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LONDON, GREATER LONDON, UK,

September 20, 2021 /

EINPresswire.com/ -- Growth in the

gaming industry is a key factor driving

the growth of the virtual reality

software market. VR-powered games

are much more beneficial than books

as VR enables the games more

appealing. Globally people are

resorting to VR games to fight the boredom and fear connected with the pandemic. For instance,

an inexpensive coronavirus VR game COVID Escape Room is designed to help children develop

real-world activities and concepts in a virtual environment. Through this game, children will not

only understand how to wash their hands and handle the sneeze in a fun way to prevent the

coronavirus infection (COVID-19) but also get to know in detail why social distancing is vital. In

March 2020, the global spending on digital games increased to $10 billion, the highest monthly

estimate ever. Therefore, the growth in the gaming industry is expected to drive the virtual

reality software market. 

The global virtual reality software market size is expected grow from $2.01 billion in 2020 to

$2.97 billion in 2021 at a compound annual growth rate (CAGR) of 47.8%. The growth is mainly

due to the companies resuming their operations and adapting to the new normal while

recovering from the COVID-19 impact, which had earlier led to restrictive containment measures

involving social distancing, remote working, and the closure of commercial activities that resulted

in operational challenges. The VR market is expected to reach $13.11 billion in 2025 at a CAGR of

45%. 

Read More On The Global Virtual Reality Software Market Report:

https://www.thebusinessresearchcompany.com/sample.aspx?id=3201&type=smp 

TBRC’s global virtual reality software market report is segmented by type into 3D modelling

http://www.einpresswire.com
https://www.thebusinessresearchcompany.com/sample.aspx?id=3201&amp;type=smp


software, 360-degree custom VR software, real time simulation software, by deployment into on-

premise, cloud, and by application into automotive, medical, real estate, oil and gas,

entertainment, industrial, other. 

Major players covered in the global virtual reality software industry are Microsoft Corporation,

Blippar Inc., Pixologic Inc., Metaio Gmbh, Qualcomm Incorporated, Oculus VR, LLC, WorldViz.,

Starbreeze Studios, Razer Inc., HTC Corporation, BAE Systems AB, Istaging, Axonom Powertrak,

Cupix, Viar, IrisVR, Briovr, Techviz, Unigine, Phenomatics Virtual Reality Software, Worldviz,

Virtalis, ESI Group, XVR Simulation, EON Reality, High Fidelity, Mirra, Arcadia Augmented Reality,

Smartvizs, Imaginate.

Virtual Reality Software Global Market Report 2021 - By Type (3D Modelling Software, 360 Degree

Custom VR Software, Real Time Simulation Software), By Deployment (On-Premise, Cloud), By

Application (Automotive, Medical, Real Estate, Oil and Gas, Entertainment, Industrial), COVID-19

Growth And Change is one of a series of new reports from The Business Research Company that

provides virtual reality software market overview, forecast virtual reality software market size

and growth for the whole market, virtual reality software market segments, and geographies,

virtual reality software market trends, virtual reality software market drivers, restraints, leading

competitors’ revenues, profiles, and market shares.

Request For A Sample Of The Global Virtual Reality Software Market Report:

https://www.thebusinessresearchcompany.com/sample.aspx?id=3201&type=smp 

Here Is A List Of Similar Reports By The Business Research Company:

Video Game Software Market - By Type (Browser Games, PC Games, Smart Phone/Tablet Games,

Console Games), By Genre (Action, Shooter, Adventure, Role Playing, Strategy, Fighting, Sports,

Racing, Others), By Type Of Transaction (Physical, Online/ Microtransaction, Digital), And By

Region, Opportunities And Strategies - Global Video Game Software Market Forecast To 2030 

https://www.thebusinessresearchcompany.com/report/video-game-software-market 

Console Games Global Market Report 2021 - By Type (Digital Console Games,

Online/Microtransaction Console, Physical Console Games), By Application (Shooter, Action,

Sport Games, Role-Playing, Adventure, Racing, Fighting, Strategy), COVID-19 Impact And

Recovery

https://www.thebusinessresearchcompany.com/report/console-games-global-market-report-

2020-30-covid-19-implications-and-growth 

Browser Games Global Market Report 2021 - By Type (Mobile Games, Pay-to-Play Games, Free-

to-Play Games, Pay-in-Play Games), By End User (Smartphone and Tablet, PC, TV), By Operating

System (IOS, Android, Windows), COVID-19 Impact And Recovery 

https://www.thebusinessresearchcompany.com/report/browser-games-global-market-report 

https://www.thebusinessresearchcompany.com/report/virtual-reality-software-market-global-report-2020-30-covid-19-growth-and-change
https://www.thebusinessresearchcompany.com/report/virtual-reality-software-market-global-report-2020-30-covid-19-growth-and-change
https://www.thebusinessresearchcompany.com/sample.aspx?id=3201&amp;type=smp
https://www.thebusinessresearchcompany.com/report/video-game-software-market
https://www.thebusinessresearchcompany.com/report/console-games-global-market-report-2020-30-covid-19-implications-and-growth
https://www.thebusinessresearchcompany.com/report/console-games-global-market-report-2020-30-covid-19-implications-and-growth
https://www.thebusinessresearchcompany.com/report/browser-games-global-market-report


Interested to know more about The Business Research Company? 

The Business Research Company is a market research and intelligence firm that excels in

company, market, and consumer research. It has over 200 research professionals at its offices in

India, the UK and the US, as well a network of trained researchers globally. It has specialist

consultants in a wide range of industries including manufacturing, healthcare, financial services

and technology.

Read more about us at https://www.thebusinessresearchcompany.com/about-the-business-

research-company.aspx

Or get a quick glimpse of our services here:

https://www.youtube.com/channel/UC24_fI0rV8cR5DxlCpgmyFQ

Call us now for personal assistance with your purchase:

Europe: +44 207 1930 708

Asia: +91 88972 63534

Americas: +1 315 623 0293 

The Business Research Company

Email: info@tbrc.info

Follow us on LinkedIn: https://bit.ly/3b7850r

Follow us on Twitter: https://bit.ly/3b1rmjS

Check out our Blog: http://blog.tbrc.info/

Oliver Guirdham

The Business Research Company

+44 20 7193 0708

info@tbrc.info

Visit us on social media:

Facebook

Twitter

LinkedIn

This press release can be viewed online at: https://www.einpresswire.com/article/551833995

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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