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The global Mobile and Wearable Gaming Technologies market size is expected to
reach $ 26688 million by 2032, rising at a market growth of 7.4% CAGR during the
forecast period (2026-2032).

Mobile and Wearable Gaming Technologies refer to dedicated devices, peripherals and
interactive systems designed to enable portable, body-worn and spatial gaming
experiences. The scope covers handheld game consoles, handheld gaming PCs, cloud-
gaming handhelds, remote-play handhelds, smartphone game controllers, VR and MR
gaming headsets, AR/XR display glasses, haptic vests, haptic straps, haptic shirts, body-
tracking accessories and closely related control, display, tracking and tactile-feedback
systems. The commercial boundary is defined by identifiable hardware and device
revenue rather than game publishing, app-store monetisation or general-purpose
smartphone sales.

Typical price points range from approximately USD 35?100 for entry-level mobile
controllers, USD 100?170 for premium phone controllers, USD 100?350 for retro and
cloud handhelds, USD 500?1,200 for Windows or SteamOS handheld gaming PCs,
USD 3007?1,000 for mainstream VR/MR gaming headsets, above USD 3,000 for
premium professional XR devices, and roughly USD 1357600 for haptic wearables.

The fundamental industry value lies in shifting gaming from a fixed console or PC
screen into a portable, wearable and immersive computing environment, supported by
dedicated display optics, low-latency control, spatial tracking, wireless streaming,

integrated battery systems and tactile feedback.

Based on our research, the mobile and wearable gaming hardware industry should not
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be interpreted as a sub-segment of the mobile games content market. Its core is
the migration of gaming interaction from fixed consoles, desktop PCs and smartphone
touchscreens towards portable, spatial and body-worn devices. Under the narrow scope
adopted in this report, app-store revenue, game publishing revenue and general-
purpose smartphone sales are excluded. The market is instead defined around
identifiable hardware revenue from handheld consoles, handheld gaming PCs, cloud
and remote-play handhelds, mobile controllers, VR/MR gaming headsets, AR/XR
display glasses and haptic wearables. This boundary is important because it separates
the economics of gaming content from the economics of specialised gaming terminals.
The former is driven by software monetisation and user acquisition; the latter is driven
by display technology, control interfaces, integrated batteries, thermal design, optical
modules, low-latency connectivity, body tracking and haptic feedback.

From the supply side, the industry is structurally layered. Nintendo, Meta, Sony and
Valve sit at the platform end of the market, where hardware is closely tied to content
libraries, developer ecosystems, accounts, operating systems and user lock-in. ASUS,
Lenovo, MSI, AYANEO, GPD and OneXPlayer form the high-performance handheld PC
layer, leveraging Windows, SteamOS and established PC game libraries. XREAL,
VITURE, Rokid and RayNeo represent the lightweight AR/XR display-glasses layer,
where virtual-screen gaming is becoming an increasingly visible use case for handheld
consoles, smartphones and PCs. Backbone, Razer, GameSir, 8BitDo and SCUF
address the mobile control layer, while bHaptics, Woojer and OWO represent the still-
nascent haptic wearable layer. The resulting competitive landscape is more fragmented
than traditional console hardware, but it is also more innovative and more open to
specialist manufacturers.

Demand is currently anchored by hybrid handheld consoles and handheld gaming PCs,
with VR/MR headsets forming the second major revenue block. Mobile controllers,
AR/XR glasses and haptic wearables remain smaller but faster-moving categories.
Nintendo?s official disclosure of Nintendo Switch 2 cumulative hardware sales
demonstrates that a well-integrated hybrid handheld platform can still reach mass-
market scale. Meta?s Reality Labs disclosures show that major platform companies
continue to invest heavily in VR, AR and wearable initiatives despite near-term losses.
Sony?s PS VR2 and PlayStation Portal illustrate a different path, in which an existing
console ecosystem is extended into VR and remote play hardware rather than replaced
outright. The common demand-side theme is continuity of play across places, screens
and interaction modes.

From a technology perspective, the market is moving from device-by-device competition
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to ecosystem competition. Handheld gaming PCs are increasingly judged by battery life,
thermal performance, operating-system friction, display quality, control ergonomics and
game-library compatibility rather than by raw processor specifications alone. AR/XR
glasses compete on micro-OLED display quality, field of view, weight, comfort, latency
and compatibility with handhelds, smartphones and consoles. Haptic wearables
compete on game integration, comfort, price and whether the tactile feedback is
perceived as meaningful rather than gimmicky. Over the medium term, the industry?s
growth will depend on whether portable compute, cloud streaming, spatial displays and
tactile interaction can become a coherent user experience rather than a collection of
enthusiast accessories.

This report studies the global Mobile and Wearable Gaming Technologies demand, key
companies, and key regions.

This report is a detailed and comprehensive analysis of the world market for Mobile and
Wearable Gaming Technologies, and provides market size (US$ million) and Year-over-
Year (YoY) growth, considering 2025 as the base year. This report explores demand
trends and competition, as well as details the characteristics of Mobile and Wearable
Gaming Technologies that contribute to its increasing demand across many markets.

Highlights and key features of the study

Global Mobile and Wearable Gaming Technologies total market, 2021-2032, (USD
Million)

Global Mobile and Wearable Gaming Technologies total market by region & country,
CAGR, 2021-2032, (USD Million)

U.S. VS China: Mobile and Wearable Gaming Technologies total market, key domestic
companies, and share, (USD Million)

Global Mobile and Wearable Gaming Technologies revenue by player, revenue and
market share 2021-2026, (USD Million)

Global Mobile and Wearable Gaming Technologies total market by Display Mode,
CAGR, 2021-2032, (USD Million)

Global Mobile and Wearable Gaming Technologies total market by Application, CAGR,
2021-2032, (USD Million)

This report profiles major players in the global Mobile and Wearable Gaming
Technologies market based on the following parameters - company overview, revenue,
gross margin, product portfolio, geographical presence, and key developments. Key
companies covered as a part of this study include Nintendo Co., Ltd., Meta Platforms,
Inc., Sony Interactive Entertainment LLC, Valve Corporation, ASUSTeK Computer Inc.,
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Lenovo Group Limited, Micro-Star International Co., Ltd., Apple Inc., HTC Corporation,
PICO, etc.

This report also provides key insights about market drivers, restraints, opportunities,
new product launches or approvals.

Stakeholders would have ease in decision-making through various strategy matrices
used in analyzing the world Mobile and Wearable Gaming Technologies market

Detailed Segmentation:
Each section contains quantitative market data including market by value (US$
Millions), by player, by regions, by Display Mode, and by Application. Data is given for
the years 2021-2032 by year with 2025 as the base year, 2026 as the estimate year,
and 2027-2032 as the forecast year.
Global Mobile and Wearable Gaming Technologies Market, By Region:

United States

China

Europe

Japan

South Korea

ASEAN

India

Rest of World
Global Mobile and Wearable Gaming Technologies Market, Segmentation by Display

Mode:

Integrated Screen Gaming
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Virtual Screen Display

Fully Immersive VR/MR

Non-display Tactile Immersion

Other
Global Mobile and Wearable Gaming Technologies Market, Segmentation by Content
Access:

Local Native Gaming

Cloud Gaming

Console / PC Remote Play

Hybrid Access
Global Mobile and Wearable Gaming Technologies Market, Segmentation by Interaction
Method:

Physical Gamepad Control

Motion and Spatial Tracking

Touch and Gesture Interaction

Haptic Feedback Interaction

Other

Global Mobile and Wearable Gaming Technologies Market, Segmentation by
Positioning:
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Entry-level Accessories

Mid-range Portable Devices

Premium Gaming Hardware

Professional / Enthusiast XR
Global Mobile and Wearable Gaming Technologies Market, Segmentation by
Application:

Portable AAA / PC Gaming

Mobile Native and Cloud Gaming

VR/MR Immersive Gaming

Simulation and Specialty Gaming

Other

Companies Profiled:
Nintendo Co., Ltd.
Meta Platforms, Inc.
Sony Interactive Entertainment LLC
Valve Corporation
ASUSTeK Computer Inc.
Lenovo Group Limited

Micro-Star International Co., Ltd.
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Apple Inc.

HTC Corporation
PICO

XREAL

VITURE Inc.
Logitech International S.A.
Razer Inc.

Backbone Labs, Inc.
GamesSir

8BitDo

CORSAIR

AYANEO

GPD

ONEXPLAYER
Anbernic

Pimax Innovation Inc.
bHaptics Inc.

Woojer Ltd.

OWO Game

Bigscreen, Inc.
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Varjo Technologies Oy
DPVR

RayNeo

Rokid Corporation

abxylute

Key Questions Answered

1. How big is the global Mobile and Wearable Gaming Technologies market?

2. What is the demand of the global Mobile and Wearable Gaming Technologies
market?

3. What is the year over year growth of the global Mobile and Wearable Gaming
Technologies market?

4. What is the total value of the global Mobile and Wearable Gaming Technologies
market?

5. Who are the Major Players in the global Mobile and Wearable Gaming Technologies
market?

6. What are the growth factors driving the market demand?
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1 SUPPLY SUMMARY

1.1 Mobile and Wearable Gaming Technologies Introduction

1.2 World Mobile and Wearable Gaming Technologies Market Size & Forecast (2021 &
2025 & 2032)

1.3 World Mobile and Wearable Gaming Technologies Total Market by Region (by
Headquarter Location)

1.3.1 World Mobile and Wearable Gaming Technologies Market Size by Region
(2021-2032), (by Headquarter Location)

1.3.2 United States Based Company Mobile and Wearable Gaming Technologies
Revenue (2021-2032)

1.3.3 China Based Company Mobile and Wearable Gaming Technologies Revenue
(2021-2032)

1.3.4 Europe Based Company Mobile and Wearable Gaming Technologies Revenue
(2021-2032)

1.3.5 Japan Based Company Mobile and Wearable Gaming Technologies Revenue
(2021-2032)

1.3.6 South Korea Based Company Mobile and Wearable Gaming Technologies
Revenue (2021-2032)

1.3.7 ASEAN Based Company Mobile and Wearable Gaming Technologies Revenue
(2021-2032)

1.3.8 India Based Company Mobile and Wearable Gaming Technologies Revenue
(2021-2032)

1.4 Market Drivers, Restraints and Trends

1.4.1 Mobile and Wearable Gaming Technologies Market Drivers

1.4.2 Factors Affecting Demand

1.4.3 Major Market Trends

2 DEMAND SUMMARY

2.1 World Mobile and Wearable Gaming Technologies Consumption Value (2021-2032)
2.2 World Mobile and Wearable Gaming Technologies Consumption Value by Region
2.2.1 World Mobile and Wearable Gaming Technologies Consumption Value by Region
(2021-2026)

2.2.2 World Mobile and Wearable Gaming Technologies Consumption Value Forecast
by Region (2027-2032)

2.3 United States Mobile and Wearable Gaming Technologies Consumption Value
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(2021-2032)

2.4 China Mobile and Wearable Gaming Technologies Consumption Value (2021-2032)
2.5 Europe Mobile and Wearable Gaming Technologies Consumption Value
(2021-2032)

2.6 Japan Mobile and Wearable Gaming Technologies Consumption Value (2021-2032)
2.7 South Korea Mobile and Wearable Gaming Technologies Consumption Value
(2021-2032)

2.8 ASEAN Mobile and Wearable Gaming Technologies Consumption Value
(2021-2032)

2.9 India Mobile and Wearable Gaming Technologies Consumption Value (2021-2032)

3 WORLD MOBILE AND WEARABLE GAMING TECHNOLOGIES COMPANIES
COMPETITIVE ANALYSIS

3.1 World Mobile and Wearable Gaming Technologies Revenue by Player (2021-2026)
3.2 Industry Rank and Concentration Rate (CR)

3.2.1 Global Mobile and Wearable Gaming Technologies Industry Rank of Major
Players

3.2.2 Global Concentration Ratios (CR4) for Mobile and Wearable Gaming
Technologies in 2025

3.2.3 Global Concentration Ratios (CR8) for Mobile and Wearable Gaming
Technologies in 2025

3.3 Mobile and Wearable Gaming Technologies Company Evaluation Quadrant
3.4 Mobile and Wearable Gaming Technologies Market: Overall Company Footprint
Analysis

3.4.1 Mobile and Wearable Gaming Technologies Market: Region Footprint

3.4.2 Mobile and Wearable Gaming Technologies Market: Company Product Type
Footprint

3.4.3 Mobile and Wearable Gaming Technologies Market: Company Product
Application Footprint

3.5 Competitive Environment

3.5.1 Historical Structure of the Industry

3.5.2 Barriers of Market Entry

3.5.3 Factors of Competition

3.6 Mergers & Acquisitions Activity

4 UNITED STATES VS CHINA VS REST OF WORLD (BY HEADQUARTER
LOCATION)
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4.1 United States VS China: Mobile and Wearable Gaming Technologies Revenue
Comparison (by Headquarter Location)

4.1.1 United States VS China: Mobile and Wearable Gaming Technologies Revenue
Comparison (2021 & 2025 & 2032) (by Headquarter Location)

4.1.2 United States VS China: Mobile and Wearable Gaming Technologies Revenue
Market Share Comparison (2021 & 2025 & 2032)

4.2 United States Based Companies VS China Based Companies: Mobile and
Wearable Gaming Technologies Consumption Value Comparison

4.2.1 United States VS China: Mobile and Wearable Gaming Technologies
Consumption Value Comparison (2021 & 2025 & 2032)

4.2.2 United States VS China: Mobile and Wearable Gaming Technologies
Consumption Value Market Share Comparison (2021 & 2025 & 2032)

4.3 United States Based Mobile and Wearable Gaming Technologies Companies and
Market Share, 2021-2026

4.3.1 United States Based Mobile and Wearable Gaming Technologies Companies,
Headquarters (States, Country)

4.3.2 United States Based Companies Mobile and Wearable Gaming Technologies
Revenue, (2021-2026)

4.4 China Based Companies Mobile and Wearable Gaming Technologies Revenue and
Market Share, 2021-2026

4.4.1 China Based Mobile and Wearable Gaming Technologies Companies, Company
Headquarters (Province, Country)

4.4.2 China Based Companies Mobile and Wearable Gaming Technologies Revenue,
(2021-2026)

4.5 Rest of World Based Mobile and Wearable Gaming Technologies Companies and
Market Share, 2021-2026

4.5.1 Rest of World Based Mobile and Wearable Gaming Technologies Companies,
Headquarters (Province, Country)

4.5.2 Rest of World Based Companies Mobile and Wearable Gaming Technologies
Revenue (2021-2026)

5 MARKET ANALYSIS BY DISPLAY MODE

5.1 World Mobile and Wearable Gaming Technologies Market Size Overview by Display
Mode: 2021 VS 2025 VS 2032

5.2 Segment Introduction by Display Mode

5.2.1 Integrated Screen Gaming

5.2.2 Virtual Screen Display

5.2.3 Fully Immersive VR/MR
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5.2.4 Non-display Tactile Immersion

5.2.5 Other

5.3 Market Segment by Display Mode

5.3.1 World Mobile and Wearable Gaming Technologies Market Size by Display Mode
(2021-2026)

5.3.2 World Mobile and Wearable Gaming Technologies Market Size by Display Mode
(2027-2032)

5.3.3 World Mobile and Wearable Gaming Technologies Market Size Market Share by
Display Mode (2027-2032)

6 MARKET ANALYSIS BY CONTENT ACCESS

6.1 World Mobile and Wearable Gaming Technologies Market Size Overview by
Content Access: 2021 VS 2025 VS 2032

6.2 Segment Introduction by Content Access

6.2.1 Local Native Gaming

6.2.2 Cloud Gaming

6.2.3 Console / PC Remote Play

6.2.4 Hybrid Access

6.3 Market Segment by Content Access

6.3.1 World Mobile and Wearable Gaming Technologies Market Size by Content
Access (2021-2026)

6.3.2 World Mobile and Wearable Gaming Technologies Market Size by Content
Access (2027-2032)

6.3.3 World Mobile and Wearable Gaming Technologies Market Size Market Share by
Content Access (2027-2032)

7 MARKET ANALYSIS BY INTERACTION METHOD

7.1 World Mobile and Wearable Gaming Technologies Market Size Overview by
Interaction Method: 2021 VS 2025 VS 2032

7.2 Segment Introduction by Interaction Method

7.2.1 Physical Gamepad Control

7.2.2 Motion and Spatial Tracking

7.2.3 Touch and Gesture Interaction

7.2.4 Haptic Feedback Interaction

7.2.5 Other

7.3 Market Segment by Interaction Method

7.3.1 World Mobile and Wearable Gaming Technologies Market Size by Interaction
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Method (2021-2026)

7.3.2 World Mobile and Wearable Gaming Technologies Market Size by Interaction
Method (2027-2032)

7.3.3 World Mobile and Wearable Gaming Technologies Market Size Market Share by
Interaction Method (2027-2032)

8 MARKET ANALYSIS BY POSITIONING

8.1 World Mobile and Wearable Gaming Technologies Market Size Overview by
Positioning: 2021 VS 2025 VS 2032

8.2 Segment Introduction by Positioning

8.2.1 Entry-level Accessories

8.2.2 Mid-range Portable Devices

8.2.3 Premium Gaming Hardware

8.2.4 Professional / Enthusiast XR

8.3 Market Segment by Positioning

8.3.1 World Mobile and Wearable Gaming Technologies Market Size by Positioning
(2021-2026)

8.3.2 World Mobile and Wearable Gaming Technologies Market Size by Positioning
(2027-2032)

8.3.3 World Mobile and Wearable Gaming Technologies Market Size Market Share by
Positioning (2027-2032)

9 MARKET ANALYSIS BY APPLICATION

9.1 World Mobile and Wearable Gaming Technologies Market Size Overview by
Application: 2021 VS 2025 VS 2032

9.2 Segment Introduction by Application

9.2.1 Portable AAA / PC Gaming

9.2.2 Mobile Native and Cloud Gaming

9.2.3 VR/MR Immersive Gaming

9.2.4 Simulation and Specialty Gaming

9.2.5 Other

9.3 Market Segment by Application

9.3.1 World Mobile and Wearable Gaming Technologies Market Size by Application
(2021-2026)

9.3.2 World Mobile and Wearable Gaming Technologies Market Size by Application
(2027-2032)

9.3.3 World Mobile and Wearable Gaming Technologies Market Size Market Share by
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Application (2021-2032)
10 COMPANY PROFILES

10.1 Nintendo Co., Ltd.

10.1.1 Nintendo Co., Ltd. Details

10.1.2 Nintendo Co., Ltd. Major Business

10.1.3 Nintendo Co., Ltd. Mobile and Wearable Gaming Technologies Product and
Services

10.1.4 Nintendo Co., Ltd. Mobile and Wearable Gaming Technologies Revenue, Gross
Margin and Market Share (2021-2026)

10.1.5 Nintendo Co., Ltd. Recent Developments/Updates

10.1.6 Nintendo Co., Ltd. Competitive Strengths & Weaknesses

10.2 Meta Platforms, Inc.

10.2.1 Meta Platforms, Inc. Details

10.2.2 Meta Platforms, Inc. Major Business

10.2.3 Meta Platforms, Inc. Mobile and Wearable Gaming Technologies Product and
Services

10.2.4 Meta Platforms, Inc. Mobile and Wearable Gaming Technologies Revenue,
Gross Margin and Market Share (2021-2026)

10.2.5 Meta Platforms, Inc. Recent Developments/Updates

10.2.6 Meta Platforms, Inc. Competitive Strengths & Weaknesses

10.3 Sony Interactive Entertainment LLC

10.3.1 Sony Interactive Entertainment LLC Details

10.3.2 Sony Interactive Entertainment LLC Major Business

10.3.3 Sony Interactive Entertainment LLC Mobile and Wearable Gaming Technologies
Product and Services

10.3.4 Sony Interactive Entertainment LLC Mobile and Wearable Gaming Technologies
Revenue, Gross Margin and Market Share (2021-2026)

10.3.5 Sony Interactive Entertainment LLC Recent Developments/Updates

10.3.6 Sony Interactive Entertainment LLC Competitive Strengths & Weaknesses

10.4 Valve Corporation

10.4.1 Valve Corporation Details

10.4.2 Valve Corporation Major Business

10.4.3 Valve Corporation Mobile and Wearable Gaming Technologies Product and
Services

10.4.4 Valve Corporation Mobile and Wearable Gaming Technologies Revenue, Gross
Margin and Market Share (2021-2026)

10.4.5 Valve Corporation Recent Developments/Updates
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10.4.6 Valve Corporation Competitive Strengths & Weaknesses

10.5 ASUSTeK Computer Inc.

10.5.1 ASUSTeK Computer Inc. Details

10.5.2 ASUSTeK Computer Inc. Major Business

10.5.3 ASUSTeK Computer Inc. Mobile and Wearable Gaming Technologies Product
and Services

10.5.4 ASUSTeK Computer Inc. Mobile and Wearable Gaming Technologies Revenue,
Gross Margin and Market Share (2021-2026)

10.5.5 ASUSTeK Computer Inc. Recent Developments/Updates

10.5.6 ASUSTeK Computer Inc. Competitive Strengths & Weaknesses

10.6 Lenovo Group Limited

10.6.1 Lenovo Group Limited Details

10.6.2 Lenovo Group Limited Major Business

10.6.3 Lenovo Group Limited Mobile and Wearable Gaming Technologies Product and
Services

10.6.4 Lenovo Group Limited Mobile and Wearable Gaming Technologies Revenue,
Gross Margin and Market Share (2021-2026)

10.6.5 Lenovo Group Limited Recent Developments/Updates

10.6.6 Lenovo Group Limited Competitive Strengths & Weaknesses

10.7 Micro-Star International Co., Ltd.

10.7.1 Micro-Star International Co., Ltd. Details

10.7.2 Micro-Star International Co., Ltd. Major Business

10.7.3 Micro-Star International Co., Ltd. Mobile and Wearable Gaming Technologies
Product and Services

10.7.4 Micro-Star International Co., Ltd. Mobile and Wearable Gaming Technologies
Revenue, Gross Margin and Market Share (2021-2026)

10.7.5 Micro-Star International Co., Ltd. Recent Developments/Updates

10.7.6 Micro-Star International Co., Ltd. Competitive Strengths & Weaknesses

10.8 Apple Inc.

10.8.1 Apple Inc. Details

10.8.2 Apple Inc. Major Business

10.8.3 Apple Inc. Mobile and Wearable Gaming Technologies Product and Services
10.8.4 Apple Inc. Mobile and Wearable Gaming Technologies Revenue, Gross Margin
and Market Share (2021-2026)

10.8.5 Apple Inc. Recent Developments/Updates

10.8.6 Apple Inc. Competitive Strengths & Weaknesses

10.9 HTC Corporation

10.9.1 HTC Corporation Details

10.9.2 HTC Corporation Major Business

Global Mobile and Wearable Gaming Technologies Supply, Demand and Key Producers, 2026-2032


https://marketpublishers.com/report/other-ict-n-software/global-mobile-n-wearable-gaming-technologies-supply-gir.html

. +357 96 030922
Market Publishers info@marketpublishers.com

10.9.3 HTC Corporation Mobile and Wearable Gaming Technologies Product and
Services

10.9.4 HTC Corporation Mobile and Wearable Gaming Technologies Revenue, Gross
Margin and Market Share (2021-2026)

10.9.5 HTC Corporation Recent Developments/Updates

10.9.6 HTC Corporation Competitive Strengths & Weaknesses

10.10 PICO

10.10.1 PICO Details

10.10.2 PICO Major Business

10.10.3 PICO Mobile and Wearable Gaming Technologies Product and Services
10.10.4 PICO Mobile and Wearable Gaming Technologies Revenue, Gross Margin and
Market Share (2021-2026)

10.10.5 PICO Recent Developments/Updates

10.10.6 PICO Competitive Strengths & Weaknesses

10.11 XREAL

10.11.1 XREAL Details

10.11.2 XREAL Major Business

10.11.3 XREAL Mobile and Wearable Gaming Technologies Product and Services
10.11.4 XREAL Mobile and Wearable Gaming Technologies Revenue, Gross Margin
and Market Share (2021-2026)

10.11.5 XREAL Recent Developments/Updates

10.11.6 XREAL Competitive Strengths & Weaknesses

10.12 VITURE Inc.

10.12.1 VITURE Inc. Details

10.12.2 VITURE Inc. Major Business

10.12.3 VITURE Inc. Mobile and Wearable Gaming Technologies Product and Services
10.12.4 VITURE Inc. Mobile and Wearable Gaming Technologies Revenue, Gross
Margin and Market Share (2021-2026)

10.12.5 VITURE Inc. Recent Developments/Updates

10.12.6 VITURE Inc. Competitive Strengths & Weaknesses

10.13 Logitech International S.A.

10.13.1 Logitech International S.A. Details

10.13.2 Logitech International S.A. Major Business

10.13.3 Logitech International S.A. Mobile and Wearable Gaming Technologies Product
and Services

10.13.4 Logitech International S.A. Mobile and Wearable Gaming Technologies
Revenue, Gross Margin and Market Share (2021-2026)

10.13.5 Logitech International S.A. Recent Developments/Updates

10.13.6 Logitech International S.A. Competitive Strengths & Weaknesses
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10.14 Razer Inc.

10.14.1 Razer Inc. Details

10.14.2 Razer Inc. Major Business

10.14.3 Razer Inc. Mobile and Wearable Gaming Technologies Product and Services
10.14.4 Razer Inc. Mobile and Wearable Gaming Technologies Revenue, Gross Margin
and Market Share (2021-2026)

10.14.5 Razer Inc. Recent Developments/Updates

10.14.6 Razer Inc. Competitive Strengths & Weaknesses

10.15 Backbone Labs, Inc.

10.15.1 Backbone Labs, Inc. Details

10.15.2 Backbone Labs, Inc. Major Business

10.15.3 Backbone Labs, Inc. Mobile and Wearable Gaming Technologies Product and
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