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Abstracts

This report studies the global E-sports market, analyzes and researches the E-sports

development status and forecast in United States, EU, Japan, China, India and

Southeast Asia.

This report focuses on the top players in global market, like

Activision Blizzard

Epic Games

Nintendo

Riot Games

Valve Corporation

Wargaming.Net

EA Sports

Hi-Rez Studios

Microsoft Studios

Market segment by Regions/Countries, this report covers

United States
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EU

Japan

China

India

Southeast Asia

Market segment by Type, E-sports can be split into

MOBA

FPS

RTS

Other

Market segment by Application, E-sports can be split into

Professional

Amateur

If you have any special requirements, please let us know and we will offer you the report

as you want.
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