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[bookmark: _Toc228195852][bookmark: executive-summary]Executive Summary
India has emerged as one of the most dynamic gaming markets in the world. As per Grand View Research estimation, this industry is expected to grow tremendously as the revenue which was USD 15.4 billion in 2024, will more than double to reach USD 35.6 billion by 2030.

 Most mobile games are played mainly on smartphones by more than 95% of gamers (Niko Partners, 2025).  In India, Nazara Technologies, Dream11, Mobile Premier League (MPL) and Octro compete against multinationals like Garena (Sea Ltd.), Tencent, Krafton and Ubisoft, all of whom have different strategies and content. The report delves into the Indian gaming market. Additionally, it uses Porters’s Diamond and a PESTLE analysis to evaluate Garena’s opportunities in this country. The market is appealing through its demographic scale and technological readiness. However, it also has political and legal uncertainty. For example, the 2022 ban on Garena’s flagship Free Fire, and new real‑money gaming legislation (Reuters, 2025). The final sections present recommendations for Garena, as well as a reflective commentary on the research process using Gibbs’ reflective cycle.

[image: ]GARENA




[bookmark: _Toc228195853]1.0 Introduction
Through the analysis of India’s gaming industry, this report will delve into the strategic fit of Garena, the gaming arm of Sea Limited. Interactive forms of entertainment have skyrocketed in India with cheap data plan and smartphone usage. Initially, the study gives an outline of the industry’s size, growth and key players. The analysis then utilizes Porter's Diamond model to evaluate India's competitive advantage. It first examines India’s factor conditions, followed by the demand conditions, related and supporting industries, and firm strategy and rivalry. It next looks at the roles of government and chance.  Following which a PESTLE analysis evaluates the political, economic, social, technological, legal and environmental factors affecting Garena in India. The report ends with a reflection on the research process using Gibbs’ cycle. Harvard-style references are consistently used to verify claims presented. The data being referenced is the latest data as of the April 2026 date.



[bookmark: _Toc228195854]1.1 Industry and Country Overview
[bookmark: _Toc228195855]1.2 Market size and growth
India is among the fastest-growing gaming markets across the globe today. According to estimates by Grand View Research, revenue from video games and interactive entertainment in India was USD 15.4 billion in 2024 and is likely to touch USD 35.6 billion by 2030 at a compound annual growth rate (CAGR) of approximately 14 %. Mobile games make more than 90% of total revenues, estimates suggest. As almost the entire gaming population plays on smartphones, this is the reason (Niko Partners, 2025). The graph in figure 1 represents the industry growth for the year 2018-2030 using an exponential approximation of the Grand View Research forecast.
[image: ] Figure 1: Approximate growth of India’s gaming industry revenue from 2018 to 2030 (USD billion). Data are adapted from Grand View Research (2024) and extrapolated using an exponential trend to illustrate historical and forecast growth.
Supporting these market projections is a rapid increase in the gamer population. Niko Partners projects that India surpassed 500 million gamers in 2025 and anticipates growth to around 724 million players by 2029, with consumer spending exceeding USD 1 billion (Niko Partners, 2025). This growth is driven by the affordability of smartphones and mobile data: 5G‑capable handsets comprised 87 % of smartphone shipments in India during the first half of 2025 (Business Standard, 2025), while a sustained price war led by Reliance Jio drove data prices down from about ₹225 per GB in 2015 to ₹18.5 per GB by 2019, making India the country with the world’s cheapest mobile broadband (Rest of World, 2020). In parallel, Unified Payments Interface (UPI) transactions surged by 33 % in 2025, reaching 228.5 billion transactions, which illustrates the ubiquity of micro‑payments necessary for in‑app purchases (Fortune India, 2026).

[bookmark: _Toc228195856]1.3 Demographics and demand drivers
Young population dominates India’s gaming market according to report Sources like the Niko Partners and FICCI‑Lumikai report (Times of India, 2024) and research included in the Niko Partners (2025) reveal that 95% of gamers play on smartphones today. The bulk of the Indian gaming population today is below the age of 25 with over 40% being female. The average revenue per paying user is projected to jump from USD 3.50 in 2020 to around USD 27 in 2024, indicating stronger monetisation of mid-core and core game genres (ET Edge Insights, 2025). The esports sector is becoming significant: India’s esports market had a revenue of 40 million dollars in FY 2025  and is projected to reach 132 million dollars by FY 2030 driven by battle‑royales like Garena’s Free Fire and Krafton’s Battlegrounds Mobile India, ET Edge Insights 2025.

There are many structural drivers behind this growth The infrastructure development and foreign investment have increased due to Digital India project and government incentives for startups. More and more cheap 5G phones are allowing high-quality gaming for rural citizens. Content and Events: The availability of vernacular content and local events resonate with India’s linguistic diversity. Popular culture (Bollywood and fandom of sports) integrates into game narrative. Looking at social factors: almost 45 % of players claim that socialising with friends is one of their primary reasons for gaming (ET Edge Insights, 2025), while female gamers are increasingly attracted to games that offer interaction and competitive play (Times of India, 2024). Due to lockdowns, the COVID-19 pandemic accelerated adoption further as millions of Indians turned to games for entertainment and connection.

[bookmark: _Toc228195857]2.0 Economic contribution and challenges
Video games impact the economy in many ways. Apart from consumers spending directly on games and in-app purchases, revenue results from advertisement, esports tournament sponsorship, and ancillary industries like game streaming and merchandise. Big players in the country like Nazara Technologies have diversified into esports management (through Nodwin Gaming) and sports media (Sportskeeda). In the meantime, Dream11 capitalises on India’s passion for cricket and other sports through fantasy platforms worth $ US 8 billion (2023 valuation) (Nazara Technologies, 2025) 
	Company (Origin)
	Main titles/products
	Market segment
	Strategy and positioning
	Performance/scale

	Nazara Technologies (India)
	WCC (cricket simulation), Man vs Wild, Nodwin Gaming (esports)
	Mobile games & esports
	Diversified into gaming, sports media and esports; focuses on local IP and acquisitions to expand globally
	Revenue about ₹1,138 crore (≈USD 130 million) in FY2024 (Nazara Technologies, 2025)

	Dream11 (India)
	Fantasy sports (cricket, football, kabaddi)
	Fantasy sports
	Leverages sports fandom and celebrity endorsements; monetises through paid fantasy contests
	Valued at ~USD 8 billion (2023) (Nazara Technologies, 2025)

	MPL – Mobile Premier League (India)
	Casual and hyper‑casual mobile games, fantasy sports
	Mobile & fantasy games
	Rapid user acquisition via sponsorships; offers a broad catalogue of skill‑based games; expanding internationally
	Approx. USD 100 million revenue in 2024 and valued at about USD 2.3 billion (Nazara Technologies, 2025)

	Octro Inc. (India)
	Teen Patti, Indian Rummy
	Social card games
	Pioneers of Indian digital card games; focuses on vernacular interfaces and micro‑transactions
	Financial details undisclosed

	Garena (Sea Ltd., Singapore)
	Free Fire, Free Fire Max
	Mobile battle‑royale games
	Publishes popular free‑to‑play shooters; invests heavily in esports and regional localisation
	Over 75 million global users with around 40 million pre‑ban players in India (TechCrunch, 2023)

	Tencent (China)
	PUBG Mobile (in partnership with Krafton), Honor of Kings
	Mobile & PC games
	Global publisher and investor; distributes international titles and holds stakes in local firms (e.g., Dream11)
	India‑specific revenues not publicly disclosed

	Krafton (South Korea)
	PUBG Mobile, Battlegrounds Mobile India (BGMI)
	Battle‑royale
	Relaunched PUBG in India as BGMI following government bans; invests in Indian startups and local partnerships
	BGMI surpassed 100 million downloads in India by 2021 (press reports)

	Ubisoft (France)
	Assassin’s Creed, Far Cry, Brawlhalla
	Console/PC/mobile games
	Operates development studios in Pune and Hyderabad; emphasises console and PC franchises while experimenting with mobile titles
	India‑specific revenue not disclosed

	Activision Blizzard (US)
	Call of Duty Mobile, Candy Crush (via King)
	Mobile/console games
	Licenses global IP; CoD Mobile has a strong Indian following despite earlier bans
	India‑specific revenue not disclosed

	
	
	
	
	


[bookmark: _Toc228195858]2.1 Key companies and competitive landscape
The Indian gaming industry comprises a blend of indigenous and foreign publishers.  Table 1 provides an overview of the key firms and products. Multinational companies (MNCs) exploit global IP and capital. Domestic champions often leverage local culture and sports themes.

[bookmark: _Toc228195859]2.2 Mobile‑first culture
To illustrate India’s mobile‑first gaming culture, Figure 2 presents a stylised poster image of a young gamer engrossed in mobile play. This depiction underscores how gaming is integrated into everyday life and emphasises the need for developers to optimise for low‑spec devices and vernacular content.
To begin, the report invokes the fast growth of gaming sector worldwide as well as in India. India has become a crucial market owing its massive, youthful, and internet-savvy population, it says. The rapid scaling of companies such as Garena has been fueled by cheap smartphones and affordable internet gaming. The author introduces the paper as an analysis of the industry environment, which will then competitiveness of Garena’s business using the Porter’s Diamond Model, and introduction  Galena’s success.

The industry overview part stresses on the economic size and importance of the industry. In 2023, the market share of the industry is about USD 3.1 billion. In the next few years, the industry is expected to grow at a strong rate. Mobile gaming makes more than 90% of revenue of the market. The poster further explains Garena, Tencent, Dream11 and Nazara Technologies. It lays out how each one took a different route   forays into esports, to mobile-first, to diversification and subscription. 

The global competitiveness of India is assessed using Porter's Diamond Model. The analysis indicates an abundance of skilled, tech-savvy labour as well as widespread internet access. Apart from that, there is strong local demand as indicated by youth demographics. Strengthening the ecosystem are telecom, digital payment and other supporting industries.  Still, shortcomings like limited advanced R&D infrastructure and regulatory uncertainty are noted.




The final part of the poster discusses PESTLE factors of Garena’s success. It notes that economic growth, cultural acceptance of gaming and technological advance could help expansion while political and legal uncertainties could threaten it. The poster effectively shows how strategic positioning and market conditions lead to Garena performance on India. The introduction contextualizes that the international gaming industry has metamorphosed into a high-growth digital industry. India is becoming a leading gaming hub of the world thanks to its demographic dividend which consists of the youth population and the rise of smartphones and the Internet.  With the introduction of Garena Free Fire, the report aims to enhance the understanding of the operation of a multinational company in such a dynamic environment.

One of the strong points of the poster is the use of Porter’s Diamond Model, which assesses the competitiveness of India. The presence of strong factor conditions (skilled workforce, cheap internet), high domestic demand and supportive industries (telecoms, streaming service providers, digital payments) creates a conducive ecosystem. On the one hand, it does not ignore such limitations – regulatory uncertainty and lack of advanced technological infrastructure - for a balanced view.
Using broader frameworks like PESTLE, the last part explores what made Garena successful. The project recognizes that while economic growth and digital adoption is boosting the overall growth of gaming, the political and legal hurdles such as game bans and unclarity can adversely impact operations. In conclusion, the poster does a good job of relating theory to data and strategy which makes it a strong academic business report.
[image: data:image/png;base64,]



[bookmark: _Toc228195860]3.0 Porter’s Diamond of National Advantage
Michael Porter’s Diamond model analyses national competitiveness through four interrelated determinants plus government and chance. Applying this framework to India’s gaming sector reveals why the country has become a global hub for mobile gaming yet faces notable constraints.
[bookmark: _Toc228195861]3.1 Factor conditions
People and tech. India has a large number of software engineers and creative artists. Investment in information and technology services and engineering education over decades has created a labour force capable of developing, localising and operating world‑class games. Domestic smartphone manufacturing is on the rise due to the Production Linked Incentive (PLI) scheme which has prompted Foxconn and others to manufacture locally. The rising broadband as well as 5G infrastructure are supporting gaming: in 2025, 96% of urban youth and 85.5% of households owned a smartphone (Press Information Bureau, 2025) and 87% of smartphone shipments were 5G-enabled (Business Standard, 2025). According to Rest of World (2020), the price war launched by Reliance Jio made mobile data among the cheapest in the world. Consequently, this further lowered the barriers to online gaming. However, high-speed connectivity remains patchy outside major cities and specialised game-development research and development (R&D) is still in early days.
Economic resources and system. Investors are infusing capital into the gaming and esports ecosystem in India, such as Nazara Technologies raising money through public markets and acquisitions and SoftBank-backed MPL. The gathering of e-sports arenas, streaming platforms and local cloud-computing facilities e.g. Garena’s partnership with Yotta in Mumbai enables high-quality user experiences. Despite significant advancements, rural areas are still grappling with unreliable power supply and latency issues.

[bookmark: _Toc228195862]3.2 Demand conditions
India has one of the largest gaming audiences in the entire world. By the year 2025, gaming enthusiasts had already crossed 500 million in number, which are expected to reach a whopping 724 million by 2029 as per Niko Partners (2025). The domestic market is huge. The user group is young; about 41% of paying gamers are aged 15-24 (ET Edge Insights, 2025). Similarly, the space is also extremely mobile-centric. About 95% of users play on smartphones (Niko Partners, 2025). Gamers are increasingly leaning towards mid-core and core genres i.e. battle-royale, shooters, yet casual and hyper-casual are still popular. Most noteworthy women now account for approximately 40% of the gaming community (Times of India,2024) which makes games appeal to a wider audience than earlier. This diversity requires developers to create vernacular language, social features, and culturally appropriate possibilities. The competition among companies to engage users is intense. Thus, the market is pushing innovation and local experience curriculums. As a result, India is becoming more and more globally competitive.

[bookmark: _Toc228195863]3.3 Related and supporting industries
The gaming industry benefits from its dynamic ancillary sectors. Top telecoms services firms like Reliance Jio, Bharti Airtel and Vodafone Idea have poured billions into 4G and 5G networks, making connectivity cheap and ubiquitous. Fintech companies work to facilitate micro-transactions. The UPI system in India registered a volume of almost 229 billion transactions in 2025, which reflects consumer comfort (Fortune India, 2026). Animated films and games provide intellectual property and talent to the Platform Company  and at the same time, mythological games and Bollywood-themed games are popular among local audiences.  The esports industry is becoming more matured, with leagues of model of cricket’s Indian Premier League getting sponsorships from global brands. Educational institutions, especially National Institute of Design and many engineering colleges, create professionals who are adept at art, coding and design. Government initiatives such as Start-Up India and Digital India offer financial and advisory assistance to game developers.  Together, they strengthen the gaming sector in India.
[bookmark: _Toc228195864]4.0 Firm strategy, structure and rivalry
India’s gaming industry structure is competitively intense. By adopting a flexible strategy, various firms have quickly created products amid the emergence of new trends. Many local companies pursue a cost-conscious, localisation-driven strategy: for example, Nazara acquires content creators and creates vernacular IP; Dream11 gets users through sports fandom; MPL uses celeb endorsement and sponsorship for user acquisition. Companies like Tencent, Sea Limited (Garena) and Krafton are spending large amounts to develop their global franchises adding local partnerships for regulatory and consumer acceptance. There is a lot of competition among mobile gaming companies. After the temporary ban of PUBG, many Indian alternatives surfaced. Garena launched Free Fire Max. Krafton relaunched PUBG as Battlegrounds Mobile India.  It supports innovation, improves quality and reduces costs. All key drivers of international competitiveness. Business infrastructures are adaptable, and collaboration joins the experts from process, entertainment, and fund material.
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[bookmark: _Toc228195865]4.1 Government and chance
Gaming has both enabled and constrained by Government policies. Internet access is promoted under the Government scheme Digital India and due to liberalisation huge  FDI investment is allowed. The government’s recognition of esports as a sport in 2022, meant the players were  institutional support. Nonetheless, the regulatory situation remains unclear: The Public Gambling Act, which dates back to 1867, is not applicable to digital games, and does not define the term “skill”. The Online Gaming Act 2025, meanwhile, introduced a licensing regime and effectively prohibited the majority of real-money games, which has caused platforms like the MPL to suspend some of their offerings (Reuters 2025). Another factor is the political relationship between different areas of the world. For example, the Sino-Indian border skirmish in 2020 saw hiked bans on Chinese-linked apps. After this ban, Free Fire was also banned in 2022 (TechCrunch, 2023). The chance event emphasizes the volatility of India’s policy landscape. Despite these challenges, the support seems to be set to continue, thanks to government incentives and a young digital electorate. The catch here is for companies to address the concerns raised over data security and gambling.

[bookmark: _Toc228195866]4.2 Summary
India has global competitive advantage in mobile gaming according to Porter. The factor conditions (availability of skilled talent, low-cost connectivity), demand conditions (large-sized and diverse user base), and related industries (telecoms industry, fintech sector, media sector) provide strong advantages. Strong competition in the domestic environment leads to innovation; government support and the unforeseen events create opportunities and threats. International players can benefit from India’s regulatory and cultural strengths to scale globally if they understand and adapt to them.

[bookmark: _Toc228195867]5.0 PESTLE Analysis: Garena’s Operations in India
Garena, a subsidiary of Sea Limited based in Singapore, is probably best known for Free Fire, a freemium battle-royale game that shot to popularity in India before it was banned in February 2022 on security data issue.  As the platform teamed up with Yotta to comply with Indian laws, Garena later revealed Free Fire India, a localised variant hosted on Indian servers. The following PESTLE analysis looks at the factors affecting operations of Garena India.
[bookmark: _Toc228195868]5.0 Political factors
In India, the political environment has generally been stable and pro-innovation. However recent developments in gaming and gambling have raised regulatory uncertainty on grounds of national security. In February 2022, the government prohibited Free Fire and over 50 apps that purportedly transferred data to servers in China (TechCrunch, 2023).  Although Sea Limited is based in Singapore, Tencent was a sizeable minority stakeholder in 2022, arousing suspicion. India's Online Gaming Act 2025 generally prohibits real-money gaming involving chance and imposes licensing requirements on skill-based games. To avoid being termed gambling, fantasy sports or skill games must undergo necessary tests The Online Gaming Act (previously the Promotion and Regulation of Online Gaming Bill 2025) was passed by parliament in August 2025. Described by the IT minister as necessary to tackle “social evils”, this law treatens the existence of fantasy gaming apps worth USD 3.6 billion (Reuters, 2025). The Comprehensive Economic Cooperation Agreement between India and Singapore is an amicable trade agreement that may facilitate Garena’s investment, although gaming is not explicitly covered. The bilateral relationship between India and China is strained at the moment. This raised the chances of the scrutiny of apps perceived as Chinese.
In response to political risk, Garena has partnered with Yotta for data hosting, improved data-privacy safeguards, removed content, and highlighted Sea Limited’s Singapore roots. Industry lobbyingsm (e.g. All India Gaming Federation) will help shape the future regulations as well. The political risk is still high; an export or taxation ban could disrupt business.

[bookmark: _Toc228195869]5.1 Economic factors
Garena finds India market attractive due to macroeconomic fundamentals. The GDP of the country is around USD 3.5 trillion, and the middle class is fast expanding with growing discretionary spending on entertainment. According to a 2025 study by Niko Partners, around 126 million gamers were paying customers but average in-app expenditure is climbing, albeit from a low base (ET Edge Insights, 2025). Due to the large number of users, a freemium model can nonetheless be profitable despite low per-user spending. In addition, the widespread presence of UPI and digital wallets aids micro-transactions with less friction. The currency volatility is not of much concern as revenues are in Indian rupees and costs and repatriation of profits are in Singapore dollars which can be hedged. In India, one can effectively use localized content at competitive rates. Further, server hosting will not be an issue. The economic environment does react negatively to regulatory shocks (high GST of 28 % on gaming). And they also affect recessions, pandemics and other such externalities. In all, the economic opportunity outweighs those risks; appropriate pricing strategies for local purchasing power combined with scale can work for Garena.

[bookmark: _Toc228195870]5.2 Social and cultural factors
Influences of Indian society on gamers and gamer affinity. The video game audience is predominantly younger than in the past, increasingly female, culturally diverse with respect to languages, religions and settlement regions. Games that use local languages, Bollywood or cricket themes generally see more engagement. The success of Free Fire in India is due to its fast pace, mobile optimisation and social interaction via squads.  Almost half of gamers play for social interaction. The in-game chat, streaming and community tournaments have become essential (ET Edge Insights, 2025). It is about 45% who cite social reasons. More and more female gamers are emerging; they’re looking for compelling avatars and narratives. Nevertheless, there are still many people who are concerned about gaming addiction and violent content. However, since parental controls and age verification have become the norm, many games require these things. India has many sub-markets and a strategy in Tamil Nadu might not work for a state such as Punjab. Garena’s efforts towards localization involving addition of Indian characters, events related to national holidays and voice-overs in Hindi and regional dialects are key to staying relevant.  The company must also work with influencer, tournaments and social communities to build gamer loyalty for the brand. 
[bookmark: _Toc228195871]5.3 Technological factors
Garena benefits greatly from technological advances. The deployment of 5G networks is gaining momentum, while mobile internet prices are still among the cheapest globally (Rest of World, 2020). Most smartphone shipments in H1 2025 were 5G devices (87 %), ensuring that most players can access high-performance games (Business Standard, 2025). Since Android dominates India’s app ecosystem, optimizing performance for low to mid-range Android devices is crucial. by hosting local servers through Yotta, Garena is addressing latency and data-sovereignty issues. The advent of cloud gaming and augmented reality presents new possibilities, but infrastructure beyond urban centers can limit adoption. In the face of escalating cyber-security threats and evolving data-privacy requirements, compliance with the Digital Personal Data Protection Bill 2025 (Government of India, 2025) is now essential. In general, the tech environment is very conducive to mobile-centric, cloud-enabled gaming and Garena’s business model.
[bookmark: _Toc228195872]5.4 Legal factors
The framework for online gaming laws in India is changing quickly. Laws enacted long ago such as the Public Gambling Act of 1867 prohibit games of chances but do not clearly define skill and chance.  The rules in the country were never uniform among the states. The legislation will incorporate a licensing regime with an aim to unify regulation of the online gaming industry. The companies operating in the online gaming industry will be required to demonstrate that their games are skill‑based. The Act will impose penalties for non‑compliance (Reuters, 2025). The Act does not allow games of chance which predominates risk or staking of money. According to a Reuters news report from the year 2025, numerous fantasy platforms had to stop operations, which put thousands of jobs at risk. Free-fire, developed by Garena, is a game with free-2-play feature and purchase optional in-game. It has little chance of being categorized as gambling but the regulatory uncertainty creates compliance costs.  In addition, the tightening of data-protection laws – Digital Personal Data Protection Bill mandates that firms take explicit consent, localise data storage and face penalties for breaches (Government of India, 2025). Intellectual property issues (such as unauthorised mods, copyright infringement) and consumer protection rules (advertising, refunds) also apply. Garena consultant must therefore invest in legal counsel, have transparent terms of service and quickly adapt to new legislation.Environmental factors
Environmental considerations have limited direct impact on digital gaming, yet sustainability is becoming an important corporate responsibility. India faces serious e‑waste challenges; frequent smartphone upgrades contribute to electronic waste streams. The government is introducing extended producer responsibility rules requiring manufacturers and distributors to handle the collection and recycling of electronics. Energy consumption from data centres may draw scrutiny as India pursues decarbonisation goals. Garena’s primary environmental footprint comes from its server operations and corporate offices. Hosting with Yotta allows the company to benefit from Yotta’s renewable‑energy initiatives, and Sea Limited publishes sustainability reports for investors. While environmental factors currently pose limited operational risk, proactive sustainability practices can enhance brand reputation and compliance with future regulations.
[bookmark: _Toc228195873]5.5 Overall attractiveness
An attractive yet challenging market for Garena in India from the PESTLE perspective. There are a lot of players and rising consumer spend that opens up a vast opportunity economically. Socially and technologically, India’s gaming culture resonates with Garena’s offerings.  However, political and legal risks are substantial; the Free Fire ban and the freshly passed Online Gaming Act show how quickly policy can alter. To succeed, Garena has to localise its content and infrastructure, constructively engage with regulators and industry bodies, and build trust with Indian consumers through robust data protection and socially responsible practices. If handled effectively, India could become one of Garena’s top markets worldwide.
[bookmark: _Toc228195874]6.0 Conclusion
India’s gaming sector growing powerfully thanks to a young population, affordable smartphones and data, and a strong gaming culture. Revenue is expected to rise from USD 15.4 billion in 2024 to USD 35.6 billion by 2030 (Grand View Research, 2024) and the gamer population is predicted to surpass 724 million by 2029 (Niko Partners, 2025). Domestic players like Nazara, Dream11, and MPL have succeeded by customizing offerings for local tastes and leveraging sports fandom, whereas MNCs, which own or are linked to global IPs like Sea Limited (Garena), Tencent and Krafton, offer their resources. According to Porter’s Diamond analysis, India is endowed with strong factor and demand conditions and good supporting industries, but there are challenges in regulations and infrastructure. Among the PESTLE analyses of Garena, political bans, economic scales, social diversities, technological infrastructures, and constant changes in laws play an important part. To summarize, India represents an extremely appealing but complex market: success requires localization, compliance and agility. It is expected that those companies that successfully adapt to evolving regulations while appealing to India’s varied mobile-first gaming community will grow rapidly.
Fill in the text here.
Description. The fabrication of this report has been through a systematic research of the gaming sector in India and the strategic context of Garena.
 To begin with, I identified credible primary sources – market reports (Grand View Research, Niko Partners), news articles (Reuters, TechCrunch, Fortune India), government documents and academic commentary. I provided an industry overview and data visualisation using graphical representations, along with an original poster image. Additionally, I integrated Porter’s Diamond and PESTLE frameworks. During the research project, I used graphs to illustrate a competitive landscape, including data models and country maps. In the end, I created a reflective segment employing Gibb’s cycle to evaluate my development.
Emotions. At first, I was excited to learn about the fast-growing industry but anxious about the length and references to be included in the report. As I gathered the information, I became more confident. I was quite intrigued to discover that India has over 500 million gamers and that mobile games generate billions of dollars. There were points where I found myself doubting statistics mentioned in one report over another. I also worried I was using data that was outdated. But verifying the reports and clarifying the dates the studies were conducted helped address my doubts. The project was challenging as well as rewarding.
Re-evaluation. The quantitative data (revenues, number of users) together with qualitative data (driver analysis, regulatory context) were successfully obtained. Adding tables, charts and a poster image made the report clearer and easier to read. Analyzing with these tools aided in the better understanding of the case study. There were problems with no access to private company financials and the law constantly evolving, so you have to word it carefully and use reputable news organizations. I struggled to be concise covering all assignment requirements. I made several drafts to improve my coherence.
Study. The exercise opened my eyes to how macro-economic and socio-cultural processes impact the gaming industry. The Diamond Model suggest that national economy can be improved by increasing productivity of local resources. The PESTLE analysis highlighted the potential for political risk to be more significant than economic opportunity, as well as the need for localisation due to cultural diversity. The students were armed with the methodologies of critical assessment of sources.  My own chart generated from extrapolated data confirmed the growth trends and improved my data visualisation skills.
To conclude In sum, I have learned how to have full international business analyses.  I realise the value of compositing data from various sources and being upfront about limitations. The used frameworks were useful tools which helped to sort out complex information and identify strategic implications. I also understood the importance of forecasting and interpreting regulatory shifts, especially in nascent digital sectors. I improved my ability to synthesise quantitative and qualitative evidence into a coherent narrative through assignment engagement.
Plan of action. When I start work on future projects, I’ll map the data sources available and the timelines to avoid gaps at the last minute. I will strive to check statistics with two separate sources, and keep myself updated on any policy development that could affect the industry. When catering to localised markets like India, I will be mindful of cultural nuances.  In addition, I will further my skills in data visualisation and go on to build my knowledge of analytical frameworks, for example Porter’s Five Forces industry-structure analysis. In assessing the opportunities, I will keep an eye on ethical considerations such as data privacy and sustainability.
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1. INTRODUCTION

The online gaming industry has emerged as one of the most dynamic
and high-growth digital sectors globally, driven by technological
advances, increasing internet penetration and changing consumer
preferences (Newzoo, 2024). India, with its large young population,
affordable data and rapidly expanding digital ecosystem, has become
akey market for both domestic and international gaming companies
(KPMG, 2023). Garena, a Singapore-based multinational, has established
a significant presence in India, particularly through its popular game
Free Fire and its digital entertainment platform, making India one of its
priority markets (Garena, 2023). This report provides an in-depth
analysis of the online gaming industry in India, applies Porter’s Diamond
Model to evaluate its global competitiveness, and critically assesses the
factors influencing Garena's success in this market

2. INDUSTRY AND COUNTRY OVERVIEW

2.1 Introduction to the Industry in India

India's online gaming industry has witnessed exponential growth in the last
decade, evolving from a niche segment to a mainstream digital entertainment
platform (EY, 2023). The sector includes mobile gaming, PC gaming, esports,
real-money gaming (RMG), and casual gaming. The industry benefits from
affordable smartphones, low data costs, and increasing digital literacy, making
gaming accessible to a wide demographic (NASSCOM, 2023).

2.2 Size, Scope and Economic Importance
The Indian online gaming market was valued at approximately USD 3.1 billon
in 2023 and is projected to reach USD 6.2 billion by 2028, growing at a CAGR of
14.8% (Statista, 2023). Mobile gaming dominates with more than 90% of total
revenue, followed by PC gaming and esports. The industry contributes to
employment generation, skill development, and innovation in technology.
Italso attracts significant foreign investment, with cumulative funding of over
USD 238 billion in Indian gaming startups between 2019 and 2023 (FICCI, 2023)

Figure 1: Online Gaming Market Size in India (USD Billion)
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2.3 Major Firms and Competitive Positioning

The Indian online gaming industry is highly competitive with both domestic
startups and established multinational corporations operating in the market.
Key players include:

Company Origin | Key Games/Platforms | Strategy Focus | Market Pos
Free Fire, Speed

Drifters, CODM

Mass market,
esport, localised
content

Strong in mobile:
battle royale
segment

Garena Singapore

Nazara
Technologies

India  World Cricket
Championship,

CarromClash

Diverse portfolo,
esports, RMG

Leading Indian
‘gaming company

Dream11 India RMG, brand

partnerships

Market leader in
fantasy sports

Fantasy Sports
(Cricket, Football)

Microsoft Xbox ~ USA  Xbox Game Pass,

Cloud Gaming

Niche but
growing

Subseription
model, premium
gaming.
Tencent PUBG Mobile, Call
of Duty Mobile

Global Ps,
partnerships

Strong global
presence

Garena’s strategy revolves around offering high-engagement mobile games,
localised events, and bulding a strong esports ecosystem in India, which has
helped it establish a loyal user base (Garena, 2023)
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3. PORTER'S DIAMOND MODEL OF NATIONAL ADVANTAGE

Porter's Diamond Model provides a framework to evaluate the determinants of
national competitive advantage in an industry (Porter, 1990). The application of
this model to India’s online gaming industry i as follows:

3.1 Factor Conditions
India has strong factor conditions, including a large pool of young, tech-sawy.
individuals, sklled game developers, affordable internet, and widespread
smartphone usage (NASSCOM, 2023). However,there is a need for more:
advanced R&D infrastructure and graphic design talent.

3.2 Demand Con
The domestic demand for online gaming is robust due to a young population,
increasing disposable income, and a preference for mobile-first entertainment
(EY,2023). Competitive demand pushes companies to innovate and improve
user experience.

ions.

3.3 Related and Supporting Industries
Esports organizations, streaming platforms (YouTube, Twitch), digital payment
systems, and cloud service providers support the industry's growth. Collaborations
with telecom operators for data packages also provide an advantage.

3.4 Firm Strategy, Structure and Rivalry
The industry is characterised by intense rivalry, frequent product innovations,
and aggressive marketing. Companies adopt freemium models, in-game
purchases, and seasonal events to retain users (KPMG, 2023).

3.5 Government
Government initatives ke “Digital India” and “Make in India” support the growth
of digital industries. However, regulatory uncertainties, especially around RMG,
pose challenges (FICCI, 2023).

Overall, India's online gaming industry has strong competitive potential, but
policy clarity and infrastructure development will be critical for sustained
global competitiveness.
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4. FACTORS IMPACTING GARENA’S SUCCESS IN INDIA

Garenas success in India s influenced by the market' attractiveness across political, economic,

legal and cultural factors. This section evaluates these using PESTLE and Hofstede's cultural
frameworks
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