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DALLAS, TEXAS, UNITED STATES, March 20, 2017 /EINPresswire.com/ -- This report studies Mobile
Augmented Reality and Virtual Reality Apps 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,
coveringAugmented Pixels, Aurasma, Blippar, Catchoom, DAQRI, Wikitude, AR Circuits, SkyView,
Anatomy 4D, Blippar, BuildAR.com, Virtals, EON Reality Inc., Google, Zappar, Wikitude, Reza
Mohammady, and Here.

Market Segment by Regions, this report splits Global into several key Regions, with production,
consumption, revenue, market share and growth rate of Mobile Augmented Reality and Virtual
Reality Apps in these regions, from 2011 to 2021 (forecast), like North America, China, Europe,
Japan, Latin America, India, and Row.

Browse the complete report @ http://www.orbisresearch.com/reports/index/global-augmented-
reality-and-virtual-reality-apps-market-research-report-2017 .

Split by Product Types, with production, revenue, price, market share and growth rate of each
type, can be divided into For Non-Immersive Systems, For Semi-Immersive Projection Systems,
and For Fully Immersive Head-Mounted Systems.

Split by applications, this report focuses on consumption, market share and growth rate of
Mobile Augmented Reality and Virtual Reality Apps in each application, can be divided into
Education and training, Video Game, Media, Tourism, Social Media, and Others.

Major Points from Table of Contents:
Chapter One: Mobile Augmented Reality and Virtual Reality Apps Market Overview 
Chapter Two: Global Mobile Augmented Reality and Virtual Reality Apps Market Competition by
Manufacturers 
Chapter Three: Global Mobile Augmented Reality and Virtual Reality Apps Capacity, Production,
Revenue (Value) by Regions (2012-2017) 
Chapter Four: Global Mobile Augmented Reality and Virtual Reality Apps Supply (Production),
Consumption, Export, Import by Regions (2012-2017) 
Chapter Five: Global Mobile Augmented Reality and Virtual Reality Apps Production, Revenue
(Value), Price Trend by Types 
Chapter Six: Global Mobile Augmented Reality and Virtual Reality Apps Market Analysis by
Applications 
Chapter Seven: Global Mobile Augmented Reality and Virtual Reality Apps Manufacturers
Profiles/Analysis 
Chapter Eight: Mobile Augmented Reality and Virtual Reality Apps Manufacturing Cost Analysis 
Chapter Nine: Video Game Chain, Sourcing Strategy and Downstream Buyers 
Chapter Ten: Marketing Strategy Analysis, Distributors/Traders 
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Chapter Eleven: Market Effect Factors Analysis
Chapter Twelve: Global Mobile Augmented Reality and Virtual Reality Apps Market Forecast
(2017-2022) 
Chapter Thirteen: Research Findings and Conclusion
Chapter Fourteen: Appendix

Request a sample of this report at http://www.orbisresearch.com/contacts/request-
sample/193871 .

Some points from List Of Tables:
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Purchase a copy of the report @ http://www.orbisresearch.com/contact/purchase/193871 .

About Us:
Orbis Research (orbisresearch.com) is a single point aid for all your market research
requirements. We have vast database of reports from the leading publishers and authors across
the globe. We specialize in delivering customized reports as per the requirements of our clients.
We have complete information about our publishers and hence are sure about the accuracy of
the industries and verticals of their specialization. This helps our clients to map their needs and
we produce the perfect required market research study for our clients.
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