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Augmented and Virtual Reality Market Size &
Share Estimated USD 305 Billion by 2026:
Global Report by Facts & Factors

Global augmented and virtual reality
market projected to reach above USD 305
billion by 2026, growing at a CAGR of 62%
from 2020 to 2026.

NEW YORK, UNITED STATES, July 20,
2020 /EINPresswire.com/ -- The
augmented reality technology uses the
present user environment and covers
virtual content or the digital content
over it and generate a three-
dimensional image in the present
atmosphere. Virtual reality is a 3D
environment created by a computer, which engages end users in an artificial world. Special 3D
programs are deployed in augmented reality applications, which enable designers to integrate
digital content in real-time with the real world. Virtual reality provides simulated abstract user
experience of the artificial world in a synergistic environment.

The global augmented and virtual reality market in 2019 was above USD 16 billion and is
projected to reach above USD 305 billion by 2026. The anticipated CAGR for the augmented and
virtual reality market is around 62% from 2020 to 2026.

Request Free Sample Copy of Research Report @
https://www.fnfresearch.com/sample/augmented-and-virtual-reality-market-by-device-analysis

Our Every Free Sample Includes:

COVID-19 Impact Analysis, A research report overview, TOC, list of tables and figures, an overview
of major market players, and key regions included.

Augmented reality (AR) and virtual reality (VR) has maximum demand in the media and
entertainment industry as it is utilized for numerous applications and has created a revolution.
Increasing the use of AR/VR in various industries such as aerospace, construction,
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manufacturing, healthcare, gaming, etc. is encouraging the demand for AR/VR technologies.
Augmented and virtual reality is majorly used in video games such as pokemon go, VR tank
training, rollercoaster, etc. In recent years, the gaming industry has experienced significant
growth, which, in turn, contributes to the growth of the augmented and virtual reality
market.Moreover, augmented and virtual reality is also used in training and teaching.
Augmented and virtual reality has been useful in delivering information to trainees, thus being
increasingly used in the education sector. The development of augmented and virtual reality
systems or software is a very complex and expensive process. This has restricted the use of
augmented and virtual reality in various applications, such as business, manufacturing, industrial
design, etc. In addition, high content expenses, limited hardware, and inadequate software for
augmented and virtual reality is a major limitation for the adoption of augmented and virtual
reality devices in industrial verticals. Thus restricting the growth of augmented and virtual reality
market. Autonomous cars are still a few years away from reality. However, increasing demand
for passenger safety and driver convenience is anticipated to create opportunities for
augmented and virtual reality market. In the healthcare industry, augmented and virtual reality
can be used to allow practitioners to train in a virtual environment. The demand for simulation
applications in the healthcare industry is likely to create opportunities for augmented and virtual
reality market.

The devices segment of the augmented and virtual reality Market includes the projector and
display wall, head-mounted display (HMD), gesture-tracking device, handheld device, head-up
display (HUD), and others. Among these, HMD highly penetrated the market in 2019, it was
esteemed at around USD 7 billion. The growing application of HMD for various purposes is
driving its revenue share growth in the market.

Enquire more about this report before purchase @
https://www.fnfresearch.com/inquiry/augmented-and-virtual-reality-market-by-device-analysis

(You may enquire a report quote OR available discount offers to our sales team before
purchase.)

By component, the market is divided into hardware and software. The hardware segment is
expected to acquire a major revenue by 2026 end. In 2019, the hardware segment market share
was 52%.

By application, the global augmented and virtual reality market is segmented into consumer,
commercial, and enterprise. The consumer segment dominated the global augmented and
virtual reality market, holding a 54% market share in 2019 and is anticipated to witness lucrative
growth over the forecasted period.

By vertical, the global augmented and virtual reality market is classified into Entertainment &
media, gaming, aerospace & defense, manufacturing, retail, healthcare, and others. Among the
vertical segment, gaming dominated the global augmented and virtual reality market. Gaming
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accounted for 34% market share in 2019. The gaming augmented and virtual reality market is
anticipated to witness the highest CAGR over the forecasted period.

Request Customized Copy of Report @ https://www.fnfresearch.com/customization/augmented-
and-virtual-reality-market-by-device-analysis

(We customize your report according to your research need. Ask our sales team for report
customization.)

By geography, North America dominated the global augmented and virtual reality market in
2019. North America constituted 41% market share of the global augmented and virtual reality
market, owing to the rising adoption of augmented and virtual reality market in gaming and
healthcare industry.

Key players holding the top position in the augmented and virtual reality market are EON Reality,
PTC, Osterhout Design Group, Upskill, Google, Samsung Electronics, Zugara, DAQRI, Wikitude,
Upskill, Sony, HTC, Microsoft, Oculus, Blippar, Magic Leap, Continental, Visteon, and other.

Browse detail report with in-depth TOC @ https://www.fnfresearch.com/augmented-and-virtual-
reality-market-by-device-analysis

This report segments the augmented and virtual reality market as follows:
Global Augmented and Virtual Reality Market: By Device Analysis Segment

Head-Mounted Display (HMD)
Handheld Device

Head-Up Display (HUD)
Projector and Display Wall
Gesture-Tracking Device
Others

Global Augmented and Virtual Reality Market: By Segment Analysis

Hardware
Software

Global Augmented and Virtual Reality Market: By Application Analysis
Consumer

Commercial
Enterprise
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Global Augmented and Virtual Reality Market: By Vertical Industry Segment Analysis

Entertainment & Media
Gaming

Aerospace &Defense
Manufacturing

Retail

Education

Healthcare
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Facts & Factors is a leading market research organization offering industry expertise and
scrupulous consulting services to clients for their business development. The reports and
services offered by Facts and Factors are used by prestigious academic institutions, start-ups,
and companies globally to measure and understand the changing international and regional
business backgrounds. Our client's/customer’s conviction on our solutions and services has
pushed us in delivering always the best. Our advanced research solutions have helped them in
appropriate decision-making and guidance for strategies to expand their business.
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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.
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