts

Animation, VFX, and Games Market

The animation, VFX, and games market was valued at $259.3 billion in 2023 and is

projected to reach $563.6 billion by 2032, growing at a CAGR of 8.8% from 2024 to

2032.

Animation, visual effects (VFX), and games are intertwined creative digital tools with

interactive designs and appealing effects that are used to bring fictional aspects to life

across several industries. Animation involves the creation of movable images by rapidly

displaying a sequence of static frames. VFX involves the creation and addition of

elements during the post-production process that are impractical to capture during live

shooting. It is widely used in the films, television, and video games sector for the

development of captivating environments. Further, games are digital entertainment

escapades integrated with animation and VFX, along with several sound & gameplay

mechanics. They are widely being adopted across different industries such as

education, competition, entertainment, and therapeutics to enhance the engagement of

users.

Increase in popularity of immersive technologies, including augmented reality and virtual

reality, is a key driver of the animation, VFX, and games market. In addition, expansion

of the e-sports and live-streaming platforms has propelled the market growth

significantly. Furthermore, rise in demand for interactive entertainment and upsurge in

investments in content production propel the development of the market. A notable
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trend acquiring traction in the market is the adoption of real-time rendering

technology. This technology accelerates the creative process and boosts the efficacy of

content creation by allowing quick visualization of modifications. This real-time

enhancement of graphics is poised to elevate the specificity of output in the gaming and

filming industry.

However, the production & implementation of high-quality VFX, animations, and gaming

are capital-intensive processes that deter small-scale studios & independent content

creators from utilizing the technologies. This deterrence hampers the widespread

expansion of the market. Moreover, the extended production timelines and the rapidly

changing trends present challenges for developers to cater to consumer expectations,

restraining the market growth significantly. On the contrary, the synergy of ingenious

technologies such as generative AI & procedural content generation (PCG) with

animation, VFX, and games is assisting the filming & gaming industries in increasing

their revenues. According to Forbes Magazine 2023, the video game industry alone

surpassed the combined revenue of the movie and music industries in 2022 due to the

capabilities of PCG. Therefore, the assimilation of animation, VFX, and games with

innovative technologies is projected to present lucrative opportunities for the market in

the future.

Segment Review

The animation, VFX, and games market is segmented into type, application, and region.

On the basis of type, the market is bifurcated into animation & VFX and game & VFX.

Depending on application, it is classified into anime, film, and video game. Region wise,

it is analyzed across North America, Europe, Asia-Pacific, and LAMEA.

Key Findings

On the basis of type, the game & VFX segment held a high share of the market in 2023.

Depending on application, the anime segment dominated the market in 2023.

Region wise, North America was the highest revenue generator in 2023.

Competition Analysis

The leading players operating in the global animation, VFX, and games market include

3ds Max, Motionbuilder, Blender, Clara.Io, Faceshift, Houdini Apprentice, Iclone,
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Makehuman, Maya, Mixamo, Poser, and Terragen. These major players have adopted

various key development strategies such as business expansion, new product

launches, and partnerships to strengthen their foothold in the competitive market.

Additional benefits you will get with this purchase are:

Quarterly Update and* (only available with a corporate license, on listed price)

5 additional Company Profile of client Choice pre- or Post-purchase, as a free

update.

Free Upcoming Version on the Purchase of Five and Enterprise User License.

16 analyst hours of support* (post-purchase, if you find additional data

requirements upon review of the report, you may receive support amounting to

16 analyst hours to solve questions, and post-sale queries)

15% Free Customization* (in case the scope or segment of the report does not

match your requirements, 15% is equivalent to 3 working days of free work,

applicable once)

Free data Pack on the Five and Enterprise User License. (Excel version of the

report)

Free Updated report if the report is 6-12 months old or older.

24-hour priority response*

Free Industry updates and white papers.

Possible Customization with this report (with additional cost and timeline, please talk to

the sales executive to know more)

End user preferences and pain points

Industry life cycle assessment, by region

Product Benchmarking / Product specification and applications
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Product Life Cycles

Scenario Analysis & Growth Trend Comparison

Technology Trend Analysis

Go To Market Strategy

Market share analysis of players by products/segments

New Product Development/ Product Matrix of Key Players

Pain Point Analysis

Regulatory Guidelines

Strategic Recommendations

Additional company profiles with specific to client's interest

Additional country or region analysis- market size and forecast

Brands Share Analysis

Criss-cross segment analysis- market size and forecast

Expanded list for Company Profiles

Historic market data

List of customers/consumers/raw material suppliers- value chain analysis

Market share analysis of players at global/region/country level

SWOT Analysis

Key Market Segments
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By Type

Animation VFX

Game VFX

By Application

Anime

Film

Video Game

By Region

North America

U.S.

Canada

Europe

France

Germany

Italy

Spain

UK

Rest of Europe
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Asia-Pacific

China

Japan

India

South Korea

Australia

Rest of Asia-Pacific

LAMEA

Latin America

Middle East

Africa

Key Market Players

3ds Max

Motionbuilder

Blender

Clara.Io

Faceshift

Houdini Apprentice

Iclone

Makehuman

+357 96 030922
info@marketpublishers.com

Animation, VFX and Games Market By Type (Animation & VFX, Game & VFX) , By Application (Anime, Film, Video Gam...

https://marketpublishers.com/report/technologies_electronics/telecommunications/animation-vfx-n-games-market-by-type-animation-vfx-game-vfx-by-application-anime-film-video-game-global-opportunity-analysis-n-industry-forecast.html


Maya

Mixamo

Poser

Terragen
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