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Virtual Reality (VR) Headsets Market Size –

USD 7.81 Billion in 2020, Market Growth

– at a CAGR of 28.2%, Market Trends –

High demand from North America

NEW YORK, NY, UNITED STATES, May

24, 2022 /EINPresswire.com/ --

Continuous advancement in

technology and high demand for VR

headsets from various end-use

industries is driving market revenue growth

The global Virtual Reality (VR) headsets market size is expected to reach USD 84.46 Billion in 2030

and register a revenue CAGR of 28.2% over the forecast period, according to the latest report by

Reports and Data. Rapid digitization, increasing application of VR in retail sector and surge in

adoption of head mounted devices in various industries, is driving VR headsets market revenue

growth.

VR headsets are head mounted devices that are used to provide an immersive experience to

users through digital simulation. VR headsets are most commonly associated with video games,

but they are also used for training medical students or doctors in healthcare sector. They

comprise of a stereoscopic head mounted display, stereo sound and head motion tracking

sensors such as gyroscopes, accelerometers, magnetometers, or structured light systems. Eye-

tracking sensors and gaming controllers are included in some VR headsets. The VR headset

glasses use head-tracking technology, which changes the wearer's field of vision as they turn

their heads.

VR headsets are being tested in a variety of industries, sectors and companies as a potential

feature for improving patient consultations, body scanning to improve diagnosis and treatment,

improving learning experience and increasing business performance, among others. As a result,

the market for VR headsets is expanding rapidly. A diverse product offering, introduction of high-

speed communication technology, and increasing number of smartphones are currently driving

revenue growth of global VR headsets market.

http://www.einpresswire.com
https://www.reportsanddata.com/report-detail/virtual-reality-headsets-market


Companies profiled in the global market report includes Google LLC, HTC Corporation, Samsung

Electronics Co., Ltd., Microsoft Corporation, Meta Platforms, Inc., DPVR, Hewlett-Packard

Development Company, L.P., FOVE Inc., Pimax Technologies, LLC, and StarVR Corporation.

Get a sample of the report @ https://www.reportsanddata.com/sample-enquiry-form/1355

Some Key Highlights From the Report

•	In December 2021, Arpara, a Hong Kong-based company, a developer of VR hardware and

software, launched Kickstarter campaign for their two new VR headsets, the arpara 5K VR

Tethered and the arpara 5K VR, which are designed for VR gaming, multimedia consumption, and

more. The arpara headsets have dual 1.03-inch micro-Organic Light Emitting Diode (OLED)

displays with a resolution of 2560 x 2560, for a total viewing resolution of 5K. Furthermore, the

crystal-clear visuals generate a virtual screen equivalent to a 3000+ inch retina-level giant screen

for three-dimensional (3D) viewing.

•	Standalone segment accounted for larger revenue share in 2020. A standalone VR headset is a

monolithic headset with an integrated screen processor and battery, as well as several

viewfinders on the body that provide stable spatial orientation and position recognition relative

to the world coordinates of additional peripheral devices. These headsets have the ability to

implement real-life applications and allow full mobility which have increased popularity of these

headsets. In addition, graphic chips in standalone VR headsets improve image resolution for a

better video experience.

•	Medical service segment revenue is expected to register high growth rate during the forecast

period. VR headsets are being used as an effective diagnostic tool to help doctors and clinicians

make accurate diagnosis. This is done in conjunction with other modalities such as Magnetic

Resonance Imaging (MRI) scans and Computed Tomography (CT) scans and it eliminates the

need for any invasive approaches, allowing the patient to have a pain-free experience.

Furthermore, VR simulation technologies are also being used in medical education and training.

Major VR-based companies are developing products that combine 360-degree video and three-

dimensional interactive information to create the best possible learning programs for physicians

and students. They can practice complex, life-saving procedures in a risk-free environment,

improve their skills and receive usability feedback, all while using this technology.

•	Head mounted devices segment accounted for significant revenue share in 2020.

Technological advancements have altered traditional methods of looking around. The

combination of internet and smartphones, as well as head mounted devices, has been

revolutionary. It allows users to navigate a VR environment by simply moving their head,

eliminating the need for a separate controller. Furthermore, neutral position of head allows for a

straighter and more relaxed posture, which reduces fatigue caused by turning the eyes, head, or

body toward a monitor.

•	Market in North America accounted for largest revenue share in 2020. The region is rapidly

adopting VR technology and investing heavily in latest technologies such as Artificial Intelligence

and others. Rapid digitalization and rising adoption of VR headsets in gaming and entertainment

https://www.reportsanddata.com/sample-enquiry-form/1355


industries is propelling market revenue growth. Furthermore, the region has several startups

focusing on bringing innovative VR technologies to various industries.

To understand how our Virtual Reality Headsets Market report can bring difference to your

business strategy:- https://www.reportsanddata.com/download-summary-form/1355

For the purpose of this report, Reports and Data has segmented VR headsets market based on

device type, application, type and region:

Device Type Outlook (Revenue, USD Billion; 2018–2030)

•	Head Mounted Devices

•	Virtual Reality Simulator

•	Virtual Reality Glasses

•	Others

Application Outlook (Revenue, USD Billion; 2018–2030)

•	Gaming & Entertainment

•	Consumer Electronics

•	Medical Service

•	Automotive

•	Military, Aerospace, & Defense

•	Education

•	Others

Type Outlook (Revenue, USD Billion; 2018–2030)

•	Handheld

•	Standalone

•	Tethered

Regional Outlook (Revenue, USD Billion; 2018–2030)

•	North America

•	Europe

•	Asia Pacific

•	Latin America

•	Middle East & Africa

Request a customization of the report @ https://www.reportsanddata.com/request-

customization-form/1355

https://www.reportsanddata.com/download-summary-form/1355
https://www.reportsanddata.com/request-customization-form/1355
https://www.reportsanddata.com/request-customization-form/1355


Key Advantages of Virtual Reality (VR) Headsets Report:

•	Identification and analysis of the market size and competition

•	Qualitative and quantitative analysis of the market data

•	Data validated by industry experts after extensive primary and secondary research

•	Extensive regional analysis of the Virtual Reality (VR) Headsets industry

•	Profiling of key players along with their business overview,  business strategies, deals and

partnerships, and product portfolio

•	SWOT and Porter’s Five Forces Analysis for in-depth understanding of the competitive

landscape

•	Feasibility analysis and investment analysis to enable strategic investment decisions

•	Analysis of opportunities, drivers, restraints, challenges, risks, and limitations

Conclusively, all aspects of the Virtual Reality (VR) Headsets market are quantitatively as well

qualitatively assessed to study the global as well as regional market comparatively. This market

study presents critical information and factual data about the market providing an overall

statistical study of this market on the basis of market drivers, limitations and its future

prospects.
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