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Report description:

Mobile Gaming Market Analysis

The mobile gaming market size is estimated at USD 135.06 billion in 2025 and is forecast to reach USD 229.56 billion by 2030,
expanding at an 11.19% CAGR. Growth rests on deep smartphone penetration, improving network speeds, and diversified
monetization mixes. Asia-Pacific leads with 54% revenue share and the region is expanding at 12% CAGR, indicating that scale
and momentum now converge there. In-app purchases dominate 61% of global revenue, yet advertising income is gaining fastest
with a 15% CAGR as privacy rules reshape targeting. Competitive pressure is edging up because established publishers widen
their footprints while new studios adopt AI-assisted development to shorten release cycles. Telecom-driven cloud-gaming bundles,
especially in Europe, demonstrate fresh partnership routes that raise ARPDAU and lengthen play sessions.

Global Mobile Gaming Market Trends and Insights

5G Roll-outs Lowering Latency

End-to-end lag on 5G networks often falls below 10 milliseconds, a 75% improvement over 4G, enabling real-time multiplayer and
cloud streaming previously impractical on mobile devices . Multi-Access Edge Computing places processing closer to players, and
T-Mobile's 5G gaming traffic rose 43% in 2024 as latency-sensitive titles gained traction. Lower wait times encourage competitive
esports on phones and extend average cloud-gaming sessions by 34% relative to 4G T-Mobile. Publishers now optimise frame
pacing for 120 Hz screens, and telecom firms leverage performance metrics in premium subscription bundles. As 5G coverage
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spreads, real-time cooperative play is expected to reinforce stickiness and raise time-in-app, supporting long-run revenue gains
for the mobile gaming market.

Contextual-First Advertising Revenues Surging Post-IDFA

Apple's ATT framework eroded user-level targeting, prompting developers to place ads against gameplay moments rather than
identity signals. Engagement rates for contextual placements are 23% higher than traditional behavioural ads, lifting ad spend to
USD 12.2 billion in North America during 2024 AdInMo. Reward-based formats in casual titles are especially effective, boosting
ARPDAU by 0.8 cents between Q4 2023 and Q1 2024 GameBizConsulting. Advertisers appreciate brand-safe environments and
measurable lift from moment-based creatives, while players benefit from non-intrusive rewards. Over the next three years,
contextual uplift is projected to counterbalance iOS CPI inflation for publishers that have strong analytics stacks. Rising ad CPMs
tied to higher engagement will support blended monetization strategies across the mobile gaming market.

Country-Level Loot-Box Regulations in Europe Dampening IAP

Belgium's ban has forced publishers either to strip loot boxes or withdraw titles, and Netherlands permits the mechanic only under
strict guidelines Xiao. EU principles published in March 2025 mandate transparent dual-currency pricing, reducing conversion
where perceived costs rise Breen. In 2024, loot-box revenue fell 9% year-on-year across EU markets BEUC. Compliance adds
localisation overhead and prolongs update cycles, discouraging new gachabased titles. Studios therefore pivot toward battle
passes, direct item sales and cosmetic bundles to protect cash flows. The shift may temper short-term growth in the mobile
gaming market while nudging design toward fairer monetization systems.

Other drivers and restraints analyzed in the detailed report include:

Telco-Led Cloud Gaming Bundles in Europe Stimulating ARPDAU / Gen-Z Preference for Hyper-Casual Gameplay / Rising
User-Acquisition CPI on iOS in North America / 

For complete list of drivers and restraints, kindly check the Table Of Contents.

Segment Analysis

In-app purchases generated 61% of revenue in 2024, illustrating their continued dominance in the mobile gaming market size.
Advertising, though, is expanding faster at 15% CAGR as reward-based and contextual formats improve engagement. Developers
increasingly blend ads with purchases, capturing incremental value during non-spend sessions. Rewarded video now contributes
56% of casual-game revenue, showing that ads no longer imply lower player quality Unity. Subscriptions remain niche, but mature
markets show promise despite Germany's gaming subscription revenue softening 1% to EUR 860 million in 2023, Byshonkov.

The diversified mix shields studios from regulatory pressure specific to any single channel. While loot-box scrutiny slows
gachabased spend, battle passes and direct cosmetics stabilise yields. Advertising serves as an entry point for non-payers, while
item shops and season passes convert engaged users. This layered approach positions the mobile gaming market to absorb
economic cycles and platform policy shifts.

Android controlled 65% revenue in 2024, giving it the largest mobile gaming market share across devices. Its reach is strongest in
India, Brazil, and Indonesia, fueling download volumes. iOS, however, is slated for an 11% CAGR through 2030, outpacing Android
because of higher per-capita spend and a premium device base. Japan's iOS users spend USD 10.76 monthly, whereas South
Korea tops Android spending at USD 11.38 Byshonkov. The EU Digital Markets Act now enables alternative iOS stores, evidenced
by Fortnite's 2024 EU comeback Hern.
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Developers tailor launch strategies: Android soft-launches for mass UA testing, then iOS rollouts for monetization. Platform
dynamics will continue shifting as sideloading becomes viable in the EU and possibly elsewhere. These reforms could compress
platform fees and open new payment experiments, energizing competition within the mobile gaming market.

Mobile Gaming Market Report is Segmented Into Monetization Type (5. 1. 1 In-App Purchases, Subscription and Season Passes,
and More), Platform (Android, IOS, and Third-Party Android Stores), Device Type (Smartphones and Tablets), Game Genre (Casual
and Hyper-Casual, Action/Adventure, and More), and Geography. The Market Forecasts are Provided in Terms of Value (USD).

Geography Analysis

Asia-Pacific's 54% revenue share places it at the epicentre of the mobile gaming market while the region grows 12% CAGR
through 2030. China remains the single largest market though regulatory reviews introduce periodic pauses in licence approvals.
Japan and South Korea sustain the world's highest per-capita mobile spend, at USD 10.76 on iOS and USD 11.38 on Google Play
respectively Byshonkov. India drives volume growth, topping Google Play downloads but still lags monetization, offering upside as
purchasing power rises. Mobile technologies contributed USD 880 billion to APAC GDP in 2023, 5.3% of total GSMA, reinforcing
mobile's economic weight.

North America ranks second by revenue. The United States produced USD 9.2 billion on Android and USD 14.8 billion on iOS in
2023 Byshonkov. The region excels at contextual advertising, mitigating IDFA-related headwinds. Nevertheless, iOS CPI inflation
challenges smaller studios, reinforcing a consolidated landscape. Robust ROAS softens acquisition pain, and cross-promotion
networks among AAA publishers secure economies of scale. Regulatory discourse on in-app payments and antitrust continues to
influence store policies and fee structures that shape the mobile gaming market.

Europe presents mixed growth under heightened regulation. Germany approached EUR 10 billion in 2023 revenue, up 6%
year-on-year, with in-game purchases reaching EUR 4.742 billion Byshonkov. Telecom-bundled cloud gaming trials illustrate
synergy between 5G rollouts and content demand. Still, fragmented loot-box rules and the EU Consumer Protection guidelines
force design changes. Mobile services added EUR 1.1 trillion to European GDP in 2023, or 5% of output GSMA, showing the
sector's macro importance. Success in Europe now hinges on compliance agility and tailored monetization.

List of Companies Covered in this Report:

Tencent Holdings Ltd. / NetEase Inc. / Activision Blizzard Inc. / Electronic Arts Inc. / Nintendo Co., Ltd. / Sony Interactive
Entertainment / Sea Ltd. (Garena) / Zynga Inc. (Take-Two) / Krafton Inc. / Supercell Oy / GungHo Online Entertainment Inc. /
miHoYo Co., Ltd. / Rovio Entertainment Group / King Digital Entertainment PLC / Kabam Games Inc. / Scopely Inc. / Glu Mobile LLC
/ Playrix Holding Ltd. / NCSoft Corporation / DeNA Co., Ltd. /  

Additional Benefits:

<ul> The market estimate (ME) sheet in Excel format  / 
 3 months of analyst support  /  </ul>
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