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This report studies the global AR Gaming market, analyzes and researches the AR Gaming
development status and forecast in United States, EU, Japan, China, India and Southeast Asia.
This report focuses on the top players in global market, like 

Blippar 
Catchoom 
Qualcomm Technologies 
Total Immersion 
VividWorks 
Samsung 
Sony 
Augmented Pixels 
Aurasma 
VividWorks 
Wikitude 
Zappar

Request a Sample Report @ https://www.wiseguyreports.com/sample-request/1483490-global-
ar-gaming-market-size-status-and-forecast-2022

Market segment by Regions/Countries, this report covers 
United States 
EU 
Japan 
China 
India 
Southeast Asia

Market segment by Type, AR Gaming can be split into 
Mobile Devices 
HMDs 
Smart Glasses

Market segment by Application, AR Gaming can be split into 
Innovators 
Early Adopters 
Early Majority

At any Query @ https://www.wiseguyreports.com/enquiry/1483490-global-ar-gaming-market-
size-status-and-forecast-2022
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