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Report description:

The location-based entertainment market in South & Central America is expected to grow from US$ 10.21 million in 2022 to US$ 
13.62 million by 2028. It is estimated to grow at a CAGR of 4.9% from 2022 to 2028. 

Advent of Next-Generation Laser Tags 

Infrared-emitting light guns are used by players in the shooting game of laser tag to tag certain targets. Each player typically
wears an infrared-sensitive signalling device to track hits, and the gaming venue itself occasionally incorporates this technology.
Current laser tag arenas, including their walls and obstacles, are scanned, and precisely represented within the game
environment using the latest laser scanning technology. The tangible objects are united with the virtual setting. Through 3D laser
scanning, creative works have partnered with an expert in LiDAR laser imaging to recreate the area's aspects precisely. This
allows players to interact safely with physical barriers within the game space. Users can shoot each other while running around in
virtual reality thanks to businesses like Zero Latency. However, LAVR Tag is the first VR activity that doesn't call for a computer
backpack. The Oculus Quest headgear is used by LAVR Tag, which enhances it with the help of Azure Spatial Anchors and other
tools. As a result, users may move around freely without having to wear a backpack or manage any cords. 

Market Overview 

The South & Central America location -based entertainment market is segmented into Brazil, Argentina, and the Rest of South &
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Central America. The region has a presence of several amusement and theme parks, which is one of the reasons for the growth of
the South & Central America location -based entertainment market in the region. Pixel VR Virtual Reality Arcade is an amusement
park situated in Brazil. Moreover, the region has several film studios in Brazil and Argentina. In addition, AR/VR companies such as
3dar, Sense Arq, and Novaworks are contributing to the growth of the region's South & Central America location -based
entertainment market. Companies operating in the South & Central America location -based entertainment market are receiving
several contracts due to the increasing demand for location-based entertainment. For instance, in April 2021, Storyland Studios
received a contract from Grupo Cataratas to design new location-based entertainment concepts. Grupo Cataratas is the region's
largest tourism operator. Grupo Cataratas expects to increase the region's tourist attractions through location-based
entertainment. Storyland will develop strategies related to themed entertainment, including concept development for tourist
attractions. 

South & Central America Location-based Entertainment Market Revenue and Forecast to 2028 (US$ Million) 

South & Central America Location-based Entertainment Market Segmentation 

The South & Central America location-based entertainment market is segmented into by component, technology, end-use, and
country. 

Based on component, the market is bifurcated into hardware and software. The hardware segment held a larger market share in
2022. Based on technology, the market is bifurcated into 2-dimesnional and 3-dimensional. The 3-dimensional segment held a
larger market share in 2022. Based on end-use, the market is segmented into amusement parks, arcade studios, and film studios.
The amusement parks segment dominated the market share in 2022. Based on country, the market is segmented into Brazil,
Argentina, and Rest of South & Central America. Brazil segment dominated the market share in 2022. HQSoftware;
IMAXCORPORATION; Neurogaming Ltd; SpringboardVR; Samsung Electronics Co., Ltd.; and Vicon Motion Systems Ltd are the
leading companies operating in the location-based entertainment market in the region. 

Table of Contents:

TABLE OF CONTENTS
1. Introduction 
1.1 Study Scope 
1.2 The Insight Partners Research Report Guidance 
1.3 Market Segmentation 
2. Key Takeaways 
3. Research Methodology 
3.1 Coverage 
3.2 Secondary Research 
3.3 Primary Research 
4. South & Central America Location-Based Entertainment Market Landscape 
4.1 Market Overview 
4.2 PEST Analysis 
4.2.1 SAM 
4.3 Ecosystem Analysis 
4.4 Expert Opinions 
5. South & Central America Location-Based Entertainment Market - Key Market Dynamics 
5.1 Market Drivers 
5.1.1 Rising Popularity of 360-Degree VR-Based Games 
5.1.2 Mix of AR and VR Technology with 3-D Projection Mapping 

Scotts International. EU Vat number: PL 6772247784
tel. 0048 603 394 346 e-mail: support@scotts-international.com
www.scotts-international.com

Page 2/7



5.2 Market Restraints 
5.2.1 Health Risks Associated with Extensive Usage of Virtual Reality Headsets 
5.3 Market Opportunities 
5.3.1 Development and Integration of Advanced Technologies and Tools 
5.3.2 Use of VR Headsets for Indoor Games 
5.4 Future Trends 
5.4.1 Advent of Next-Generation Laser Tags 
5.5 Impact Analysis of Drivers and Restraints 
6. South & Central America Location-Based Entertainment Market -Market Analysis 
6.1 South & Central America Location-Based Entertainment Market Overview 
6.2 South & Central America Location-Based Entertainment Market Revenue Forecast and Analysis 
7. South & Central America Location-Based Entertainment Market Analysis - By Component 
7.1 Overview 
7.2 South & Central America Location-Based Entertainment Market, By Component(2021 and 2028) 
7.3 Hardware 
7.3.1 Overview 
7.3.2 Hardware: South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 
7.4 Software 
7.4.1 Overview 
7.4.2 Software: South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 
8. South & Central America Location-Based Entertainment Market Analysis - By Technology 
8.1 Overview 
8.2 South & Central America Location-Based Entertainment Market, By Technology (2021 and 2028) 
8.3 2D 
8.3.1 Overview 
8.3.2 2D: South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 
8.4 3D 
8.4.1 Overview 
8.4.2 3D: South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 
9. South & Central America Location-Based Entertainment Market Analysis - By End Use 
9.1 Overview 
9.2 South & Central America Location-Based Entertainment Market, By End Use (2021 and 2028) 
9.3 Amusement Park 
9.3.1 Overview 
9.3.2 Amusement Park: South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$
Million) 
9.4 Arcade Studio 
9.4.1 Overview 
9.4.2 Arcade Studio: South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 
9.5 Film Studio 
9.5.1 Overview 
9.5.2 Film Studio: South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 
10. South & Central America Location-Based Entertainment Market - Country Analysis 
10.1 South & Central America Location-Based Entertainment Market 
10.1.1 South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 
10.1.2 South & Central America Location-Based Entertainment Market- by Key Country 
10.1.2.1 Brazil: South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 

Scotts International. EU Vat number: PL 6772247784
tel. 0048 603 394 346 e-mail: support@scotts-international.com
www.scotts-international.com

Page 3/7



10.1.2.1.1 Brazil: South & Central America Location-Based Entertainment Market- By Component 
10.1.2.1.2 Brazil: South & Central America Location-Based Entertainment Market- By Technology 
10.1.2.1.3 Brazil: South & Central America Location-Based Entertainment Market- By End Use 
10.1.2.2 Argentina: South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 
10.1.2.2.1 Argentina: South & Central America Location-Based Entertainment Market- By Component 
10.1.2.2.2 Argentina: South & Central America Location-Based Entertainment Market- By Technology 
10.1.2.2.3 Argentina: South & Central America Location-Based Entertainment Market- By End Use 
10.1.2.3 Rest of South & Central America Location-Based Entertainment Market - Revenue and Forecast to 2028 (US$ Million) 
10.1.2.3.1 Rest of South & Central America Location-Based Entertainment Market- By Component 
10.1.2.3.2 Rest of South & Central America Location-Based Entertainment Market- By Technology 
10.1.2.3.3 Rest of South & Central America Location-Based Entertainment Market- By End Use 
11. Industry Landscape 
11.1 Overview 
11.2 Business Planning and Strategy 
11.3 Merger and Acquisition 
11.4 Expansion & Collaboration 
11.5 Product News 
12. Company Profiles 
12.1 HQSoftware 
12.1.1 Key Facts 
12.1.2 Business Description 
12.1.3 Products and Services 
12.1.4 Financial Overview 
12.1.5 SWOT Analysis 
12.1.6 Key Developments 
12.2 IMAX CORPORATION 
12.2.1 Key Facts 
12.2.2 Business Description 
12.2.3 Products and Services 
12.2.4 Financial Overview 
12.2.5 SWOT Analysis 
12.2.6 Key Developments 
12.3 Neurogaming LTD 
12.3.1 Key Facts 
12.3.2 Business Description 
12.3.3 Products and Services 
12.3.4 Financial Overview 
12.3.5 SWOT Analysis 
12.3.6 Key Developments 
12.4 SpringboardVR 
12.4.1 Key Facts 
12.4.2 Business Description 
12.4.3 Products and Services 
12.4.4 Financial Overview 
12.4.5 SWOT Analysis 
12.4.6 Key Developments 
12.5 Samsung Electronics Co., Ltd. 

Scotts International. EU Vat number: PL 6772247784
tel. 0048 603 394 346 e-mail: support@scotts-international.com
www.scotts-international.com

Page 4/7



12.5.1 Key Facts 
12.5.2 Business Description 
12.5.3 Products and Services 
12.5.4 Financial Overview 
12.5.5 SWOT Analysis 
12.5.6 Key Developments 
12.6 Vicon Motion Systems Ltd 
12.6.1 Key Facts 
12.6.2 Business Description 
12.6.3 Products and Services 
12.6.4 Financial Overview 
12.6.5 SWOT Analysis 
12.6.6 Key Developments 
13. Appendix 
13.1 About The Insight Partners 
13.2 Word Index

Scotts International. EU Vat number: PL 6772247784
tel. 0048 603 394 346 e-mail: support@scotts-international.com
www.scotts-international.com

Page 5/7



South & Central America Location-based Entertainment Market Forecast to 2028 -
COVID-19 Impact and Regional Analysis - by Component (Hardware and Software),
Technology (2-Dimesnional and 3-Dimensional), and End-use (Amusement Parks,

Arcade Studios, and Film Studios) 

Market Report | 2022-12-19 | 95 pages | The Insight Partners

To place an Order with Scotts International:
	    - Print this form 
	    - Complete the relevant blank fields and sign
	    - Send as a scanned email to support@scotts-international.com

ORDER FORM: 

Select license License Price
Single User Price $3000.00
Site Price $4000.00
Enterprise Price $5000.00

VAT
Total

*Please circle the relevant license option. For any questions please contact support@scotts-international.com or 0048 603 394 346.
	** VAT will be added at 23% for Polish based companies, individuals and EU based companies who are unable to provide a valid EU Vat Numbers.

Email* Phone*

First Name* Last Name*

Job title*

Company Name* EU Vat / Tax ID / NIP number*

Address* City*

Zip Code* Country*

Scotts International. EU Vat number: PL 6772247784
tel. 0048 603 394 346 e-mail: support@scotts-international.com
www.scotts-international.com

Page 6/7



Date 2025-05-07

Signature

Scotts International. EU Vat number: PL 6772247784
tel. 0048 603 394 346 e-mail: support@scotts-international.com
www.scotts-international.com

Page 7/7


