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The global metaverse in entertainment market is expanding rapidly, with a projected
market size anticipated to rise from USD 30.6 billion in 2026 to USD 121.9 billion by
2032, expanding significantly, with increasing investments from gaming companies,
media platforms, streaming providers, and technology vendors to develop immersive
virtual entertainment environments. The market growth is primarily driven by rising
consumer demand for interactive and real-time digital experiences across gaming, live
events, sports, music concerts, and virtual cinemas. The growing adoption of
augmented reality (AR), virtual reality (VR), mixed reality (MR), blockchain, and artificial
intelligence technologies is accelerating the development of persistent and immersive
virtual entertainment ecosystems. Integration of digital avatars, virtual assets, NFTSs,
creator economies, and virtual social spaces enables enhanced audience engagement,
personalized experiences, and new monetization opportunities for entertainment
providers.

“MR devices to account for the fastest growth during the forecast period”
MR devices are expected to witness the fastest growth in the metaverse in
entertainment market during the forecast period due to their ability to blend physical and

virtual environments into highly immersive and interactive experiences. These devices
enhance user engagement across gaming, live entertainment events, virtual concerts,
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sports broadcasting, and interactive storytelling by enabling real-time interaction
with digital content in mixed environments. The increasing demand for realistic virtual
experiences and advancements in spatial computing technologies are accelerating
adoption of MR devices across the entertainment ecosystem.

Major technology companies are increasingly investing in mixed reality hardware and
immersive content platforms to strengthen metaverse capabilities. For instance, in
February 2024, Apple Inc. launched Apple Vision Pro, integrating mixed reality
capabilities for immersive entertainment, spatial video, and interactive virtual
experiences. Similarly, companies such as Meta Platforms, Inc. and Microsoft
Corporation continue expanding MR ecosystems through immersive gaming,
collaborative virtual environments, and holographic content experiences. These
developments are increasing consumer interest in next-generation immersive
entertainment platforms. Additionally, growing integration of Al, gesture recognition,
spatial audio, and cloud rendering technologies is improving the performance and
usability of MR devices. Entertainment providers and content creators are leveraging
MR technologies to develop immersive fan engagement experiences, virtual theme
parks, mixed reality concerts, and interactive digital events. As metaverse platforms
continue evolving toward persistent and highly immersive digital ecosystems, MR
devices are expected to play a critical role in enabling seamless interaction between
virtual and physical entertainment environments, thereby driving significant market
growth during the forecast period.

“Extended reality (XR) to account for the largest market share”

Extended Reality (XR) is expected to account for the largest market share in the
metaverse in entertainment market during the forecast period due to its critical role in
enabling immersive and interactive digital experiences across gaming, virtual concerts,
live events, sports entertainment, and social engagement platforms. XR combines
augmented reality (AR), virtual reality (VR), and mixed reality (MR) technologies to
create highly engaging virtual environments that enhance user participation and real-
time interaction within metaverse ecosystems. The growing consumer demand for
immersive digital entertainment experiences and advancements in spatial computing
technologies are accelerating XR adoption globally. Major technology and entertainment
companies are investing heavily in XR hardware, software platforms, and immersive
content development to strengthen metaverse capabilities. For instance, in February
2024, Apple Inc. launched Apple Vision Pro, supporting immersive entertainment,
spatial experiences, and mixed reality interactions. Similarly, Meta Platforms, Inc.
continues expanding XR-driven virtual environments and metaverse experiences
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through its Quest ecosystem and Horizon platforms.
“North America leads the metaverse in entertainment market”

North America is expected to account for the largest market share in the metaverse in
entertainment market during the forecast period due to the strong presence of major
technology companies, gaming platforms, entertainment providers, and immersive
technology innovators across the region. The rapid adoption of virtual reality (VR),
augmented reality (AR), mixed reality (MR), artificial intelligence (Al), and cloud
computing technologies is accelerating the development of immersive entertainment
ecosystems in the US and Canada. Rising consumer demand for virtual gaming,
immersive live events, digital social experiences, and metaverse-based content
platforms further supports regional market growth.

The region benefits from advanced digital infrastructure, high internet penetration,
widespread adoption of connected devices, and increasing investments in spatial
computing technologies. Major companies such as Meta Platforms, Inc., Microsoft
Corporation, Apple Inc., and NVIDIA Corporation continue investing in immersive
hardware, virtual environments, Al-powered avatars, and metaverse content
ecosystems to strengthen entertainment capabilities. For instance, the launch of Apple
Vision Pro and the expansion of Meta’s Horizon ecosystem continue driving XR
adoption across entertainment applications.

Additionally, increasing collaboration between gaming companies, media organizations,
streaming platforms, and technology vendors is accelerating the commercialization of
immersive entertainment experiences. Virtual concerts, esports, immersive sports
broadcasting, and interactive digital fan engagement platforms are gaining significant
traction across North America. The region’s strong innovation ecosystem, high
consumer spending on digital entertainment, and continuous investment in next-
generation immersive technologies are expected to maintain North America’s
leadership position in the metaverse in entertainment market during the forecast period.

Breakdown of Primaries
In-depth interviews were conducted with Chief Executive Officers (CEOs), innovation
and technology directors, system integrators, and executives from various key

organizations operating in the metaverse in entertainment market.

By Company: Tier | — 34%, Tier Il — 43%, and Tier lll — 23%
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By Designation: C-Level Executives — 50%, Directors — 30%, and others — 20%

By Region: North America — 25%, Europe — 30%, Asia Pacific — 30%, Middle
East & Africa — 5%, and Latin America — 5%

The report includes a study of key players offering metaverse in entertainment products.
It profiles major vendors in the asset performance management market. The major
market players include Roblox (US), Epic Games (US), Meta (US), Microsoft (US), Take-
Two Interactive (US), Electronic Arts (US), Apple (US), Sony Group Corporation

(Japan), Google (US), Unity Technologies (US), Deloitte (UK), Tata Consultancy
Services (TCS) (India), DPVR (China), and Capgemini (France).
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1 INTRODUCTION

1.1 STUDY OBJECTIVES

1.2 MARKET DEFINITION

1.3 MARKET SCOPE
1.3.1 MARKET SEGMENTATION AND REGIONAL SCOPE
1.3.2 INCLUSIONS AND EXCLUSIONS
1.3.3 YEARS CONSIDERED

1.4 CURRENCY CONSIDERED

1.5 LIMITATIONS

1.6 STAKEHOLDERS

2 EXECUTIVE SUMMARY

2.1 MARKET HIGHLIGHTS AND KEY INSIGHTS

2.2 KEY MARKET PARTICIPANTS: MAPPING OF STRATEGIC DEVELOPMENTS
2.3 DISRUPTIVE TRENDS IN METAVERSE IN ENTERTAINMENT MARKET

2.4 HIGH-GROWTH SEGMENTS

2.5 REGIONAL SNAPSHOT: MARKET SIZE, GROWTH RATE, AND FORECAST

3 PREMIUM INSIGHTS

3.1 ATTRACTIVE OPPORTUNITIES FOR PLAYERS IN

METAVERSE IN ENTERTAINMENT MARKET

3.2 METAVERSE IN ENTERTAINMENT MARKET, BY OFFERING

3.3 METAVERSE IN ENTERTAINMENT MARKET, BY HARDWARE

3.4 METAVERSE IN ENTERTAINMENT MARKET, BY ENTERTAINMENT TYPE
3.5 METAVERSE IN ENTERTAINMENT MARKET, BY REGION

4 MARKET OVERVIEW

4.1 INTRODUCTION
4.2 MARKET DYNAMICS
4.2.1 DRIVERS
4.2.1.1 Evolution of gaming platforms into persistent social entertainment ecosystems
4.2.1.2 Expanding creator monetization models
4.2.1.3 Increasing launch of immersive MR and VR devices
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4.2.2 RESTRAINTS
4.2.2.1 High infrastructure, content, and ecosystem maintenance costs
4.2.2.2 Increasing regulatory scrutiny around user safety and digital interactions
4.2.3 OPPORTUNITIES
4.2.3.1 Expanding integration of entertainment IPs into virtual worlds
4.2.3.2 Expanding in-world advertising, branded experiences, and virtual commerce
models
4.2.4 CHALLENGES
4.2.4.1 Limited interoperability across virtual platforms
4.2.4.2 Delivering stable real-time performance during large-scale virtual events and
immersive entertainment experiences
4.3 UNMET NEEDS AND WHITE SPACES
4.3.1 UNMET NEEDS IN METAVERSE IN ENTERTAINMENT MARKET
4.3.2 WHITE SPACE OPPORTUNITIES
4.4 INTERCONNECTED MARKETS AND CROSS-SECTOR OPPORTUNITIES
4.4.1 INTERCONNECTED MARKETS
4.4.2 CROSS-SECTOR OPPORTUNITIES
4.5 EMERGING BUSINESS MODELS AND ECOSYSTEM SHIFTS
4.5.1 EMERGING BUSINESS MODELS
4.5.1.1 Metaverse in entertainment business models
4.5.2 ECOSYSTEM SHIFTS
4.6 STRATEGIC MOVES BY TIER-1/2/3 PLAYERS
4.6.1 KEY MOVES AND STRATEGIC FOCUS

5 INDUSTRY TRENDS

5.1 PORTER’S FIVE FORCES ANALYSIS
5.1.1 THREAT OF NEW ENTRANTS
5.1.2 THREAT OF SUBSTITUTES
5.1.3 BARGAINING POWER OF SUPPLIERS
5.1.4 BARGAINING POWER OF BUYERS
5.1.5 INTENSITY OF COMPETITIVE RIVALRY
5.2 MACROECONOMIC INDICATORS
5.2.1 INTRODUCTION
5.2.2 GDP TRENDS AND FORECASTS
5.2.3 TRENDS IN GLOBAL METAVERSE INDUSTRY
5.2.4 TRENDS IN GLOBAL VIRTUAL REALITY (VR) INDUSTRY
5.3 VALUE CHAIN ANALYSIS
5.4 ECOSYSTEM ANALYSIS
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5.5 PRICING ANALYSIS
5.5.1 AVERAGE SELLING PRICE OF VR HEADSETS, BY REGION, 2026
5.5.2 AVERAGE SELLING PRICE VR HEADSETS, BY KEY PLAYER, 2026
5.6 TRADE ANALYSIS
5.6.1 EXPORT SCENARIO
5.6.2 IMPORT SCENARIO
5.7 KEY CONFERENCES AND EVENTS, 2026-2027
5.8 TRENDS/DISRUPTIONS IMPACTING CUSTOMER BUSINESS
5.9 INVESTMENT AND FUNDING SCENARIO
5.10 CASE STUDY ANALYSIS
5.10.1 ACCENTURE ENABLED CHANGI AIRPORT GROUP TO BUILD
CHANGIVERSE ON ROBLOX FOR IMMERSIVE DIGITAL ENGAGEMENT
5.10.2 MONKS ENABLED META AND NBA TO DELIVER IMMERSIVE VR SPORTS
VIEWING EXPERIENCES
5.10.3 DELOITTE ENABLED DIAGEO TO DELIVER IMMERSIVE VR & AR
CONCERT EXPERIENCE FOR JOHNNIE WALKER
5.11 IMPACT OF 2025 US TARIFF — METAVERSE IN ENTERTAINMENT MARKET
5.11.1 INTRODUCTION
5.11.2 KEY TARIFF RATES
5.11.3 PRICE IMPACT ANALYSIS
5.11.4 IMPACT ON COUNTRIES/REGIONS
5.11.4.1 US
5.11.4.2 Europe
5.11.4.3 Asia Pacific
5.11.5 IMPACT ON ENTERTAINMENT TYPES
5.11.5.1 Gaming
5.11.5.2 Live events & concerts
5.11.5.3 Film & tv (ott & cinematic experiences)
5.11.5.4 Sports & esports
5.11.5.5 Music & artist engagement
5.11.5.6 Social entertainment
5.11.5.7 Anime, virtual characters, & ip-based entertainment

6 TECHNOLOGICAL ADVANCEMENTS, AI-DRIVEN IMPACT, PATENTS,
INNOVATIONS, AND FUTURE APPLICATIONS

6.1 TECHNOLOGY ANALYSIS
6.1.1 KEY EMERGING TECHNOLOGIES
6.1.1.1 Extended reality (XR)
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6.1.1.2 Real-time 3D & game engines
6.1.1.3 Atrtificial intelligence (Al)
6.1.2 COMPLEMENTARY TECHNOLOGIES
6.1.2.1 Blockchain & digital assets
6.1.2.2 Cloud computing & edge computing
6.1.2.3 Spatial audio & haptic technologies
6.1.3 ADJACENT TECHNOLOGIES
6.1.3.1 Digital twin technology
6.1.3.2 Generative Al content creation
6.1.3.3 5G & advanced connectivity infrastructure
6.2 TECHNOLOGY/PRODUCT ROADMAP
6.2.1 SHORT-TERM (2026-2028) | IMMERSIVE ECOSYSTEM EXPANSION & XR
OPTIMIZATION
6.2.1.1 Focus areas:
6.2.1.1.1 Technology development
6.2.1.1.2 Product/Service innovations
6.2.1.1.3 Market adoption
6.2.2 MID-TERM (2028-2031) | PERSISTENT VIRTUAL WORLDS & AI-DRIVEN
IMMERSION
6.2.2.1 Focus areas
6.2.2.1.1 Technology development
6.2.2.1.2 Product/Service innovations
6.2.2.1.3 Market adoption
6.2.3 LONG-TERM (2031-2035) | FULLY CONNECTED IMMERSIVE
ENTERTAINMENT ECOSYSTEMS
6.2.3.1 Focus areas
6.2.3.1.1 Technology development
6.2.3.1.2 Product/Service innovations
6.2.3.1.3 Market adoption
6.3 PATENT ANALYSIS
6.4 FUTURE APPLICATIONS
6.4.1 AI-DRIVEN VIRTUAL CHARACTERS & INTELLIGENT FAN ENGAGEMENT
6.4.2 PERSISTENT CROSS-PLATFORM VIRTUAL WORLDS
6.4.3 IMMERSIVE LIVE EVENTS & HYPER-INTERACTIVE CONCERT
ECOSYSTEMS
6.4.4 AI-GENERATED CONTENT & REAL-TIME VIRTUAL PRODUCTION
6.4.5 SPATIAL COMMERCE & VIRTUAL MERCHANDISE ECOSYSTEMS
6.5 IMPACT OF AI/GENERATIVE Al ON METAVERSE IN ENTERTAINMENT
MARKET
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6.5.1 TOP USE CASES AND MARKET POTENTIAL

6.5.2 BEST PRACTICES IN METAVERSE IN ENTERTAINMENT

6.5.3 CASE STUDIES RELATED TO Al IMPLEMENTATION IN METAVERSE IN
ENTERTAINMENT MARKET

6.5.3.1 Enabling Scalable Immersive VR Gaming Experiences Through Al-Driven

Cloud Infrastructure

6.5.4 INTERCONNECTED ADJACENT ECOSYSTEMS AND IMPACT ON MARKET
PLAYERS

6.5.5 CLIENTS’ READINESS TO ADOPT GENERATIVE Al IN METAVERSE IN
ENTERTAINMENT MARKET
6.6 SUCCESS STORIES AND REAL-WORLD APPLICATIONS

6.6.1 ROBLOX: CUBE 3D AND AI-ASSISTED VIRTUAL WORLD CREATION

6.6.2 META: GENERATIVE Al TOOLS FOR SOCIAL METAVERSE EXPERIENCES

7 REGULATORY LANDSCAPE

7.1 REGULATORY LANDSCAPE
7.1.1 REGULATORY BODIES, GOVERNMENT AGENCIES, AND OTHER
ORGANIZATIONS
7.1.2 INDUSTRY STANDARDS, BY REGION
7.1.2.1 North America
7.1.2.2 Europe
7.1.2.3 Asia Pacific
7.1.2.4 Middle East & Africa
7.1.2.5 Latin America

8 CUSTOMER LANDSCAPE AND BUYER BEHAVIOR

8.1 DECISION-MAKING PROCESS
8.2 KEY STAKEHOLDERS INVOLVED IN BUYING PROCESS AND THEIR
EVALUATION CRITERIA
8.2.1 KEY STAKEHOLDERS IN BUYING PROCESS
8.2.2 BUYING CRITERIA
8.3 ADOPTION BARRIERS AND INTERNAL CHALLENGES
8.4 UNMET NEEDS ACROSS ENTERTAINMENT TYPES
8.5 MARKET PROFITABILITY
8.5.1 REVENUE POTENTIAL
8.5.2 COST DYNAMICS
8.5.3 MARGIN OPPORTUNITIES IN KEY ENTERTAINMENT TYPES
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9 METAVERSE IN ENTERTAINMENT MARKET, BY OFFERING

9.1 INTRODUCTION
9.1.1 OFFERING: METAVERSE IN ENTERTAINMENT MARKET DRIVERS
9.2 SOFTWARE
9.2.1 TOOLS TO DESIGN, CREATE, & TEST AR, VR, & MR EXPERIENCES
9.2.1.1 Expanding developer participation across immersive entertainment
ecosystems
9.2.2 SOFTWARE: METAVERSE MARKET DRIVERS
9.2.3 EXTENDED REALITY SOFTWARE
9.2.3.1 Open XR ecosystems and cross-platform software frameworks accelerating
spatial entertainment adoption
9.2.4 GAMING ENGINES
9.2.4.1 Foundation of creator-led immersive entertainment platforms
9.2.5 3D MAPPING, MODELING, & RECONSTRUCTION
9.2.5.1 Expanding realistic immersive content creation across entertainment
platforms
9.2.6 METAVERSE PLATFORMS
9.2.6.1 Creator economies and user-generated virtual worlds scaling persistent
immersive entertainment ecosystems
9.2.7 FINANCIAL PLATFORMS
9.2.7.1 Virtual commerce, immersive advertising, and digital payments strengthening
metaverse entertainment monetization models
9.2.8 OTHER SOFTWARE
9.3 HARDWARE
9.3.1 AR DEVICES
9.3.1.1 Expanding immersive entertainment through lightweight spatial experiences
and always-connected digital interaction
9.3.2 VR DEVICES
9.3.2.1 Driving deeply immersive gaming, social, and virtual entertainment
ecosystems
9.3.3 MR DEVICES
9.3.3.1 Redefining premium immersive entertainment experiences
9.3.4 DISPLAYS
9.3.4.1 Enhancing visual realism across spatial entertainment and virtual experience
ecosystems
9.4 PROFESSIONAL SERVICES
9.4.1 APPLICATIONS DEVELOPMENT & SYSTEM INTEGRATION.
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9.4.1.1 Immersive experience deployment increasing demand for real-time 3D
integration and spatial computing services
9.4.2 STRATEGY & BUSINESS CONSULTING SERVICES
9.4.2.1 Enterprises increasingly seeking strategic guidance to commercialize
immersive and spatial entertainment ecosystems

10 METAVERSE IN ENTERTAINMENT MARKET, BY TECHNOLOGY

10.1 INTRODUCTION

10.1.1 TECHNOLOGY: METAVERSE IN ENTERTAINMENT MARKET DRIVERS
10.2 EXTENDED REALITY (XR)

10.2.1 SPATIAL COMPUTING ECOSYSTEMS EXPANDING XR ADOPTION
ACROSS IMMERSIVE ENTERTAINMENT AND SHARED DIGITAL EXPERIENCES
10.3 REAL-TIME 3D & GAME ENGINES

10.3.1 CREATOR ECONOMIES AND REAL-TIME 3D PLATFORMS SCALING
PERSISTENT IMMERSIVE ENTERTAINMENT ECOSYSTEMS
10.4 BLOCKCHAIN

10.4.1 DIGITAL OWNERSHIP AND TOKENIZED ECOSYSTEMS EXPANDING
BLOCKCHAIN ADOPTION ACROSS IMMERSIVE ENTERTAINMENT PLATFORMS
10.5 CLOUD COMPUTING & EDGE COMPUTING

10.5.1 LOW-LATENCY CLOUD INFRASTRUCTURE ENABLING SCALABLE REAL-
TIME IMMERSIVE ENTERTAINMENT AND PERSISTENT VIRTUAL EXPERIENCES
10.6 ARTIFICIAL INTELLIGENCE (Al)

10.6.1 ACCELERATING CONTENT CREATION, PERSONALIZATION, AND
INTERACTIVE ENGAGEMENT ACROSS IMMERSIVE ENTERTAINMENT
ECOSYSTEMS
10.7 OTHER TECHNOLOGIES

11 METAVERSE IN ENTERTAINMENT MARKET, BY ENTERTAINMENT TYPE

11.1 INTRODUCTION

11.1.1 ENTERTAINMENT TYPE: METAVERSE IN ENTERTAINMENT MARKET
DRIVERS
11.2 GAMING

11.2.1 PERSISTENT VIRTUAL WORLDS DRIVING IMMERSIVE ENTERTAINMENT
THROUGH LARGE-SCALE SOCIAL INTERACTION, CREATOR ECONOMIES, AND
DIGITAL ENGAGEMENT

11.2.2 MASSIVELY MULTIPLAYER VIRTUAL WORLDS

11.2.3 USER-GENERATED GAMING PLATFORMS
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11.2.4 COMPETITIVE & ESPORTS GAMING

11.2.5 OTHER GAMING
11.3 LIVE EVENTS & CONCERTS

11.3.1 IMMERSIVE VIRTUAL EVENTS REDEFINING FAN ENGAGEMENT
THROUGH INTERACTIVE, SOCIALLY CONNECTED, AND DIGITALLY MONETIZED
ENTERTAINMENT EXPERIENCES

11.3.2 TICKETED PREMIUM EVENTS

11.3.3 VIRTUAL CONCERTS & MUSIC FESTIVALS

11.3.4 BRANDED & SPONSORED VIRTUAL EVENTS

11.3.5 OTHER LIVE EVENTS & CONCERTS
11.4 FILM & TV (OTT & CINEMATIC EXPERIENCES)

11.4.1 INTERACTIVE CINEMATIC ECOSYSTEMS RESHAPING STREAMING
THROUGH IMMERSIVE STORYTELLING, VIRTUAL PARTICIPATION, AND
FRANCHISE-LED DIGITAL ENGAGEMENT

11.4.2 VIRTUAL CINEMAS & SCREENING ROOMS

11.4.3 VIRTUAL FILM PREMIERES & PROMOTIONS

11.4.4 IMMERSIVE 360°/VR CONTENT

11.4.5 OTHER FILM & TV (OTT & CINEMATIC EXPERIENCES)

11.5 SPORTS & ESPORTS

11.5.1 IMMERSIVE SPORTS ECOSYSTEMS TRANSFORMING SPECTATORSHIP
THROUGH VIRTUAL VIEWING, INTERACTIVE PARTICIPATION, AND DIGITALLY
CONNECTED FAN COMMUNITIES

11.5.2 VIRTUAL STADIUMS & LIVE MATCH VIEWING

11.5.3 IMMERSIVE MATCH SIMULATIONS & REPLAYS

11.5.4 FANTASY SPORTS & PREDICTIVE GAMING

11.5.5 OTHER SPORTS & ESPORTS
11.6 MUSIC & ARTIST ENGAGEMENT

11.6.1 IMMERSIVE MUSIC ECOSYSTEMS DEEPENING FAN PARTICIPATION
THROUGH VIRTUAL PERFORMANCES, DIGITAL OWNERSHIP, AND COMMUNITY-
DRIVEN ARTIST ENGAGEMENT

11.6.2 VIRTUAL MUSIC EXPERIENCES & PERFORMANCES

11.6.3 DIGITAL ALBUMS & NFT DROPS

11.6.4 FAN COMMUNITIES & MEMBERSHIP PLATFORMS

11.6.5 OTHER MUSIC & ARTIST ENGAGEMENTS
11.7 SOCIAL ENTERTAINMENT

11.7.1 PERSISTENT VIRTUAL SOCIAL SPACES REDEFINING DIGITAL
INTERACTION THROUGH AVATARS, CREATOR ECONOMIES, AND IMMERSIVE
COMMUNITY ENGAGEMENT

11.7.2 VIRTUAL HANGOUTS & SOCIAL SPACES
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11.7.3 TRAVEL & EXPLORATION EXPERIENCES

11.7.4 VIRTUAL FASHION & IDENTITY EXPERIENCES

11.7.5 OTHER SOCIAL ENTERTAINMENTS
11.8 ANIME, VIRTUAL CHARACTERS, & IP-BASED ENTERTAINMENT

11.8.1 FRANCHISE-DRIVEN VIRTUAL ECOSYSTEMS EXPANDING FAN
ENGAGEMENT THROUGH IMMERSIVE WORLDS, DIGITAL IDENTITIES, AND
INTERACTIVE IP EXPERIENCES

11.8.2 VIRTUAL CHARACTERS & DIGITAL AVATARS

11.8.3 ANIME & FRANCHISE-BASED VIRTUAL WORLDS

11.8.4 CHARACTER-BASED FAN ENGAGEMENT PLATFORMS

11.8.5 VIRTUAL MERCHANDISE & COLLECTIBLES (CHARACTER-LED)

11.8.6 OTHER ANIME, VIRTUAL CHARACTERS, & IP-BASED ENTERTAINMENTS

12 METAVERSE IN ENTERTAINMENT MARKET, BY REGION

12.1 INTRODUCTION
12.2 NORTH AMERICA
12.2.1US
12.2.1.1 Leading immersive entertainment through creator platforms, spatial media,
and cloud infrastructure
12.2.2 CANADA
12.2.2.1 Strengthening immersive entertainment through game development talent
and expanding digital infrastructure
12.3 EUROPE
12.3.1 UK
12.3.1.1 Strong gaming demand and advanced connectivity strengthening immersive
entertainment ecosystem
12.3.2 GERMANY
12.3.2.1 Strengthening immersive entertainment growth through gaming scale,
hardware demand, and edge infrastructure
12.3.3 FRANCE
12.3.3.1 Strengthening immersive entertainment through strong gaming engagement
and expanding digital community ecosystems
12.3.4 ITALY
12.3.4.1 Expanding software-led gaming and mobile entertainment ecosystems
through growing developer and fiber infrastructure
12.3.5 REST OF EUROPE
12.4 ASIA PACIFIC
12.4.1 CHINA
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12.4.1.1 Strengthening immersive entertainment leadership through gaming scale,
social platforms, and advanced 5G infrastructure
12.4.2 JAPAN
12.4.2.1 Strengthening immersive entertainment through console ecosystems,
premium IP, and fan-driven gaming culture
12.4.3 INDIA
12.4.3.1 Expanding immersive entertainment through AVGC-XR policy support,
creator ecosystems, and nationwide 5G growth
12.4.4 AUSTRALIA & NEW ZEALAND (A&NZ)
12.4.4.1 Strengthening global game development and immersive content production
ecosystems
12.4.5 SOUTH KOREA
12.4.5.1 Strengthening global immersive entertainment through gaming, K-content,
and advanced 5G infrastructure
12.4.6 REST OF ASIA PACIFIC
12.5 MIDDLE EAST & AFRICA
12.5.1 GCC COUNTRIES
12.5.1.1 Saudi Arabia
12.5.1.1.1 Al-led national programs and hyperscale infrastructure expansion driving
high-value cloud services demand
12.5.1.2 United Arab Emirates (UAE)
12.5.1.2.1 Strengthening position through esports expansion, phygital experiences,
and advanced digital infrastructure
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