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Forecast to 2022

PUNE, INDIA, August 14, 2017 /EINPresswire.com/ -- VR Hardware Market 2017

Wiseguyreports.Com adds “VR Hardware Market —Market Demand, Growth, Opportunities, Analysis
of Top Key Players and Forecast to 2022” To Its Research Database.

Report Details:

The report provides in depth study of “VR Hardware Market” using SWOT analysis i.e. Strength,
Weakness, Opportunities and Threat to the organization. The “VR Hardware " report also provides an
in-depth survey of key players in the market which is based on the various objectives of an
organization such as profiling, the product outline, the quantity of production, required raw material,
and the financial health of the organization.

This report studies VR Hardware in Global market, especially in North America, China, Europe,
Southeast Asia, Japan and India, with production, revenue, consumption, import and export in these
regions, from 2012 to 2016, and forecast to 2022.

Global VR Hardware market competition by top manufacturers, with production, price, revenue (value)
and market share for each manufacturer;

The top manufacturers/key players including,
Google

Facebook

Sony

HTC

Samsung

Intel

Microsoft

3DiVi Company
ImmersiON-Vrelia
Occipital

Homido

Infinadeck

Lowe’s Innovation Labs
SeeBright

Sixense

Baofeng Mojing
Dapeng VR

Noitom

Magic Leap
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By types, the market can be split into
VR Helmet

VR One Machine

VR Glasses

VR Operation Equipment

VR Behavior Detection Equipment
Others

By Application, the market can be split into
Entertainment

E - commerce

Medical Care

Others

By Regions, this report covers (we can add the regions/countries as you want)
North America

China

Europe

Southeast Asia

Japan

India

Complete Report Details@ https://www.wiseguyreports.com/reports/1752819-global-vr-hardware-
market-professional-survey-report-2017

Major Key Points in Table of Content:

1 Industry Overview of VR Hardware
1.1 Definition and Specifications of VR Hardware
1.1.1 Definition of VR Hardware

1.1.2 Specifications of VR Hardware
1.2 Classification of VR Hardware

1.2.1 VR Helmet

1.2.2 VR One Machine

1.2.3 VR Glasses

1.2.4 VR Operation Equipment

1.2.5 VR Behavior Detection Equipment
1.2.6 Others

1.3 Applications of VR Hardware

1.3.1 Entertainment

1.3.2 E - commerce

1.3.3 Medical Care

1.3.4 Others

1.4 Market Segment by Regions

1.4.1 North America

1.4.2 China

1.4.3 Europe
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1.4.4 Southeast Asia
1.4.5 Japan
1.4.6 India

4 Global VR Hardware Overall Market Overview

4.1 2012-2017E Overall Market Analysis

4.2 Capacity Analysis

4.2.1 2012-2017E Global VR Hardware Capacity and Growth Rate Analysis
4.2.2 2016 VR Hardware Capacity Analysis (Company Segment)

4.3 Sales Analysis

4.3.1 2012-2017E Global VR Hardware Sales and Growth Rate Analysis
4.3.2 2016 VR Hardware Sales Analysis (Company Segment)

4.4 Sales Price Analysis

4.4.1 2012-2017E Global VR Hardware Sales Price

4.4.2 2016 VR Hardware Sales Price Analysis (Company Segment)

8 Major Manufacturers Analysis of VR Hardware

8.1 Google

8.1.1 Company Profile

8.1.2 Product Picture and Specifications

8.1.2.1 Product A

8.1.2.2 Product B

8.1.3 Google 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.1.4 Google 2016 VR Hardware Business Region Distribution Analysis

8.2 Facebook

8.2.1 Company Profile

8.2.2 Product Picture and Specifications

8.2.2.1 Product A

8.2.2.2 Product B

8.2.3 Facebook 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.2.4 Facebook 2016 VR Hardware Business Region Distribution Analysis

8.3 Sony

8.3.1 Company Profile

8.3.2 Product Picture and Specifications

8.3.2.1 Product A

8.3.2.2 Product B

8.3.3 Sony 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.3.4 Sony 2016 VR Hardware Business Region Distribution Analysis

8.4 HTC

8.4.1 Company Profile

8.4.2 Product Picture and Specifications

8.4.2.1 Product A

8.4.2.2 Product B

8.4.3 HTC 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.4.4 HTC 2016 VR Hardware Business Region Distribution Analysis

8.5 Samsung

8.5.1 Company Profile

8.5.2 Product Picture and Specifications



8.5.2.1 Product A

8.5.2.2 Product B

8.5.3 Samsung 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.5.4 Samsung 2016 VR Hardware Business Region Distribution Analysis

8.6 Intel

8.6.1 Company Profile

8.6.2 Product Picture and Specifications

8.6.2.1 Product A

8.6.2.2 Product B

8.6.3 Intel 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.6.4 Intel 2016 VR Hardware Business Region Distribution Analysis

8.7 Microsoft

8.7.1 Company Profile

8.7.2 Product Picture and Specifications

8.7.2.1 Product A

8.7.2.2 Product B

8.7.3 Microsoft 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.7.4 Microsoft 2016 VR Hardware Business Region Distribution Analysis

8.8 3DiVi Company

8.8.1 Company Profile

8.8.2 Product Picture and Specifications

8.8.2.1 Product A

8.8.2.2 Product B

8.8.3 3DiVi Company 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.8.4 3DiVi Company 2016 VR Hardware Business Region Distribution Analysis

8.9 ImmersiON-Vrelia

8.9.1 Company Profile

8.9.2 Product Picture and Specifications

8.9.2.1 Product A

8.9.2.2 Product B

8.9.3 ImmersiON-Vrelia 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.9.4 ImmersiON-Vrelia 2016 VR Hardware Business Region Distribution Analysis

8.10 Occipital

8.10.1 Company Profile

8.10.2 Product Picture and Specifications

8.10.2.1 Product A

8.10.2.2 Product B

8.10.3 Occipital 2016 VR Hardware Sales, Ex-factory Price, Revenue, Gross Margin Analysis
8.10.4 Occipital 2016 VR Hardware Business Region Distribution Analysis
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