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The global In-Car Gaming Services market size is predicted to grow from US$ 83.15
million in 2025 to US$ 578 million in 2032; it is expected to grow at a CAGR of 29.6%
from 2026 to 2032.

In-car gaming services refer to a category of game-related content, gaming platforms,
cloud gaming streaming, application distribution, interaction control, automotive-grade
adaptation and operational support services provided for passenger vehicle intelligent
cockpits, in-vehicle infotainment systems, automotive app stores, in-vehicle cloud
platforms and passenger entertainment scenarios.

This research focuses on gaming service formats that can be operated, displayed or
interacted with through in-vehicle screens, infotainment systems, rear-seat
entertainment displays, passenger screens, or mobile control terminals connected to the
vehicle. The main service forms include native infotainment games available when the
vehicle is parked, in-car games distributed through Android Automotive or OEM app
stores, cloud games streamed to in-vehicle displays through cloud gaming platforms,
multiplayer interactive games using smartphones as controllers, casual games designed
for charging, waiting and long-distance travel scenarios, as well as immersive in-car
gaming experiences enabled by vehicle motion data, cockpit sensors or XR display
devices.

From a revenue recognition and pricing-scope perspective, this research includes
consumer subscription fees related to in-car gaming services, the portion of OEM
premium entertainment packages attributable to gaming services, the in-vehicle
attributable portion of cloud gaming subscriptions, revenue sharing from automotive app-
store game distribution, OEM pre-installation or integration licensing fees, game content
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licensing fees, and in-car XR gaming service fees.

Commercial pricing for such services typically takes the form of OEM pre-installation
licensing fees, automotive app-store revenue sharing, cloud gaming subscription fees,
content-library subscription fees, per-title game licensing fees and OEM premium
infotainment or entertainment package charges. Based on observable consumer-facing
benchmarks, subscription-based services generally fall within a range of approximately
USD 5?30 per month. For example, Tesla Premium Connectivity is priced at USD 9.99
per month or USD 99 per year; Xbox Game Pass Ultimate was adjusted to USD 22.99
per month in April 2026; NVIDIA GeForce NOW Ultimate is officially priced at USD
19.99 per month; and certain regional GeForce NOW partner-operated plans, such as
Taiwan Mobile?s GeForce NOW plan, start from approximately NT$200 per month.

B2B integration fees, content licensing fees and automotive app-store revenue-sharing
arrangements between OEMs and service providers are generally not publicly
disclosed. In industry research, these items are usually assessed through judgement-
based estimates, taking into account vehicle model installation volume, feature-package
penetration, user payment conversion, active usage rates and platform revenue-sharing
ratios. The core value of this industry does not lie merely in transferring conventional
games onto vehicle screens. Rather, it lies in the re-adaptation and commercialisation
of game content around in-vehicle usage conditions, driver-safety boundaries, cockpit
interaction methods, OEM system integration, content licensing, cloud computing
capacity, network connectivity, automotive app distribution and passenger
entertainment scenarios.

In-car gaming services should not be interpreted as a simple transplantation of
conventional gaming content onto automotive displays. Rather, they constitute an
emerging service vertical created by the convergence of intelligent cockpits, in-vehicle
infotainment systems, automotive app stores, cloud gaming platforms, OEM software
ecosystems and passenger entertainment demand. For analytical purposes, this market
should be defined under a relatively narrow scope, focusing on gaming services that
can be operated, displayed or interacted with through in-vehicle screens, infotainment
systems, rear-seat entertainment displays, passenger screens, or mobile control
terminals connected to the vehicle. The main service formats include native
infotainment games available when the vehicle is parked, in-car games distributed
through Android Automotive or OEM app stores, cloud games streamed to in-vehicle
displays, multiplayer games using smartphones as controllers, and immersive in-car
gaming experiences enabled by vehicle motion data, cockpit sensors or XR devices.
Google?s Android for Cars documentation already treats parked games as a supported
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application category for Android Auto and Android Automotive OS, indicating that in-car
gaming is moving from a conceptual entertainment feature towards a platform-based
distribution model.

From a demand-side perspective, the growth logic of in-car gaming services is primarily
driven by vehicle electrification, larger intelligent cockpit displays, improved in-vehicle
connectivity, and rising entertainment demand during charging, waiting, long-distance
travel and rear-seat passenger use cases. According to the International Energy
Agency, global electric car sales exceeded 17 million units in 2024, accounting for more
than one-fifth of global car sales, with China alone selling more than 11 million electric
cars. These vehicles typically have stronger software update capabilities, better
connectivity and richer cockpit screen configurations, making them the early
addressable base for commercialising in-car gaming services. However, the sector?s
real growth should not be understood as an opening-up of gaming while driving. Its near-
term commercial boundary will remain centred on parked use, charging and waiting
scenarios, passenger displays, rear-seat screens and, over the longer term, higher-level
automated driving environments. This safety boundary is critical, as entertainment-
related in-vehicle interaction must remain clearly separated from driver-distraction risks.

From a supply-side perspective, the global in-car gaming service ecosystem is
beginning to form around four categories of participants. The first consists of dedicated
in-car gaming platform companies such as AirConsole, which use the vehicle screen as
the display interface and smartphones as controllers, with a focus on lightweight,
multiplayer and short-session entertainment. BMW has publicly demonstrated the use of
AirConsole for in-car gaming, including scenarios such as charging and waiting. The
second category comprises cloud gaming providers such as NVIDIA GeForce NOW and
Xbox Cloud Gaming, which extend their existing cloud gaming content, account
systems and cloud computing capabilities into the automotive environment. NVIDIA has
publicly stated that Hyundai Motor Group, BYD and Polestar were among the first
automakers to work with it to bring GeForce NOW cloud gaming to vehicles. The third
category consists of automotive app-distribution and content-platform operators,
including Android for Cars, OEM app stores and third-party in-vehicle content platforms,
which control app approval, distribution and updates. The fourth category is represented
by OEMs themselves, whose strategic advantage lies not in game development, but in
their control over cockpit systems, screen access, user permissions and infotainment
package pricing.

Overall, in-car gaming services remain at the transition point between an emerging
market and an early growth market. The current revenue base is still limited, but the
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sector offers meaningful growth optionality as software-defined vehicles, connected
cockpits and in-vehicle content ecosystems mature. Its core value is not merely to add
another entertainment function to the infotainment system, but to extend the service
attributes of the intelligent cockpit, improve the user experience during parked,
charging, waiting, family-travel and rear-seat passenger scenarios, and create new
distribution and monetisation channels for OEMs, platform providers, cloud gaming
companies and content owners. Future competition will not be determined simply by the
number of available games. Instead, the decisive capabilities will be OEM system
integration, product design within driver-safety constraints, cross-OEM and cross-region
adaptation, cloud computing and network-experience control, content licensing,
subscription economics and app-store operation. In the near term, lightweight casual
games, parked games, cloud gaming streaming and automotive app-store distribution
represent the most practical commercialisation routes. Over the medium to long term,
as rear-seat displays, passenger screens, in-car XR and higher-level assisted-driving
scenarios develop further, in-car gaming has the potential to evolve from an auxiliary
entertainment function into a high-growth service segment within the broader intelligent
cockpit content ecosystem.

LPI (LP Information)' newest research report, the ?In-Car Gaming Services Industry
Forecast? looks at past sales and reviews total world In-Car Gaming Services sales in
2025, providing a comprehensive analysis by region and market sector of projected In-
Car Gaming Services sales for 2026 through 2032. With In-Car Gaming Services sales
broken down by region, market sector and sub-sector, this report provides a detailed
analysis in US$ millions of the world In-Car Gaming Services industry.

This Insight Report provides a comprehensive analysis of the global In-Car Gaming
Services landscape and highlights key trends related to product segmentation, company
formation, revenue, and market share, latest development, and M&A activity. This report
also analyses the strategies of leading global companies with a focus on In-Car Gaming
Services portfolios and capabilities, market entry strategies, market positions, and
geographic footprints, to better understand these firms? unique position in an
accelerating global In-Car Gaming Services market.

This Insight Report evaluates the key market trends, drivers, and affecting factors
shaping the global outlook for In-Car Gaming Services and breaks down the forecast by
Technology Route, by Application, geography, and market size to highlight emerging
pockets of opportunity. With a transparent methodology based on hundreds of bottom-
up qualitative and quantitative market inputs, this study forecast offers a highly nuanced
view of the current state and future trajectory in the global In-Car Gaming Services.
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This report presents a comprehensive overview, market shares, and growth
opportunities of In-Car Gaming Services market by product type, application, key
players and key regions and countries.
Segmentation by Technology Route:

Native VI Games

Cloud Gaming

Smartphone-as-Controller Games

Automotive App-Store Distributed Games

Motion-Synced XR Gaming

Other

Segmentation by Supplier Role:
Dedicated In-Car Gaming Platform
Cloud Gaming Service Provider
Automotive App Store / Marketplace
Game Content Publisher / Studio

OEM Integrated Operator

Segmentation by Vehicle Software Ecosystem:
Android Automotive OS / Google Built-in

Android Auto Parked Apps
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OEM Proprietary OS
Automotive App Marketplace Ecosystem

Other

Segmentation by Monetization Model:
OEM Licensing / Integration Fee
Subscription Revenue
Revenue Share / In-App Purchase
Bundled Infotainment Value

Other

Segmentation by Application:
Parked-Only Front Display Gaming
Passenger-Screen Gaming
Rear-Seat Entertainment Gaming
Charging / Waiting Scenario Gaming
Future Autonomous-Mode Gaming

Other

This report also splits the market by region:

Americas
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United States
Canada
Mexico
Brazil
APAC
China
Japan
Korea
Southeast Asia
India
Australia
Europe
Germany
France
UK
Italy
Russia
Middle East & Africa

Egypt

South Africa
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Israel
Turkey
GCC Countries
The below companies that are profiled have been selected based on inputs gathered
from primary experts and analyzing the company's coverage, product portfolio, its
market penetration.
N-Dream AG
NVIDIA Corporation
Google LLC
Microsoft Corporation / Xbox
LG Electronics Inc.
FORVIA SE
Boosteroid
Antstream Ltd
Tesla, Inc.
DTS AutoStage
Holoride Technologies Group
Valeo SE
Hubei Shengtian Network Technology Co., Ltd.

Unity Technologies
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Tencent Holdings Limited
Migu Interactive Entertainment Co., Ltd.
Blacknut SAS
Vector Unit Inc.
King.com Limited

Rovio Entertainment
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