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INDIA’S VIDEO GAMES MARKET

2022 2026 2022 2026

$704.5M 596.4M
$1.4B

(21.1% 5-year
CAGR)

This does not include revenue
from Real Money Games

o of gamers in India spent
34 A) money on games in 2022

India gamers spend an

average of 14.1 hours per
week on mobile games

Source: Niko Partners
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