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Abstracts

This report studies the global Social Gaming market, analyzes and researches the

Social Gaming 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

Rovio Entertainment, Ltd

Social Point S.L.

Gameloft SE

King Digital Entertainment

Zynga

Electronic Arts Inc

Wooga GmbH

CrowdStar

Behaviour Interactive, Inc

Aeria Games GmbH
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Market segment by Regions/Countries, this report covers

United States

EU

Japan

China

India

Southeast Asia

Market segment by Type, Social Gaming can be split into

Advertisements

Virtual Goods

Other

Market segment by Application, Social Gaming can be split into

13-18 Years

19-25 Years

26-35 Years

36-45 Years

46 and Above Years

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

as you want.
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