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Chairman’s 
Message

With best regards

Karan Rathore
Chairman

Dear Readers, 
 
As we commemorate another year of gaming evolution and celebrate 
our love for this thriving industry, it is with great pleasure that I delve 
into a topic close to every gamer’s heart—the burgeoning gaming ex-
port market in India. 
 
The Indian gaming landscape has undergone a remarkable transfor-
mation, evolving from a niche interest to a dynamic sector with vast 
potential. The gaming export market in India has witnessed exponen-
tial growth, poised to soar to new heights in the global arena. With 
a diverse talent pool and a burgeoning tech-savvy population, India 
stands at the precipice of becoming a key player in the international 
gaming market. 
 
Moreover, the potential of game developers in India is nothing short of 
extraordinary. The nation is home to a multitude of passionate and in-
novative minds, fostering an environment ripe for creativity and techno-
logical advancements. Indian game developers have showcased their 
prowess by creating immersive, culturally rich gaming experiences that 
resonate with audiences worldwide. 
 
The confluence of technological advancements, a burgeoning market, 
and a talent pool brimming with creativity positions India as a force to 
be reckoned with in the gaming industry. As we look ahead, the trajec-
tory of the gaming export market in India seems poised for unprece-
dented growth and success. 

The nation 
is home to a 
multitude of 
passionate 

and innovative 
minds, fostering 
an environment 

ripe for 
creativity and 
technological 

advancements.



Services 
Export Promotion 
Council set up in 
2006 by Ministry 
of Commerce 
& Industry, 
Government of 
India is an apex 
trade body to 
promote exports 
of services 
from India. 

Key role in Foreign Trade Policy, Export Strategy formulation by Department of Commerce and related Govt Departments.

Interface between Services Sector and Government

Provides inputs on Trade Negotiations

Represents Services Sector in various Joint Trade Committees, Joint Business Councils and Joint Working Groups of 
Government of India to facilitate export.

Creates Business opportunities in global market place for services exporters 

Providing commercially useful information and assistance to members in  increasing exports.

Organising visits of delegation of its members abroad to explore overseas market opportunities.

Organising participation of Services exporters in specialised International Trade Fairs.

Dissemination of government notification, orders, information on trade and other relevant information to members.

Facilitates execution of Government Schemes like SEIS.

Overview of services offered By SEPC
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Services Covered under SEPC

In order to enhance the competitiveness of services exports and enable services industry to generate 
employment, the Union Cabinet chaired by Honourable Prime Minister Shri Narendra Modi in 2018 iden-
tified 12 Champion Services Sector. 
The following table provides the mapping of identified Champion Services vis-a vis the services covered 
under SEPC and BPM6 classification.  Sixth edition of the Balance of Payments and International Invest-
ment Position Manual (BPM6) is developed by IMF in collaboration with compilers and other interested 
parties worldwide and used by most of the countries to record and report services trade data.   

S.N. Services covered under SEPC Champion Services BPM6 Classification

1 Accounting/Auditing and 
Bookkeeping Services

Accounting and Finance 
Services

Other business services

2 Consultancy Services -
3 Legal Services Legal services

4 Architectural Services and related 
services

Construction and related 
Engineering services

5 Environmental services Environmental services

6
Marketing Research and Public 
Opinion Polling Services/
Management services

-

7 Advertising  Services -
8 Printing and Publishing services -

9 Other services (IT & ITES, 
Communication Services)

IT & ITES, Communication 
services

Telecommunications, 
computer, and 
information services

10 Hotel and Tourism Related Services Tourism and Hospitality 
Services

Travel11 Education Services Education services

12
Healthcare services including 
services by nurses, physiotherapist 
and paramedical personnel

Medical Value Travel 
Services

13 Maritime Transport Services Transport and Logistics 
services Transport

14 Distribution Services

15 Other services (Financial Services) Financial Services
Financial services
Insurance and pension 
services

16 Entertainment services including 
Audio-visual services Audio-visual services Personal, cultural, and 

recreational services

17 Other Services

- Charges for the use of 
intellectual property n.i.e.

- Government goods and 
services n.i.e.

-
Manufacturing services 
on physical inputs 
owned by others

- Maintenance and repair 
services n.i.e.

Construction and related 
Engineering services Construction

Services not allocated
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Introduction
The roots of online gaming can be traced 
back to the early days when computer was 
introduced. Later with advent of internet, 
online multiplayer games came as a treat 
for the gamers. Further, as internet infra-
structure improved, gaming entered a new 
era, with multiplayer functionality becom-
ing a standard feature in many games.

With billions of players engaged across 
various platforms, the online gaming in-
dustry has become a financial power-
house. According to a report by PwC, the 
global online gaming market was valued 
at $214 bn in 2021, and is expected to be 
around $321 bn in 2026 (Fig 1). The growth 
is fuelled by the increasing accessibility of 
gaming platforms, affordable high-speed 
internet, and a diverse range of gaming 
experiences.
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Total Global Video Games Revenue
by segment ( USD bn)

2017 2018 2019 2020 2021 2022 2023 2024 2025 2026

67.7

23.8

120.4

25.5

148

28.3

214.2

33.7

67.7

25.6

162.4

28.9

185.8

29.2

235.7

36.9

223.8

31.1

299.9
321.1

40.4

67.7

25.0

139.2

27.3

167

28.3

214.2

35.2

132.9

28.6

196.9

31.3

204.7

30.0

257.1

38.6

242.7

31.5

42.2

Fig 1 : Global online Gaming Industry
Source : Gaming is booming and is expected to keep growing. This chart tells you all you need to know, World Economic Forum

The COVID-19 pandemic has pushed the number of 
gamers to an all-time high, with non-gamers pick-
ing up video game controllers as a social lifeline, and 
pre-existing gamers spending even more time and 
money on gaming activities. Since the start of the 
pandemic, the industry experienced massive growth 
with large number of people playing video games 
and watching gaming video content.

Social/Casual Gaming PC Games Console Games Integrated Video 
Game Advertising
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Evolution of Gaming industry Evolution of Gaming industry 

The online gaming ecosystem have evolved over a 
period of time and this evolution is primarily char-
acterized by various platforms used to catering to 
the diverse audiences (Fig 2).

PC Gaming: Platforms like Steam, Epic Games, 
and GOG have become digital distribution hubs 
for PC gamers, offering a vast array of titles from 
indie developers to major studios.

Console Gaming: Consoles such as PlayStation, 
Xbox, and Nintendo Switch remain popular, pro-
viding unique gaming experiences and exclusive 
titles that attract dedicated fanbases.

Mobile Gaming: The advent of smartphones has 
transformed the landscape, making gaming ac-
cessible to a broader demographic. Games like 
PUBG Mobile, Garena Free Fire, and Among Us 
have achieved unprecedented popularity on mo-
bile devices.

Cloud Gaming: The emergence of cloud gaming 
services like Google Stadia and Microsoft xCloud 
is reshaping how games are accessed. These ser-
vices allow players to stream games without the 
need for high-end hardware, providing a glimpse 
into a future where gaming is more platform-ag-
nostic.

Market Revenue  
(USD bn)

Number of 
Players (mn)

United States 46.4 209.8
China 44.0 699.6
Japan 19.1 73.4
South Korea 7.4 33.3
Germany 6.5 49.5
United Kingdom 5.5 38.5
France 4.1 38.3
Canada 3.3 22.0

According to a study by Newzoo International United States, China, Japan, South Korea, Germany, the 
United Kingdom, France, Canada, Italy, and Brazil are the major countries for online gaming both in 
terms of revenue and number of players (Table 1)

Esports and Competitive GamingEsports and Competitive Gaming

Recent trend in the gaming industry is the rise of esports, short for electronic sports. Esports refers to 
organized, competitive video gaming which involves professional players, teams, and leagues compet-
ing against each other in various video games. Esports has grown rapidly in popularity and has become 
a major industry with a dedicated fan base, lucrative tournaments, and significant sponsorship deals

Source : Newzoo International 2022

Table 1 : Top Gaming Markets in 2022

Figure 2 : Evolution of Gaming industry with respect of platform usage

Platform UsageMobile gaming

PC gaming

console gaming

cloud gaming
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The gaming industry is a dynamic ecosystem with 
various stakeholders playing crucial roles in shap-
ing its growth and direction. Here are some major 
stakeholders in the gaming industry:

1. Game Developers and Studios: These are 
the companies and individuals responsible for 
creating and producing video games. They 
design the gameplay, write the code, and pro-
duce the art and music.

2. Publishers: Publishers handle the distri-
bution, marketing, and often the funding of 
game development. They play a crucial role in 
bringing games to market and managing their 
commercial success.

3. Gamers (Players): The end-users who play 
games. Gamers are a critical stakeholder 
group as they drive demand, provide feed-
back, and shape the gaming community.

4. Esports Organizations: Organizations that 
manage and promote esports teams and 
players. They organize tournaments, negoti-
ate sponsorships, and contribute to the pro-
fessionalization of competitive gaming.

5. Hardware Manufacturers: Companies pro-
ducing gaming hardware such as consoles, 
gaming PCs, graphics cards, and peripherals. 
Examples include Sony (PlayStation), Micro-

soft (Xbox), and NVIDIA.
6. Platform Holders: Companies that own and 

operate gaming platforms, including console 
manufacturers (e.g., Sony, Microsoft), digi-
tal distribution platforms (e.g., Steam, Epic 
Games Store), and mobile platforms (e.g., 
Apple, Google).

7. Investors and Venture Capitalists: Individ-
uals and firms that provide funding to game 
developers, publishers, and esports organiza-
tions. They play a crucial role in the financial 
success and growth of the industry.

8. Streaming Services: Platforms that facili-
tate live streaming of gaming content, such 
as Twitch, YouTube Gaming, and Facebook 
Gaming.

9. All these stakeholders are engaged in produc-
ing various categories of games as per the in-
terest of the gamers worldwide. Online gam-
ing encompasses a diverse range of genres, 
catering to different interests and playstyles. 
These categories reflect the variety of gaming 
experiences available to players. Some major 
categories of online gaming are listed in Table 
2, whereas Table 3 lists the categories of on-
line games according to gamers engagement 
and difficulty level.

Major stakeholders in gaming industryMajor stakeholders in gaming industry

Table 2 : Various categories of online gaming according to Genre

Massively Multiplayer Online (MMO) Games: online games that support large numbers of players interacting in a persistent 
virtual world. Players can often explore, complete quests, and engage in player-versus-environment (PvE) or player-ver-
sus-player (PvP) activities together.

First-Person Shooter (FPS) Games: games of these genre put players in the perspective of a character experiencing the 
game world from a first-person view. The gameplay often revolves around shooting opponents and achieving specific ob-
jectives.

Battle Royale Games: In battle royale games, a large number of players compete to be the last person or team standing in 
an ever-shrinking play area. These games combine exploration, survival, and combat.

Multiplayer Online Battle Arena (MOBA) Games: MOBAs feature teams of players competing against each other in stra-
tegic, objective-based battles. Each player controls a unique character with specific abilities, working together to achieve 
victory

Real-Time Strategy (RTS) Games: RTS games challenge players to build and manage resources, create armies, and engage 
in strategic battles in real-time. These games often involve resource gathering, base-building, and tactical decision-making.

Sports and Racing Games: Online sports games simulate real-world sports such as soccer, basketball, or racing. Players 
can compete against each other individually or as teams, often mirroring the rules and dynamics of the actual sport.

Role-Playing Games (RPGs): RPGs allow players to assume the roles of characters in a fictional world. Online RPGs often 
feature cooperative or competitive gameplay, character customization, and immersive storytelling.

Card and Board Games: Online versions of traditional card and board games bring classic games like poker, chess, or 
Scrabble to the digital realm. Players can compete against friends or join global communities.

Simulation Games: Simulation games replicate real-world activities or systems. Online simulations may include life simula-
tion, business management, or vehicle simulation games

Horror and Survival Games: Horror and survival games create intense and immersive experiences, often involving explo-
ration, puzzle-solving, and combat against frightening elements. Some of these games allow for cooperative or competitive 
multiplayer modes

Educational and Edutainment Games: Online educational games are designed to teach specific concepts or skills. These 
games can cover a wide range of subjects and may be aimed at various age groups

Social Games: Social games encourage interaction and collaboration between players. These games often involve casual 
gameplay, virtual worlds, and social activities such as chatting, trading, or creating content.

Fighting Games: Fighting games focus on one-on-one or team-based combat between characters with unique abilities or 
fighting styles. Players compete to deplete their opponent's health bar.

Puzzle Games: Puzzle games challenge players' problem-solving skills and creativity. Online puzzle games may involve solo 
or multiplayer modes, encouraging competition or collaboration
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Table 3: Online Gaming category according to Gamers engagement and level of difficulty

Gaming Category Description
RMG (Real Money Gaming) Involves online games where players can wager real money. 

Hypercasual Gaming Hypercasual games are designed for mass appeal, often featuring 
quick rounds and straightforward gameplay.

Casual Gaming Games designed for a broad audience, with simple gameplay me-
chanics and easy-to-understand controls.  

Midcore Gaming
Falls between hardcore and casual gaming. These games provide 
engaging experiences without the extreme difficulty of hardcore 
games.

Hardcore Gaming
Hardcore games are complex and have challenging levels. Gamers 
often invest significant time and effort into mastering the games they 
play.

Esports Esports involve multiplayer games in various genres, and events are 
often broadcasted.  

Streaming Online Games
Refers to the practice of broadcasting live gameplay over the inter-
net. Platforms like Twitch and YouTube Gaming are popular for game 
streaming.  

Gaming Industry in IndiaGaming Industry in India

According to ‘India Gaming Report 2021 by Lumi-
kai, India’s gaming market was worth $2.6 billion 
in FY2022, and is expected to reach $8.6 billion by 
2027, growing at a compounded annual growth 
rate of 27 percent. There are 507 mn gamers in 
India out of which 120 mn are paying users and 
average revenue per paying user was $20/year in 
FY22. Share of Real Money Games (RMG) is 57% 
in the online gaming market in India, and in-app 
purchase are expected to drive the future growth 
at a 34% CAGR. In 2022, with 15 billion game 
downloads, India had the highest share (17%) 
globally. The growth in the Industry is also further 
fuelled by 100% FDI under automatic route in the 
gaming sector. In last five years Indian gaming 
companies have raised a total of $2.8Bn. There 
are around 900 gaming companies in India, a vast 
majority of which fall within the MSME sector. 
Apart from FDI significant contribution in the in-
dustry is also through sponsorships and e-sports 
tournaments.  are contributing to the influx of sig-
nificant investment into the gaming industry. Ac-
cording to HP India’s Gaming Landscape Study 
2023  nearly half of serious gamers are earning 
around Rs 6 to 12 lakh annually by pursuing their 
passion for gaming. So online gaming is not an 
arena for fun but is also a viable career option. 

This growth in gaming industry in India can be at-
tributed to several factors, like internet penetra-
tion, increase in sales of smartphones, increase 
in gamers in Tier-II and Tier-III cities. Lockdown 
during pandemic provided the necessary momen-
tum to the gaming sector, when people looked at 
gaming options in addition to the available op-
tions like engagement on OTT and social media 
platforms. Considering the immense growth in 
the online gaming market in India developers lo-
calized their content to cater to Indian audiences. 
Further online payment also facilitated in-app pur-
chases and payment of competition entry fees.

As the online gaming industry is gaining momen-
tum, startups are reshaping the gaming landscape. 
From mobile gaming sensations to cutting-edge 
virtual reality experiences, these gaming start-
ups have demonstrated their mettle in the highly 
competitive arena, setting new benchmarks for 
creativity, technology, and user engagement. List 
of leading startups in India is provided in Table 4 
along with the innovative games offered by them 
to the Indian gamers. The gaming industry is duly 
supported by gaming studio and associations, 
which are listed in table 5 and 6 respectively. 
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Table 4 : Gaming Startups in India

Startup Description Notable Games

Nazara Technologies Mobile gaming with a diverse port-
folio.

Cricket League, Chhota Bheem 
Speed Racing

Dream11 Fantasy sports platform. Dream11, FanCode

Mobile Premier League (MPL) Mobile gaming platform with fanta-
sy, casual, and esports games. MPL Games, WCC Rivals

RummyCircle (Play Games24x7) Online rummy platform. RummyCircle, Ultimate Teen Patti

Pocket52 Real-money poker platform. Pocket52

Gamezop Casual gaming platform. Quick Brain, Knife Up, Tetroid

Octro Social and casual games. Teen Patti, Indian Rummy

Fampay Family-focused banking app with a 
gaming section.

Financial literacy quizzes and 
games

Kwalee Mobile game developer with a fo-
cus on hyper-casual games. Rocket Sky!, Draw It

Gameberry Labs Developer of Ludo Star. Ludo Star

Vishesh Films Gaming Gaming venture by Vishesh Films, 
creating Bollywood-themed games. Jalebi - A Desi Word Game

JetSynthesys Digital entertainment and technolo-
gy company with a gaming division.

Sachin Saga Cricket Champions, 
LudoLive

Table 5 : Major gaming studios in India 

Gaming Studio Description Notable Games

Moonfrog Labs Casual and social mobile games. Ludo Club, Baahubali: The Game

nCore Games Mobile game developer, known for 
FAU-G. FAU-G: Fearless and United Guards

99Games Prolific mobile game developer 
across genres. Star Chef, Dhoom: 3 The Game

MADFINGER Games International studio with a signifi-
cant presence in India.

Shadowgun Legends, Dead Trigger 
2

Dhruva Interactive Offers game design, art production, 
and development services.

Nba Live, Halo 5: Guardians (Con-
tributions)

Smilegate Megaport Global gaming company with a stu-
dio in India.

Crossfire: Warzone, Super Tank 
Rumble

Ubisoft Pune and Ubisoft Mumbai Part of the international Ubisoft net-
work.

Assassin's Creed: Valhalla, Just 
Dance 2021

Roosh Interactive Specializes in mobile game devel-
opment. War Troops, Crazy Truck

Glu Mobile Hyderabad Part of Glu Mobile, contributing to 
mobile game development.

Kim Kardashian: Hollywood, Design 
Home

Xigma Games Known for developing unique and 
engaging games. Mr Autofire, Buff Knight Advanced

Pirate Kings Studio Focuses on casual and social 
games. Pirate Kings, Board Kings

PlaySimple Games Creates casual and puzzle games 
for mobile platforms. Word Trip, Daily Themed Crossword

Rogue Games India Part of the global Rogue Games 
network. Chaos Battle League, Olo Loco
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Association Description
NASSCOM Gaming Forum Part of NASSCOM, promotes growth and collaboration in 

the gaming industry.
All India Gaming Federation (AIGF) Self-regulatory body for online skill gaming, establishes 

best practices.
Esports Federation of India (ESFI) Governing body for esports, focuses on organizing and 

regulating competitions.
India Gaming Show (IGS) Initiative by CII, brings together stakeholders in the gam-

ing industry.
Indian Digital Gaming Society (IDGS) Non-profit organization promoting digital gaming as a 

sport in India.
Mobile Games Forum (MGF) Focuses on mobile gaming, provides a platform for in-

dustry professionals.
Indian Gaming League (IGL) Platform for hosting esports tournaments and leagues.
Indian Federation of Sports Gaming (IFSG) Represents fantasy sports platforms, advocates for re-

sponsible gaming.

Table 6 : Major Gaming Associations in India

Challenges for Gaming Challenges for Gaming 
companies in Indiacompanies in India

The online gaming industry, while 
thriving, faces several challenges that 
impact its development and sustain-
ability. These challenges encompass 
various aspects, ranging from tech-
nological hurdles to societal percep-
tions. Some challenges faced by the 
online gaming industry are: 

• Uneven internet connectivity and 
infrastructure limitations  

• need for a skilled workforce  
• High cost of High-end gaming 

hardware 
• Negative societal perceptions 

about gaming negatively  
• Issues related to content regula-

tion, age restrictions, and gam-
bling aspects in gaming  

• Ensuring sustainable and ethi-
cal monetization models can be 
challenging. Striking a balance 
between generating revenue 
through in-app purchases, ad-
vertisements, or subscription 
models, while ensuring a positive 
user experience, is an ongoing 
challenge.

• data protection and data privacy 
issues

• Cybersecurity issues like hack-
ing and other malicious activities  

• concerns about addiction, par-
ticularly among younger players

• Maintaining high-quality stan-
dards for immersive gaming ex-
perience for gaining gamers con-
fidence  



100% Foreign Direct Investment (FDI) in Gam-
ing: The Indian government has permitted 100% 
FDI in the gaming sector, allowing foreign inves-
tors to invest without restrictions within the Elec-
tronic System and IT & BPM sectors.

Information Technology (Intermediary Guide-
lines and Digital Media Ethics Code) Rules 
2021: Amended to add provisions for online gam-
ing, the rules aim to protect online gamers from 
harmful content and addiction. A self-regulatory 
framework has been implemented for the online 
gaming sector.

Self-Regulatory Bodies (SRBs): As per the IT 
Rules 2021, SRBs validate games that can oper-
ate in the country. They regulate online real mon-
ey games offered by intermediaries, ensuring ad-
herence to guidelines that prevent addiction and 
mental harm.

Promotion of Digital Payments: The promotion 
of online payments facilitates in-app purchases 
and payment of competition entry fees, contribut-
ing to the growth of the gaming industry.

AVGC Promotion Task Force: The Animation, 
Visual Effects, Gaming, and Comics (AVGC) Pro-
motion Task Force was established to recommend 
strategies for developing domestic capabilities to 
meet the needs of both Indian and global markets 
in the AVGC sector.

National Centre of Excellence (COE) for AVGC: 
The task force proposed the creation of a Nation-
al Centre of Excellence for the AVGC sector. This 
center aims to establish international standards in 
skilling, education, industry development, and re-
search & innovation within the AVGC sector.

Regional Centres of Excellence: Collaborative 
efforts with State Governments have led to the 
creation of Regional Centres of Excellence, facili-
tating local industry access and promoting region-
al talent and content.

Support for Esports: While not always direct ini-
tiatives, the government has acknowledged the 
rise of esports, and the overall growth of the gam-
ing sector indirectly benefits competitive gaming.
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Government Initiatives to promote gaming in IndiaGovernment Initiatives to promote gaming in India

There is no doubt that 
Indian online gaming 
industry will grow by 
leaps and bounds in 
the coming years. The 
growth will be further 
propelled by the sev-
eral government initia-
tives in India have been 
aimed at promoting the 
gaming industry.



Way ForwardWay Forward

The gaming industry in India is experiencing remarkable growth, with increasing numbers of gamers, 
expanding revenue, investment in the sector and growing number of startups. The market has lot 
of potential for further expansion by leveraging mobile gaming trends, participation of gamers in 
tier 2 and tier 3 cities, collaborations for innovation and embracing technological advancements. 
Advancements in gaming technology, including virtual reality (VR), augmented reality (AR), and arti-
ficial intelligence (AI), should be integrated for more immersive and engaging gaming experiences. 

Indian gaming companies have started exploring opportunities in the global market. India’s two 
major gaming-focused streaming platforms, Loco and Rooter, are expanding operations beyond 
the domestic market as they prepare to take on YouTube and Amazon’s Twitch in foreign territories. 
Opportunities in Esports is another Esports had been gaining popularity, with India emerging as a 
significant player in the global esports arena.

While challenges exist, the future outlook for the Indian gaming industry remains positive as it con-
tinues to evolve and innovate.
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NO MORE BRANCH
VISITS FOR FOREIGN

TRADE TRANSACTIONS

A digital banking platform for all your
foreign trade transactions

Services offered

Trade Finance
& More

Bank Guarantee
& Letter of Credit

Export & Import
Bill Regularisation

Export Remittance
& Import Payments

Export Import
Banking Solutions

Experience ICICI Bank Trade Online

Give a missed call on
92 0548 0548 5676766

SMS 'TRADE' to
T&Cs
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SEPC Pavillion at MIPCOM 2023SEPC Pavillion at MIPCOM 2023
SEPC along with the ministry of I&B and Commerce participated in MIPCOM 2023. The event saw a 
great turnout, with over 60 companies participating from India. It is a tremendously positive step to-
wards the growth in the AVGC sector.
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“VASUDHAIVA
KUTUMBAKAM”

IS WHAT WE
BELIEVE IN…

At Anil Mantra Logistix Pvt. Ltd. , 
we aspire to connect you with the world,

safely, securely and professionally. 

 

Why Choose Us

Our Services
Air & Ocean Imports

Air & Ocean Exports 

Special Handling 

Custom Clearance &
Warehouse Facilities 

Contact us 

www.anilmantragroup.com
+91 11 2678 8766/67

Third Country Cargo 

A-88/6 Second Floor, Road
No. 2,Mahipalpur Ext,

 New Delhi-110037 India
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SERVICES EXPORT PROMOTION COUNCIL

DPT - 417, 4th Floor, DLF Prime Towers, 
Plot No. 79 & 80, Pocket - F, Okhla Phase-I, 
Okhla Industrial Area, New Delhi - 110020

Phone: +91 11-41046327-28-29, +91 11-41734632
Email: info@servicesepc.org
Website: www.servicesepc.orgSERVICES EXPORT PROMOTION COUNCIL

Setup by Ministry of Commerce & Industry, Govt. of India
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