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/EINPresswire.com/ -- This report studies

Augmented Reality and Virtual Reality Hardware

in Global market, especially in North America,

Europe, China, Japan, Latin America and India,

focuses on top manufacturers in global market,

with capacity, production, price, revenue and

market share for each manufacturer, covering 

Oculus Rift 

Sony PlayStation VR 

HTC Vive 

Samsung Gear VR 

Microsoft HoloLens 

FOVE VR 

Zeiss VR One 

Avegant Glyph 

Razer OSVR 

Google 

Cybermind 

Atheer 

Meta 

Leap Motion 

Augementa Ltd

Request a sample report @ https://www.wiseguyreports.com/sample-request/929147-global-

augmented-reality-and-virtual-reality-hardware-market-research-report-2017

Market Segment by Regions, this report splits Global into several key Regions, with production,

consumption, revenue, market share and growth rate of Augmented Reality and Virtual Reality

Hardware in these regions, from 2011 to 2021 (forecast), like 

North America 
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China 

Europe 

Japan 

Latin America 

India 

Row

Split by Product Types, with production, revenue, price, market share and growth rate of each

type, can be divided into 

For Augmented Reality 

Head-Mounted Display 

Eyeglasses 

Gesture Control 

Tracking Systems 

Others 

For Virtual Reality 

Head-Mounted Display 

Gesture Control 

Tracking Systems 

Others 

Split by applications, this report focuses on consumption, market share and growth rate of

Augmented Reality and Virtual Reality Hardware in each application, can be divided into 

Education and training 

Video Game 

Media 

Tourism 

Others

Complete report details @ https://www.wiseguyreports.com/reports/929147-global-augmented-

reality-and-virtual-reality-hardware-market-research-report-2017 	

Key points in table of content 

1 Augmented Reality and Virtual Reality Hardware Market Overview 

1.1 Product Overview and Scope of Augmented Reality and Virtual Reality Hardware 

1.2 Augmented Reality and Virtual Reality Hardware Segment by Types 

1.2.1 Global Production Market Share of Augmented Reality and Virtual Reality Hardware by

Types in 2016 

1.2.2 Augmented Reality 

1.2.2.1 Head-Mounted Display 

1.2.2.2 Eyeglasses 

1.2.2.3 Gesture Control 

1.2.2.4 Tracking Systems 

1.2.2.5 Others 

1.2.3 Virtual Reality 

1.2.3.1 Head-Mounted Display 

1.2.3.2 Gesture Control 

https://www.wiseguyreports.com/reports/929147-global-augmented-reality-and-virtual-reality-hardware-market-research-report-2017
https://www.wiseguyreports.com/reports/929147-global-augmented-reality-and-virtual-reality-hardware-market-research-report-2017


1.2.3.3 Tracking Systems 

1.2.3.4 Others 

1.3 Augmented Reality and Virtual Reality Hardware Segment by Applications 

1.3.1 Augmented Reality and Virtual Reality Hardware Consumption Market Share by

Applications in 2016 

1.3.2 Education and training 

1.3.3 Video Game 

1.3.4 Media 

1.3.5 Tourism 

1.3.6 Others 

1.4 Augmented Reality and Virtual Reality Hardware Market by Regions 

1.4.1North America Status and Prospect (2012-2022) 

1.4.2 China Status and Prospect (2012-2022) 

1.4.3 Europe Status and Prospect (2012-2022) 

1.4.4 Japan Status and Prospect (2012-2022) 

1.4.5 Latin America Status and Prospect (2012-2022) 

1.4.6 India Status and Prospect (2012-2022) 

1.4.7 Row Status and Prospect (2012-2022) 

1.5 Global Market Size (Value) of Augmented Reality and Virtual Reality Hardware (2012-2022) 

2 Global Augmented Reality and Virtual Reality Hardware Market Competition by Manufacturers

2.1 Global Augmented Reality and Virtual Reality Hardware Capacity, Production and Share by

Manufacturers (2015 and 2016) 

2.2 Global Augmented Reality and Virtual Reality Hardware Revenue and Share by Manufacturers

(2015 and 2016) 

2.3 Global Augmented Reality and Virtual Reality Hardware Average Price by Manufacturers

(2015 and 2016) 

2.4 Manufacturers Augmented Reality and Virtual Reality Hardware Manufacturing Base

Distribution, Sales Area, Product Types 

2.5 Augmented Reality and Virtual Reality Hardware Market Competitive Situation and Trends 

2.5.1 Augmented Reality and Virtual Reality Hardware Market Concentration Rate 

2.5.2 Augmented Reality and Virtual Reality Hardware Market Share of Top 3 and Top 5

Manufacturers 

2.5.3 Mergers & Acquisitions, Expansion 

3 Global Augmented Reality and Virtual Reality Hardware Capacity, Production, Revenue (Value)

by Regions (2012-2017) 

3.1 Global Augmented Reality and Virtual Reality Hardware Capacity and Market Share by

Regions (2012-2017) 

3.2 Global Augmented Reality and Virtual Reality Hardware Production and Market Share by

Regions (2012-2017) 

3.3 Global Augmented Reality and Virtual Reality Hardware Revenue (Value) and Market Share by

Regions (2012-2017) 

3.4 Global Augmented Reality and Virtual Reality Hardware Capacity, Production, Revenue, Price



and Gross Margin (2012-2017) 

3.5North America Augmented Reality and Virtual Reality Hardware Capacity, Production,

Revenue, Price and Gross Margin (2012-2017) 

3.6 Europe Augmented Reality and Virtual Reality Hardware Capacity, Production, Revenue, Price

and Gross Margin (2012-2017) 

3.7 China Augmented Reality and Virtual Reality Hardware Capacity, Production, Revenue, Price

and Gross Margin (2012-2017) 

3.8 Japan Augmented Reality and Virtual Reality Hardware Capacity, Production, Revenue, Price

and Gross Margin (2012-2017) 

3.9 Latin America Augmented Reality and Virtual Reality Hardware Capacity, Production,

Revenue, Price and Gross Margin (2012-2017) 

3.10 India Augmented Reality and Virtual Reality Hardware Capacity, Production, Revenue, Price

and Gross Margin (2012-2017) 

3.11 Row Augmented Reality and Virtual Reality Hardware Capacity, Production, Revenue, Price

and Gross Margin (2012-2017) 

4 Global Augmented Reality and Virtual Reality Hardware Supply (Production), Consumption,

Export, Import by Regions (2012-2017) 

4.1 Global Augmented Reality and Virtual Reality Hardware Consumption by Regions (2012-2017)

4.2North America Augmented Reality and Virtual Reality Hardware Production, Consumption,

Export, Import by Regions (2012-2017) 

4.3 Europe Augmented Reality and Virtual Reality Hardware Production, Consumption, Export,

Import by Regions (2012-2017) 

4.4 China Augmented Reality and Virtual Reality Hardware Production, Consumption, Export,

Import by Regions (2012-2017) 

4.5 Japan Augmented Reality and Virtual Reality Hardware Production, Consumption, Export,

Import by Regions (2012-2017) 

4.6 Latin America Augmented Reality and Virtual Reality Hardware Production, Consumption,

Export, Import by Regions (2012-2017) 

4.7 India Augmented Reality and Virtual Reality Hardware Production, Consumption, Export,

Import by Regions (2012-2017) 

4.8 Row Augmented Reality and Virtual Reality Hardware Production, Consumption, Export,

Import by Regions (2012-2017) 

5 Global Augmented Reality and Virtual Reality Hardware Production, Revenue (Value), Price

Trend by Types 

5.1 Global Augmented Reality and Virtual Reality Hardware Production and Market Share by

Types (2012-2017) 

5.2 Global Augmented Reality and Virtual Reality Hardware Revenue and Market Share by Types

(2012-2017)

5.3 Global Augmented Reality and Virtual Reality Hardware Price by Type (2012-2017) 

5.4 Global Augmented Reality and Virtual Reality Hardware Production Growth by Type (2012-

2017) 

6 Global Augmented Reality and Virtual Reality Hardware Market Analysis by Applications 



6.1 Global Augmented Reality and Virtual Reality Hardware Consumption and Market Share by

Applications (2012-2017) 

6.2 Global Augmented Reality and Virtual Reality Hardware Consumption Growth Rate by

Applications (2012-2017) 

6.3 Market Drivers and Opportunities 

6.3.1 Potential Applications 

6.3.2 Emerging Markets/Countries 

Get this report @ https://www.wiseguyreports.com/checkout?currency=one_user-

USD&report_id=929147

Contact US:

NORAH TRENT

Partner Relations & Marketing Manager

sales@wiseguyreports.com

Ph: +1-646-845-9349 (US)

Ph: +44 208 133 9349 (UK)

Norah Trent

wiseguyreports

+1 646 845 9349 / +44 208 133 9349

email us here

This press release can be viewed online at: https://www.einpresswire.com/article/365329438

EIN Presswire's priority is source transparency. We do not allow opaque clients, and our editors

try to be careful about weeding out false and misleading content. As a user, if you see something

we have missed, please do bring it to our attention. Your help is welcome. EIN Presswire,

Everyone's Internet News Presswire™, tries to define some of the boundaries that are reasonable

in today's world. Please see our Editorial Guidelines for more information.

© 1995-2021 IPD Group, Inc. All Right Reserved.

https://www.wiseguyreports.com/checkout?currency=one_user-USD&amp;report_id=929147
https://www.wiseguyreports.com/checkout?currency=one_user-USD&amp;report_id=929147
http://www.einpresswire.com/contact_author/2255994
https://www.einpresswire.com/article/365329438
https://www.einpresswire.com/editorial-guidelines

