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Interactive gaming experiences that take place within virtual environments, often
facilitated by virtual reality (VR) technology.

According to QYResearch’s new survey, global Virtual Gaming market is projected to
reach US$ million in 2029, increasing from US$ million in 2022, with the CAGR of %
during the period of 2023 to 2029. Influencing issues, such as economy environments,
COVID-19 and Russia-Ukraine War, have led to great market fluctuations in the past
few years and are considered comprehensively in the whole Virtual Gaming market
research.

Key companies engaged in the Virtual Gaming industry include Microsoft, Sony,
Nintendo, Linden Labs, Electronic Arts, Meta, Samsung Electronics, Google and HTC
Corporation, etc. Among those companies, the top 3 players guaranteed % supply
worldwide in 2022.

When refers to consumption region, % value of Virtual Gaming were sold to North
America, Europe and Asia Pacific in 2022. Moreover, China, plays a key role in the
whole Virtual Gaming market and estimated to attract more attentions from industry
insiders and investors.

Report Scope

This report, based on historical analysis (2018-2022) and forecast calculation
(2023-2029), aims to help readers to get a comprehensive understanding of global
Virtual Gaming market with multiple angles, which provides sufficient supports to
readers’ strategy and decision making.
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The Virtual Gaming report covers below items:
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