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Abstracts

The virtual reality market was valued at USD 6.1 billion in 2020 and is expected to reach

USD 20.9 billion by 2025, at a CAGR of 27.9% from 2020 to 2025. Factors such as

penetration of HMDs in the gaming and entertainment sector post COVID-19,

advancement of technology and growing digitization are driving the growth of the market

during the forecast period.

Modern devices are compact, portable, and convenient to use. They are used to

represent graphical and pictorial information. These devices are required to be compact

and simple with high-resolution displays. The demand for HMDs, HUDs, and VR

projectors is increasing significantly in several industries, including consumer

electronics, aerospace & defense, medical, and automotive.

VR HMDs are gaining popularity in consumer applications for gaming and viewing

entertaining content; however, the majority of VR HMDs use direct-view OELD displays

with the panel size ranging from 2 to 6 inches. Considering the popularity and demand

for VR HMDs, the key display manufacturers are developing a better display for VR

HMDs, for instance, Kopin has developed a micro display, especially for VR HMDs. The

large, cost-effective OLED micro display (LOMID) project has led to the development of

CMOS/OLED micro displays for use in VR HMDs. Micro displays can emerge as

mainstream display modules for VR HMDs owing to the limitation of direct-view
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displays. Considering the aforementioned developments in improving VR

display, the demand for VR HMDs is anticipated to surge among technocrats, which will

drive the growth of the global VR market.

The market for healthcare estimated to grow at the highest CAGR during the forecast

period

The COVID-19 pandemic is anticipated to positively impact the demand for VR/AR

HMDs in the healthcare sector, owing to which the VR HMD for healthcare application is

expected to showcase a high CAGR. Many market players are receiving orders for VR

HMDs. For instance, in May 2020, Vuzix Corporation has received a restoration order

for M400 Smart Glasses from a provider of invaluable solutions, Gemvision, for service,

maintenance, and healthcare professionals. The objective of the replenishment order is

to support Gemvision’s efforts to meet COVID-19 remote healthcare needs in the

Netherlands.

VR to captures the major market share in North America in 2019

North America led the VR market in terms of market size in 2019, and APAC is

expected to lead the market by 2025. Increasing R&D in APAC and growing acceptance

of newer technologies in the region are the drivers for the market. The availability of

affordable HMDs in APAC would be an added advantage, which will later drive the

growth of the market in the region.

The breakup of primaries conducted during the study is depicted below:

By Company Type: Tier 1 – 36 %, Tier 2 – 44%, and Tier 3 –20%

By Designation: C-Level Executives – 61%, and Managers– 39%

By Region: North America– 12%, Europe – 35%, APAC – 32% and ROW– 12%

Research Coverage

The report segments the virtual reality market and forecasts its size, by volume and

value, based on region (North America, Europe, Asia Pacific, and RoW), Offering,

Technology, Application, and Device Type.
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The report also provides a comprehensive review of market drivers, restraints,

opportunities, and challenges in the virtual reality market. The report also covers

qualitative aspects in addition to the quantitative aspects of these markets.

Key Benefits of Buying This Report

This report includes market statistics pertaining to the offering, technology,

application, and device type and region.

An in-depth value chain analysis has been done to provide deep insight into the

virtual reality market.

Major market drivers, restraints, challenges, and opportunities have been

detailed in this report.

Illustrative segmentation, analyses, and forecasts for the market based on

offering, technology, application, device type and region have been conducted to

provide an overall view of the virtual reality market.

The report includes an in-depth analysis and ranking of key players.
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TABLE 86 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS, BY DEVICE

TYPE, 2020–2025 (USD MILLION)

TABLE 87 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS, BY REGION,

2016–2019 (USD MILLION)

TABLE 88 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS, BY REGION,

2020–2025 (USD MILLION)

TABLE 89 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS IN NORTH

AMERICA, BY COUNTRY, 2016–2019 (USD MILLION)

TABLE 90 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS IN NORTH

AMERICA, BY COUNTRY, 2020–2025 (USD MILLION)

TABLE 91 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS IN EUROPE,
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BY COUNTRY, 2016–2019 (USD MILLION)

TABLE 92 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS IN EUROPE,

BY COUNTRY, 2020–2025 (USD MILLION)

TABLE 93 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS IN APAC, BY

COUNTRY, 2016–2019 (USD MILLION)

TABLE 94 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS IN APAC, BY

COUNTRY, 2020–2025 (USD MILLION)

TABLE 95 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS IN ROW, BY

REGION, 2016–2019 (USD MILLION)

TABLE 96 VIRTUAL REALITY MARKET FOR OTHER APPLICATIONS IN ROW, BY

REGION, 2020–2025 (USD MILLION)

    9.2.6.1 Automotive

    9.2.6.2 Real estate (architecture and building design)

    9.2.6.3 Geospatial mining

    9.2.6.4 Use cases in other applications

  9.2.7 COVID-19 IMPACT ON MAJOR APPLICATIONS

FIGURE 27 COVID-19 IMPACT ON CONSUMER APPLICATION

FIGURE 28 COVID-19 IMPACT ON ENTERPRISE APPLICATION

FIGURE 29 COVID-19 IMPACT ON HEALTHCARE APPLICATION

10 GEOGRAPHICAL ANALYSIS

10.1 INTRODUCTION

FIGURE 30 GEOGRAPHIC SNAPSHOT: VR MARKET IN APAC TO WITNESS

HIGHEST GROWTH DURING FORECAST PERIOD

FIGURE 31 US TO HOLD LARGEST SIZE OF VR MARKET FROM 2020 TO 2025

TABLE 97 VR MARKET, BY REGION, 2016–2019 (USD MILLION)

TABLE 98 VR MARKET, BY REGION, 2020–2025 (USD MILLION)

10.2 NORTH AMERICA

FIGURE 32 NORTH AMERICA: SNAPSHOT OF VR MARKET

TABLE 99 VR MARKET IN NORTH AMERICA, BY APPLICATION, 2016–2019 (USD

MILLION)

TABLE 100 VR MARKET IN NORTH AMERICA, BY APPLICATION, 2020–2025 (USD

MILLION)

TABLE 101 VR MARKET IN NORTH AMERICA, BY COUNTRY, 2016–2019 (USD

MILLION)

TABLE 102 VR MARKET IN NORTH AMERICA, BY COUNTRY, 2020–2025 (USD

MILLION)

  10.2.1 US

+44 20 8123 2220
info@marketpublishers.com

Virtual Reality Market with COVID-19 Impact Analysis by Offering (Hardware and Software), Technology, Device T...

https://marketpublishers.com/report/technologies_electronics/telecommunications/virtual-reality-market-by-technology-semi-fully-immersive-device.html


    10.2.1.1 Strong presence of VR companies in the US likely to drive the market

  10.2.2 CANADA

    10.2.2.1 Increasing investment in cutting-edge technologies to fuel VR market growth

in Canada

  10.2.3 MEXICO

    10.2.3.1 Evolving industries in Mexico to drive the market growth

10.3 EUROPE

FIGURE 33 EUROPE: SNAPSHOT OF VR MARKET

TABLE 103 VR MARKET IN EUROPE, BY APPLICATION, 2016–2019 (USD MILLION)

TABLE 104 VR MARKET IN EUROPE, BY APPLICATION, 2020–2025 (USD MILLION)

TABLE 105 VR MARKET IN EUROPE, BY COUNTRY, 2016–2019 (USD MILLION)

TABLE 106 VR MARKET IN EUROPE, BY COUNTRY, 2020–2025 (USD MILLION)

  10.3.1 GERMANY

    10.3.1.1 High adoption of new technologies in manufacturing to drive the market in

Germany

  10.3.2 FRANCE

    10.3.2.1 High adoption in retail to enhance growth of VR market in France

  10.3.3 UK

    10.3.3.1 Continuous focus on digitalization likely to drive growth of

VR market in UK

  10.3.4 REST OF EUROPE

    10.3.4.1 Inflow of products and technology from UK, Germany, and France would

propel VR market growth in Rest of Europe

10.4 APAC

FIGURE 34 APAC: SNAPSHOT OF VR MARKET

TABLE 107 VR MARKET IN APAC, BY APPLICATION, 2016–2019 (USD MILLION)

TABLE 108 VR MARKET IN APAC, BY APPLICATION, 2020–2025 (USD MILLION)

TABLE 109 VR MARKET IN APAC, BY COUNTRY, 2016–2019 (USD MILLION)

TABLE 110 VR MARKET IN APAC, BY COUNTRY, 2020–2025 (USD MILLION)

  10.4.1 CHINA

    10.4.1.1 High number of local players producing VR devices to drive growth of VR

market in China

  10.4.2 INDIA

    10.4.2.1 Increasing awareness of advanced technology to play crucial role in the

growth of VR market in India

  10.4.3 JAPAN

    10.4.3.1 High growth of healthcare sector in Japan to fuel growth of VR market

  10.4.4 SOUTH KOREA

    10.4.4.1 Digital revolution in industrial sector in South Korea would drive growth of
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VR market

  10.4.5 REST OF APAC

    10.4.5.1 High consumer spending in Rest of APAC would boost the VR market

10.5 ROW

TABLE 111 VR MARKET IN ROW, BY APPLICATION, 2016–2019 (USD MILLION)

TABLE 112 VR MARKET IN ROW, BY APPLICATION, 2020–2025 (USD MILLION)

TABLE 113 VR MARKET IN ROW, BY REGION, 2016–2019 (USD MILLION)

TABLE 114 VR MARKET IN ROW, BY REGION, 2020–2025 (USD MILLION)

  10.5.1 MIDDLE EAST & AFRICA

    10.5.1.1 Oil & gas and mining to fuel growth of VR devices in the

Middle East and Africa

  10.5.2 SOUTH AMERICA

    10.5.2.1 Growing consumer market to drive growth of VR market in

South America

10.6 COVID-19 IMPACT ON MAJOR REGIONS

FIGURE 35 PRE-COVID-19 VS. POST-COVID-19 COMPARISON FOR NORTH

AMERICAN VIRTUAL REALITY MARKET

FIGURE 36 PRE-COVID-19 VS. POST-COVID-19 COMPARISON FOR APAC

VIRTUAL REALITY MARKET

11 COMPETITIVE LANDSCAPE

11.1 INTRODUCTION

FIGURE 37 COMPANIES ADOPTED PRODUCT LAUNCHES & DEVELOPMENTS AS

KEY GROWTH STRATEGIES FROM 2017 TO 2020

11.2 RANKING FOR VIRTUAL REALITY MARKET PLAYERS

FIGURE 38 RANKING OF TOP 5 PLAYERS IN VIRTUAL REALITY MARKET

11.3 COMPETITIVE SCENARIO

  11.3.1 PRODUCT LAUNCHES & DEVELOPMENTS

TABLE 115 PRODUCT LAUNCHES & DEVELOPMENTS: VIRTUAL REALITY

MARKET, 2017 TO 2020

  11.3.2 PARTNERSHIPS

TABLE 116 PARTNERSHIPS: VIRTUAL REALITY MARKET, 2017–2020

  11.3.3 AGREEMENTS, COLLABORATIONS, AND CAPITAL FUNDING

TABLE 117 AGREEMENTS, COLLABORATIONS, AND CAPITAL FUNDING: VIRTUAL

REALITY, 2017–2020

  11.3.4 ACQUISITIONS AND EXPANSIONS

TABLE 118 ACQUISITIONS AND EXPANSIONS: VIRTUAL REALITY MARKET,

2017–2020
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11.4 COMPETITIVE LEADERSHIP MAPPING

  11.4.1 VISIONARY LEADERS

  11.4.2 DYNAMIC DIFFERENTIATORS

  11.4.3 INNOVATORS

  11.4.4 EMERGING COMPANIES

FIGURE 39 VIRTUAL REALITY MARKET (GLOBAL) COMPETITIVE

LEADERSHIP MAPPING, 2019

12 COMPANY PROFILES

12.1 INTRODUCTION

12.2 KEY PLAYERS

(Business Overview, Products Offered, Recent Developments, SWOT Analysis, MnM

View, and COVID-19 Updates)*

  12.2.1 GOOGLE

FIGURE 40 GOOGLE: COMPANY SNAPSHOT

  12.2.2 MICROSOFT

FIGURE 41 MICROSOFT: COMPANY SNAPSHOT

  12.2.3 OCULUS VR (FACEBOOK)

  12.2.4 SONY

FIGURE 42 SONY: COMPANY SNAPSHOT

  12.2.5 SAMSUNG ELECTRONICS

FIGURE 43 SAMSUNG ELECTRONICS: COMPANY SNAPSHOT

  12.2.6 HTC

FIGURE 44 HTC: COMPANY SNAPSHOT

  12.2.7 EON REALITY

  12.2.8 VUZIX

FIGURE 45 VUZIX: COMPANY SNAPSHOT

  12.2.9 CYBERGLOVE SYSTEMS

  12.2.10 LEAP MOTION (ULTRALEAP)

  12.2.11 SIXENSE ENTERPRISES

* Business Overview, Products Offered, Recent Developments, SWOT Analysis, MnM

View, and COVID-19 Updates might not be captured in case of unlisted companies.

12.3 KEY INNOVATORS

  12.3.1 NINTENDO

  12.3.2 PSIOUS

  12.3.3 MINDMAZE

  12.3.4 FIRSTHAND TECHNOLOGY

  12.3.5 WORLDVIZ
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  12.3.6 VIRTUIX

  12.3.7 SURVIOS

  12.3.8 MERGE LABS

  12.3.9 SPACEVR

  12.3.10 VIRTUALLY LIVE

  12.3.11 XIAOMI CORPORATION

  12.3.12 PANASONIC CORPORATION

13 ADJACENT MARKET

13.1 AUGMENTED REALITY MARKET – GLOBAL TABLES

  13.1.1 MARKET DEFINITION

  13.1.2 LIMITATIONS

    13.1.2.1 Inclusions and exclusions

FIGURE 46 AUGMENTED REALITY MARKET, 2016–2024 (USD BILLION)

TABLE 119 AUGMENTED REALITY MARKET, BY OFFERING, 2016–2024 (USD

MILLION)

TABLE 120 AUGMENTED REALITY MARKET, BY APPLICATION, 2016–2024 (USD

MILLION)

TABLE 121 AUGMENTED REALITY MARKET, BY REGION, 2016–2024 (USD

MILLION)

14 APPENDIX
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14.2 DISCUSSION GUIDE
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14.4 AVAILABLE CUSTOMIZATIONS
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14.6 AUTHOR DETAILS
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