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types and end industries; this report analyzes

the top players in global and United States

market, and splits the Immersive Virtual Reality

market by product type and applications/end _
industries. —

The global Immersive Virtual Reality market is
valued at XX million USD in 2016 and is
expected to reach XX million USD by the end of
2022, growing at a CAGR of XX% between 2016
and 2022.
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The major players in global and United States Immersive Virtual Reality market, including
Facebook, Google, HTC, Microsoft, Magic Leap, Samsung, WorldViz, Marxent Labs, Unity
Technologies, Snap, CastAR,

The Asia-Pacific will occupy for more market share in following years, especially in China, also
fast growing India and Southeast Asia regions.

North America, especially The United States, will still play an important role which cannot be
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ignored. Any changes from United States might affect the development trend of Immersive
Virtual Reality. United States plays an important role in global market, with market size of xx
million USD in 2016 and will be xx million USD in 2022, with a CAGR of XX.

Geographically, this report is segmented into several key regions, with sales, revenue, market
share (%) and growth Rate (%) of Immersive Virtual Reality in these regions, from 2012 to 2022
(forecast), covering

United States

North America

Europe

Asia-Pacific

South America

Middle East and Africa

The On the basis of product, the Immersive Virtual Reality market is primarily split into
Non-Immersion

Half-Immersion

Whole-Immersion

On the basis on the end users/applications, this report covers
Entertainment

Engineering

Education

Commercial
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