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Report description:

The Global Online Racing Games Market is expected to register a CAGR of 5.86% during the forecast period.

Key Highlights>

- In online racing games, players drive their vehicles along racetracks, usually against other drivers. For Instance, Mario Kart is a
successful game that incorporates the cast and characters from the original Super Mario platform game into a competitive racing
game with weapons and power-ups. Another popular racing franchise with an extensive history on the PC and consoles, Need for
Speed, now has several apps.

- The launch of new games attracts many customers into the online racing games market. The racing games are intuitive and
unique. These online racing games keep the individuals engaged. Due to this greater user experience, demand for the online
raging games market has doubled. Post COVID-19, the online racing games market will see new developments. Innovations will
occur in the Online Racing Games market, which is predicted to grow faster during the forecasted period.

- The high cost of paid games continues to be a market barrier. Many players choose to play free online racing games. The price of
premium games is higher in the online racing games market. Due to higher costs, many consumers terminate their memberships.
High-priced Premium online racing game subscriptions may impact the overall market growth.

- There are some privacy concerns and challenges associated with online racing games. In most online racing games, permission
is granted to access sensitive information such as access to contacts and other credentials. Misuse of this data can cause serious
problems for the user.

- COVID-19 pandemic situation impacted the operations of several sectors. On the other hand, the COVID-19 pandemic has
increased the demand for the online racing games market. As a result of the COVID-19 outbreak, lockdowns and limits were being
implemented. Many people were forced to stay at home to avoid the spreading of the Coronavirus. During the pandemic, Online
Racing games were a popular entertainment platform for many people. COVID-19 pandemic period was a great time for the online



racing games market, and it has been a huge achievement in the racing game industry.

Online Racing Games Market Trends

Increasing Mobile Penetration drives growth in the market

- According to Ericsson, the number of smartphone subscriptions worldwide surpassed 6 billion in 2021 and is forecast to further
grow significantly over the next years. China, India, and the United States are the countries with the highest number of
smartphone users. Furthermore, smartphone penetration is expected to further increase as the rate is still lower than 70% in
many highly populated countries, in particular China and India. The high potential of increasing smartphone penetration is
expected to enable higher access to online racing games for new users.

- According to Statista, there were 209 million mobile gamers (alone in the USA) in 2021. This number has increased to 213
million and is predicted to rise further in the upcoming years. These numbers are sheer proof of why the popularity and demand
for mobile games are mounting at an unprecedented rate.

- In India, 25% of the population is young. The increase in number of smartphone users is expanding at a significant rate, which in
turn is boosting the mobile gaming market globally.

- The dependency on smartphones and tablets is a considerable thrust to the global online racing games market. For instance,
Gameloft is offering online multiplayer racing games known as Asphalt 9. This game has gained immense attention from the
customer by providing both android and ios devices. Players can team up with other players globally, irrespective of their
locations. The demand for real-time multiplayer gaming with advanced technology is increasing the growth of the global online
racing game market in the forecast period (2022-2027).

Asia-Pacific to Lead Global Racing Games Market

- The Asia-Pacific region is the fastest-growing preferred market for mobile game developers. The smartphone market boom in
India is a great boost to the online racing gaming industry.

- In China, the country's National Press and Publication Administration (NPPA) is the regulatory body that provides approvals for
video games in China. Video game publishers in China and Beijing have finally started approving gaming licenses. In April 2022,
China approved 45 new video games. This has created new opportunities for the online racing games market to get a license for
new games.

- The majority of Indian gaming companies are focusing heavily on the localization of games, and they are also adding unique
Indianized features to games. Additionally, they are creating games with user-friendly interfaces so that even those without much
technical knowledge may play them easily.

- In the Asia-Pacific region, the demand for free-to-play games will be growing higher. Users mostly like to play the game for free,
but users will pay for it when the game is loaded with excellent features. The approach is common among users.

Online Racing Games Industry Overview

The Gaming Market is highly fragmented as the demand for online games and the increasing penetration of mobile applications

across the region cater to an intense rivalry among the market players. The key players in the market, like Ubisoft, Microsoft, and
Nintendo, are continuously innovating and releasing next-generation gaming consoles, further increasing the competition.



- April 2022 - Microsoft plans to introduce ads in its free-to-play Xbox console games. Additionally, The company introduced Xbox
Game Pass. The family plan option will provide access to Xbox Game Pass for five players and will be priced cheaper than the cost
for separate accounts.

Additional Benefits:

- The market estimate (ME) sheet in Excel format
- 3 months of analyst support
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