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Overview of the Market

In 2023, the arcade game market was estimated to be worth USD 50,698.0 million. With a compound annual growth rate (CAGR)
of 3.9% from 2023 to 2032, the arcade game market is expected to increase from USD 52,566.8 million in 2024 to USD 71,236.6
million by 2032. The market is expanding because to the growing number of commercial gaming facilities, the increasing desire
for interactive and immersive entertainment experiences, and the rising consumer expenditure on leisure and entertainment.
One significant industry trend is the growing use of AR and VR into arcade games. With its immersive virtual experiences, virtual
reality (VR) has quickly gained popularity in gaming and is spreading into other digital fields. Because VR offers incredibly
immersive experiences, arcade gaming has been completely transformed. It was previously difficult for players to enter virtual
worlds and interact with their surroundings. VR-based arcade games, such as Sega's VR Agent and VR 360 Dinosaur Attack Car
Arcade Game 3D Shooter, have become more popular in the gaming business. VR technology in arcades was the main topic of
discussion at the AEI convention in March 2022, which also covered operational success techniques. During the projection period,
these developments are anticipated to increase the uptake of VR-based arcade games and improve user experiences.
Perspectives on Market Segments

Video games, pinball games, redemption games, skill games, electro-mechanical games, interactive games, sports games,
simulation games, merchandiser games, and others are the several categories into which the arcade game market has been split.
The market has been divided into four segments based on the revenue model: pay-to-play, subscription-based, in-app purchases,
and advertising.

The market has been divided into four segments based on component: gaming software, accessories and peripherals,
maintenance and support services, and upright arcade cabinets.

Action, Adventure, Fighting, Racing, Sports, Strategy, and Simulation are the several game genres that make up the arcade game
market.

Children (under 12), Teenagers (13-19), Adults (20-35), Middle-Aged Adults (36-50), and Seniors (over 50) comprise the target
user age group for the arcade game market.

Regional Perspectives

The market is divided into North America, Europe, Asia-Pacific, the Middle East & Africa, and South America by region, according
to the study. The Asia-Pacific arcade game market is anticipated to dominate throughout the duration of the projected period. Due
to its relative ease of entry when compared to other regions, Asia has long been a sought-after market for the gaming industry.
Additionally, more and more western companies, sponsors, and spectators are making investments in this region's industry.

The market for arcade games in North America is being propelled by a renewed interest in immersive entertainment. To draw in a
varied crowd, arcades are utilizing social games, interactive technologies, and themed attractions. The market for arcade games
in the area is expanding because of this trend, which reflects a demand for participatory, group entertainment. The market's
expansion is driven by the region's strong economic foundation, rising affordability, and cutting-edge technologies.

Due to increased smartphone use and monetization, Europe is anticipated to experience significant growth in the future. An
arcade machine still has a target audience whose gaming spending has only increased in the area, even though the growing
usage of smartphones and tablets for gaming is hindering the arcade gaming business.

Numerous arcade games with redemption opportunities for tickets or prizes have contributed to the South American region's
notable growth by increasing the arcade's attractiveness and attracting both families and casual visitors. This improves the game
experience by creating excitement and providing real prizes.

Key Players

ICE Games, Capcom Co., Ltd., Sega Sammy Holdings Inc., Raw Thrills, Bandai Namco Holdings, Andamiro Co. Ltd., ArcadelUp,
D-BOX Technologies, Bay Tek Entertainment, and Dream Arcades are some of the major companies in the arcade game business.

Table of Contents:



TABLE OF CONTENTS

1 EXECUTIVE SUMMARY 21

2 MARKET INTRODUCTION 23

2.1 DEFINITION 23

2.2 SCOPE OF THE STUDY 23

2.3 RESEARCH OBJECTIVE 23

2.4 MARKET STRUCTURE 24

3 RESEARCH METHODOLOGY 25

3.1 OVERVIEW 25

3.2 DATA FLOW 27

3.2.1 DATA MINING PROCESS 27

3.3 PURCHASED DATABASE: 28

3.4 SECONDARY SOURCES: 29

3.4.1 SECONDARY RESEARCH DATA FLOW: 30

3.5 PRIMARY RESEARCH: 31

3.5.1 PRIMARY RESEARCH DATA FLOW: 32

3.5.2 PRIMARY RESEARCH: NUMBER OF INTERVIEWS CONDUCTED 33
3.5.3 PRIMARY RESEARCH: REGIONAL COVERAGE 33

3.6 APPROACHES FOR MARKET SIZE ESTIMATION: 34

3.6.1 REVENUE ANALYSIS APPROACH 34

3.7 DATA FORECASTING 35

3.7.1 DATA FORECASTING TECHNIQUE 35

3.8 DATA MODELING 36

3.8.1 MICROECONOMIC FACTOR ANALYSIS: 36

3.8.2 DATA MODELING: 37

3.9 TEAMS AND ANALYST CONTRIBUTION 40

4 MARKET DYNAMICS 42

4.1 INTRODUCTION 42

4.2 DRIVERS 42

4.2.1 RISING CONSUMER SPENDING ON ENTERTAINMENT AND LEISURE ACTIVITIES 42
4.2.2 GROWING DEMAND FOR INTERACTIVE & IMMERSIVE ENTERTAINMENT EXPERIENCES 43
4.2.3 EXPANDING NUMBER OF COMMERCIAL GAMING FACILITIES 43

4.3 RESTRAINTS 44

4.3.1 HIGH COST ASSOCIATED WITH MANUFACTURING & MAINTENANCE OF ARCADE GAMES 44
4.3.2 STRINGENT REGULATORY CONCERN REGARDING ARCADE GAMES 44
4.3.3 COMPETITION FROM ONLINE GAMING 45

4.4 OPPORTUNITY 46

4.4.1 INTEGRATION OF EMERGING TECHNOLOGIES 46

4.4.2 ONGOING INTERNET & SMARTPHONE PENETRATION ACROSS THE WORLD 46
4.4.3 INCORPORATION OF REDEMPTION IN GAMES 46

4.5 COVID-19 IMPACT ANALYSIS 47

4.5.1 IMPACT ON SUPPLY CHAIN OF ARCADE GAMES MARKET 47

4.5.2 IMPACT ON MARKET DEMAND OF ARCADE GAMES MARKET 47

4.5.3 IMPACT ON PRICING OF ARCADE GAMES MARKET 48

5 MARKET FACTOR ANALYSIS 49

5.1 SUPPLY CHAIN ANALYSIS 49

5.1.1 RAW MATERIAL SOURCING 49



5.1.2 MANUFACTURING PROCESS 49

5.1.3 DISTRIBUTION CHANNELS 49

5.1.4 RETAIL AND VENUE PLACEMENT 50

5.1.5 CUSTOMER FEEDBACK AND AFTER-SALES SUPPORT 50
5.2 PORTER'S FIVE FORCES MODEL 51

5.2.1 THREAT OF NEW ENTRANTS (LOW) 51

5.2.2 BARGAINING POWER OF SUPPLIERS (MODERATE) 51
5.2.3 BARGAINING POWER OF BUYERS (HIGH) 52

5.2.4 THREAT OF SUBSTITUTE PRODUCTS OR SERVICES (LOW) 52
5.2.5 RIVALRY AMONG EXISTING COMPETITORS (HIGH) 52
6 GLOBAL ARCADE GAMES MARKET, BY TYPE 54

6.1 OVERVIEW 54

6.2 VIDEO GAMES 55

6.3 PINBALL GAMES 56

6.4 REDEMPTION GAMES 56

6.5 SKILL GAMES 56

6.6 ELECTRO-MECHANICAL GAMES 56

6.7 INTERACTIVE GAMES 57

6.8 SPORTS GAMES 57

6.9 SIMULATION GAMES 57

6.10 MERCHANDISER GAMES 57

6.11 OTHERS 57

7 GLOBAL ARCADE GAMES MARKET, BY REVENUE MODEL 58
7.1 OVERVIEW 58

7.2 PAY-TO-PLAY 59

7.3 SUBSCRIPTION-BASED 60

7.4 IN-APP PURCHASES 60

7.5 ADVERTISING 60

8 GLOBAL ARCADE GAMES MARKET, BY COMPONENT 62
8.1 OVERVIEW 62

8.2 GAMING MACHINES 65

8.2.1 UPRIGHT ARCADE CABINETS 65

8.2.2 COCKTAIL ARCADE CABINETS 65

8.2.3 SIT-DOWN ARCADE CABINETS 65

8.2.4 MULTI-PLAYER ARCADE CABINETS 65

8.3 GAMING SOFTWARE 66

8.4 ACCESSORIES AND PERIPHERALS 66

8.5 MAINTENANCE AND SUPPORT SERVICES 66

9 GLOBAL ARCADE GAMES MARKET, BY GAME GENRE 67
9.1 OVERVIEW 67

9.2 ACTION 69

9.3 ADVENTURE 69

9.4 FIGHTING 70

9.5 RACING 70

9.6 SPORTS 70

9.7 STRATEGY 70

9.8 SIMULATION 70



10 GLOBAL ARCADE GAMES MARKET, BY TARGET USER AGE GROUP 72
10.1 OVERVIEW 72

10.2 CHILDREN (UNDER 12) 74

10.3 TEENAGERS (13-19) 74

10.4 ADULTS (20-35) 74

10.5 MIDDLE-AGED ADULTS (36-50) 74

10.6 SENIORS (ABOVE 50) 75

11 GLOBAL ARCADE GAMES MARKET, BY REGION 76
11.1 OVERVIEW 76

11.1.1 GLOBAL ARCADE GAMES MARKET, BY REGION, 2023 VS 2032 (USD MILLION) 77
11.1.2 GLOBAL ARCADE GAMES MARKET, BY REGION, 2019-2032 (USD MILLION) 77
11.2 NORTH AMERICA 78

11.2.1 US 84

11.2.2 CANADA 87

11.2.3 MEXICO 90

11.3 EUROPE 95

11.3.1 GERMANY 100

11.3.2 UK 104

11.3.3 FRANCE 107

11.3.4 RUSSIA 110

11.3.5ITALY 114

11.3.6 SPAIN 117

11.3.7 REST OF EUROPE 120

11.4 ASIA-PACIFIC 124

11.4.1 CHINA 129

11.4.2 INDIA 133

11.4.3 JAPAN 136

11.4.4 SOUTH KOREA 139

11.4.5 MALAYSIA 143

11.4.6 THAILAND 146

11.4.7 INDONESIA 149

11.4.8 REST OF ASIA-PACIFIC 153

11.5 SOUTH AMERICA 157

11.5.1 BRAZIL 162

11.5.2 ARGENTINA 165

11.5.3 REST OF SOUTH AMERICA 168

11.6 MIDDLE EAST & AFRICA 173

11.6.1 GCC COUNTRIES 178

11.6.2 SOUTH AFRICA 181

11.6.3 REST OF MEA 185

12 COMPETITIVE LANDSCAPE 190

12.1 INTRODUCTION 190

12.2 COMPETITOR DASHBOARD 191

12.3 PUBLIC PLAYERS STOCK SUMMARY 192

12.4 COMPARATIVE ANALYSIS: KEY PLAYERS FINANICAL 192
12.5 COMPANY MARKET SHARE ANALYSIS, 2023 193
12.6 KEY DEVELOPMENTS & GROWTH STRATEGIES 194



12.6.1 NEW PRODUCT LAUNCH/ DEVELOPMENT 194
12.6.2 MERGER & ACQUISITION 195
12.6.3 PARTNERSHIP/COLLABORATION, INVESTMENT, EXPANSION, AND OTHERS 195
13 COMPANY PROFILES 198

13.1 BANDAI NAMCO HOLDINGS 198
13.1.1 COMPANY OVERVIEW 198
13.1.2 FINANCIAL OVERVIEW 199
13.1.3 PRODUCTS OFFERED 199
13.1.4 KEY DEVELOPMENTS 201
13.1.5 SWOT ANALYSIS 201

13.1.6 KEY STRATEGIES 202

13.2 CAPCOM CO.LTD 203

13.2.1 COMPANY OVERVIEW 203
13.2.2 FINANCIAL OVERVIEW 203
13.2.3 PRODUCTS OFFERED 204
13.2.4 KEY DEVELOPMENTS 206
13.2.5 SWOT ANALYSIS 206

13.2.6 KEY STRATEGIES 207

13.3 SEGA SAMMY HOLDINGS 208
13.3.1 COMPANY OVERVIEW 208
13.3.2 FINANCIAL OVERVIEW 208
13.3.3 PRODUCTS OFFERED 209
13.3.4 KEY DEVELOPMENTS 211
13.3.5 SWOT ANALYSIS 211

13.3.6 KEY STRATEGIES 212

13.4 BAY TEK ENTERTAINMENT INC. 213
13.4.1 COMPANY OVERVIEW 213
13.4.2 FINANCIAL OVERVIEW 213
13.4.3 PRODUCTS OFFERED 214
13.4.4 KEY DEVELOPMENTS 215
13.4.5 SWOT ANALYSIS 215

13.4.6 KEY STRATEGIES 216

13.5 RAW THRILLS 217

13.5.1 COMPANY OVERVIEW 217
13.5.2 FINANCIAL OVERVIEW 217
13.5.3 PRODUCTS OFFERED 218
13.5.4 KEY DEVELOPMENTS 219
13.5.5 SWOT ANALYSIS 219

13.5.6 KEY STRATEGIES 220

13.6 D-BOX TECHNOLOGIES 221
13.6.1 COMPANY OVERVIEW 221
13.6.2 FINANCIAL OVERVIEW 221
13.6.3 PRODUCTS OFFERED 223
13.6.4 KEY DEVELOPMENTS 224
13.6.5 SWOT ANALYSIS 224

13.6.6 KEY STRATEGIES 225

13.7 ICE(INNOVATIVE CONCEPTS IN ENTERTAINMENT, INC.) 226



13.7.1 COMPANY OVERVIEW 226
13.7.2 FINANCIAL OVERVIEW 226
13.7.3 PRODUCTS OFFERED 227
13.7.4 KEY DEVELOPMENTS 228
13.7.5 SWOT ANALYSIS 228
13.7.6 KEY STRATEGIES 229

13.8 ARACDE 1 UP 230

13.8.1 COMPANY OVERVIEW 230
13.8.2 FINANCIAL OVERVIEW 230
13.8.3 PRODUCTS OFFERED 231
13.8.4 KEY DEVELOPMENTS 232
13.8.5 SWOT ANALYSIS 232
13.8.6 KEY STRATEGIES 233

13.9 ANDAMIRO CO. LTD. 234
13.9.1 COMPANY OVERVIEW 234
13.9.2 FINANCIAL OVERVIEW 234
13.9.3 PRODUCTS OFFERED 235
13.9.4 KEY DEVELOPMENTS 236
13.9.5 SWOT ANALYSIS 236
13.9.6 KEY STRATEGIES 237
13.10 DREAM ARCADES 238
13.10.1 COMPANY OVERVIEW 238
13.10.2 FINANCIAL OVERVIEW 238
13.10.3 PRODUCTS OFFERED 239
13.10.4 KEY DEVELOPMENTS 239
13.10.5 SWOT ANALYSIS 239
13.10.6 KEY STRATEGIES 240



SCOTTS

INTERNATIONAL

Arcade Game Market Research Report Information By Component (Video Games,
Pinball Games, Redemption Games, Skill Games, Electro-Mechanical Games,
Interactive Games, Sports Games, Simulation Games, Merchandiser Games, Others),
By Revenue Model (Pay-to-Play, Subscription-Based, In-App Purchases, Advertising),
Component (Gaming Machine, Gaming Software, Accessories & Peripherals,
Maintenance & Support Service), Genre (Action, Adventure, Fighting, Racing, Sports,
Strategy, Simulation), Target User Age Group, (Children (under 12), Teenagers
(13-19), Adults (20-35), Middle-Aged Adults (36-50), Seniors (Above 50), and Region
(North America, Europe, Asia-Pacific, Middle East & Africa, and South America)
Forecast till 2032

Market Report | 2024-12-23 | 241 pages | Market Research Future

To place an Order with Scotts International:

0 - Print this form

0 - Complete the relevant blank fields and sign

0 -Send as ascanned email to support@scotts-international.com

ORDER FORM:

Select license License Price
Single User Price $4950.00
Enterprisewide Price $7250.00

VAT
Total




*Please circle the relevant license option. For any questions please contact support@scotts-international.com or 0048 603 394 346.
[** VAT will be added at 23% for Polish based companies, individuals and EU based companies who are unable to provide a valid EU Vat Numbers.

Email* Phone* | |
First Name* Last Name* | |
Job title*

Company Name* EU Vat / Tax ID / NIP number*

|
Address* City* | |
Zip Code* Country* | |
Date [2025-05-10 |

Signature

Scotts International. EU Vat number: PL 6772247784
tel. 0048 603 394 346 e-mail: support@scotts-international.com
www.scotts-international.com

Page 9/9



