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Overview
CHAPTER 01



Description: Video gaming is no longer a hobby exclusively enjoyed by the young. As generations have grown up with video games a normal part of life, the video gaming market size has increased across the globe. As of 2022, it is estimated that the United States 
ranks first among the biggest gaming markets worldwide, with a revenue of 54.9 billion U.S. dollars. The video gaming market in China ranked second, generating an approximate 44 billion U.S. dollars in annual revenues. Read more
Note(s): Worldwide; 2022; physical and digital
Source(s):  Advertising & Media Insights 
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Leading gaming markets worldwide in 2022, by gaming revenue (in million 
U.S. dollars)
Leading gaming markets worldwide 2022, by revenue

http://www.statista.com/statistics/308454/gaming-revenue-countries


Description: From the selected regions, the ranking by revenue in the esports market is lead by the United States with 669.48 million U.S. dollars and is followed by China (383.44 million U.S. dollars). In contrast, the ranking is trailed by the Dominican Republic with 1.81 
million U.S. dollars, recording a difference of 667.67 million U.S. dollars to the United States. Read more
Note(s): Worldwide; Jan 1st to Dec 31st 2022
Source(s):  Advertising & Media Insights 
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Revenue of the eSports market in selected countries worldwide in 2022 (in 
million U.S. dollars)
eSports industry size by country 2022

http://www.statista.com/statistics/1130696/esports-revenue-share-country


Description: The graph shows the highest earning eSports countries worldwide in 2022, ranked by prize money won. According to the estimates, Chinese eSports gamers brought home over 46 million U.S. dollars of winnings from eSports competitions in 2022. The 
U.S. ranked second with 29.43 million U.S. dollars in prize money won. Read more
Note(s): Worldwide; 2022; total prize money won by competitors from each country
Source(s): eSports Earnings 
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Highest earning eSports countries worldwide in 2022, by prize money (in 
million U.S. dollars)
Highest earning eSports countries in 2022, by prize winnings

http://www.statista.com/statistics/737783/highest-earning-esports-countries


Description: The United States was the leading eSports country worldwide according to the number of active eSports competition players in 2022. The U.S. led the list with more than 3.7 thousand active competition players, followed by China and Brazil with 1.7 
thousand and 1.38 thousand professional eSports players respectively. Read more
Note(s): Worldwide; 2022
Source(s): eSports Earnings 
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Leading eSports countries ranked by number of active eSports 
competition players worldwide in 2022
Leading eSports countries ranked by number of active players 2022

http://www.statista.com/statistics/780631/esports-competition-country-number-of-players-world


Description: South Korea was the highest-earning eSports nation in the Asia-Pacific region in 2013, but was overtaken by China in 2014. Alternating with the United States, China was the highest or second highest-earning eSports nation worldwide in the years between 
2014 and 2022. In 2022, players and teams from China made a total of over 46.21 million U.S. dollars in eSports prize money. Read more
Note(s): Asia, APAC; 2013 to 2022
Source(s): eSports Earnings 
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Leading three eSports countries and territories per year in the Asia-Pacific 
region from 2013 to 2022, by prize money earned (in million U.S. dollars)
Top three eSports countries per year APAC 2013-2022, by prize money earned

http://www.statista.com/statistics/1301837/apac-top-esports-countries-annually-by-prize-money-earned


Description: As of May 2022, China was the most active eSports nation in the Asia-Pacific region, having participated in over six thousand tournaments. In comparison, Hong Kong had participated in 119 eSports tournaments as of May 2022. Read more
Note(s): Asia, APAC; as of May 3, 2022
Source(s): esportsflag 
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Most active eSports countries and territories in the Asia-Pacific region as 
of May 2022, by number of tournament participations
Most active eSports nations APAC 2022, by tournament participations

http://www.statista.com/statistics/1306254/apac-most-active-esports-nations-by-tournament-participations


The Japanese eSports market
CHAPTER 02



Description: The eSports market in Japan was valued at about 7.8 billion Japanese yen in 2021. While the growth was somewhat stunted in 2020 and 2021 due to the COVID-19 pandemic, it was expected that the market would grow more strongly from 2022 onward 
and reach a size of almost 18 billion yen by 2025. Read more
Note(s): Japan; 2018 to 2021; *Forecast. 100 Japanese yen equal 0.77 U.S. dollars or 0.71 euros as of February 2023. Figures have been rounded. Read more
Source(s): Japan eSports Union; Kadokawa ASCII Research Laboratories 
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Revenue of the eSports market in Japan from 2018 to 2021 with a forecast 
until 2025 (in billion Japanese yen)
eSports market size Japan 2018-2025

http://www.statista.com/statistics/1104505/japan-esports-market-size
http://www.statista.com/statistics/1104505/japan-esports-market-size


Description: Sponsorship accounted for 62.7 percent of the eSports revenue in Japan in 2021, which made it by far the biggest segment of the market. The domestic eSports market size during that year was estimated at about 7.8 billion Japanese yen. Read more
Note(s): Japan; 2021
Source(s): Japan eSports Union; Kadokawa ASCII Research Laboratories 
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Revenue share of the eSports market in Japan in 2021, by category
eSports revenue distribution Japan 2021, by category

http://www.statista.com/statistics/1104563/japan-esports-revenue-distribution-by-category


Description: The eSports market in Japan had an estimated audience of 7.43 million people in 2021. Viewership was expected to increase to more than 12 million people by 2025. Similarly, the size of the eSports market in Japan was expected to grow further in the 
coming years and reach a value of close to 18 billion Japanese yen by 2025. Read more
Note(s): Japan; 2018 to 2021; figures refer to the number of people who had the experience of being spectators at matches, watching matches via onlines videos, or watching matches via broadcasting, such as terrestrial programs; *Forecast. 100 [...] Read more
Source(s): Japan eSports Union; Kadokawa ASCII Research Laboratories 
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Number of eSports viewers in Japan from 2018 to 2021 with a forecast 
until 2025 (in millions)
eSports viewership Japan 2018-2025

http://www.statista.com/statistics/1104578/japan-esports-audience-numbers
http://www.statista.com/statistics/1104578/japan-esports-audience-numbers


Description: The Japan eSports Union (JeSU) counted 311 players with a Japan eSports Pro License as of November 2023. Junior Licenses and Team Licenses made up much smaller numbers. JeSU is a governing body for eSports in Japan that was established in 2018 via 
a merger of the Japan e-Sports Association, the eSports Promotion Organization, and the Japan eSports Federation. Read more
Note(s): Japan; as of November 2023
Source(s): Japan eSports Union 
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Number of eSports players licensed by the Japan eSports Union (JeSU) in 
Japan as of November 2023, by type of license
Number of licensed eSports players in Japan 2023, by license type

http://www.statista.com/statistics/1231638/japan-number-of-licensed-esports-players-by-license-type


Description: The Japan eSports Union (JeSU) counted 72 licensed players for "Street Fighter 6" as of November 2023. Capcom's fighting game was the game with the highest number of licensed players, followed by "Monster Strike" and "Puyo Puyo." JeSU is a governing 
body for eSports in Japan that was established in 2018 via a merger of the Japan e-Sports Association, the eSports Promotion Organization, and the Japan eSports Federation. Read more
Note(s): Japan; as of November 2023
Source(s): Japan eSports Union 

0 10 20 30 40 50 60 70 80

Street Fighter 6
Monster Strike

Puyo Puyo
Teppen

Granblue Fantasy Versus
Puzzle & Dragons

Tekken 7
eFootball

Guilty Gear -Strive-
Blazblue Centralfiction
Virtua Fighter esports

Real Time Battle Shogi
Call of Duty: Black Ops Cold War

Dead or Alive 6
Blazblue Cross Tag Battle

72

51

40

25

23

18

18

15

10

8

8

8

7

7

6

Number of licensed players

15

Number of eSports players licensed by the Japan eSports Union (JeSU) in 
Japan as of November 2023, by game
Number of licensed eSports players in Japan 2023, by game

http://www.statista.com/statistics/1425843/japan-number-of-licensed-esports-players-by-game


Awareness and interest
CHAPTER 03



Description: In a survey conducted in Japan in July 2022, nine percent of the respondents stated to thoroughly know what eSports is. While a majority of people stated that they had heard about it, close to a third of the respondents did not know about it. Read more
Note(s): Japan; July 20 to 25, 2022; 1,200 respondents; 15-69 years
Source(s): MarkeZine; Ponta Research 
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Share of people who know about eSports in Japan as of July 2022
Awareness of eSports in Japan 2022

http://www.statista.com/statistics/1023392/japan-awareness-esports


Description: In a survey conducted in Japan in July 2022, 27 percent of boys aged 15 to 19 years old stated to thoroughly know what eSports is. While the share was significantly lower among men in their fifties and sixties, a majority of respondents throughout all age 
groups stated to have heard about eSports. Read more
Note(s): Japan; July 20 to 25, 2022; 600 respondents; 15-69 years
Source(s): MarkeZine; Ponta Research 
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Share of men who know about eSports in Japan as of July 2022, by age 
group
Awareness of eSports among men in Japan 2022, by age group

http://www.statista.com/statistics/1336964/japan-awareness-e-sports-men-by-age-group


Description: In a survey conducted in Japan in July 2022, 12 percent of girls aged 15 to 19 years old stated to thoroughly know what eSports is. While the share was lower among older generations, a majority of respondents throughout all age groups stated to have 
heard about eSports. Read more
Note(s): Japan; July 20 to 25, 2022; 600 respondents; 15-69 years
Source(s): MarkeZine; Ponta Research 
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Share of women who know about eSports in Japan as of July 2022, by age 
group
Awareness of eSports among women in Japan 2022, by age group

http://www.statista.com/statistics/1336970/japan-awareness-e-sports-women-by-age-group


Description: According to a survey conducted in Japan in February 2023, a combined share of 6.2 percent of the respondents were interested in eSports. While a slightly higher share of people were indifferent, a clear majority stated that they were not interested in 
eSports. Read more
Note(s): Japan; February 1 to 5, 2023; 9,830 respondents; 10-79 years
Source(s): MyVoice; PR Times 
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Share of people who are interested in eSports in Japan as of February 
2023
Interest in eSports in Japan 2023

http://www.statista.com/statistics/1274074/japan-interest-in-e-sports
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