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Market Outlook

According to the report by Expert Market Research (EMR), the global virtual reality gaming market attained a value of USD 27.25
billion in 2022. Aided by the increasing adoption of innovative technologies in gaming and the growing demand for immersive
gaming experiences, the market is projected to further grow at a CAGR of 29.5% between 2023 and 2028 to reach a value of USD
130.05 billion by 2028.

Virtual reality (VR) gaming refers to the use of computer technology to create a simulated environment that allows players to
interact with the game in a more immersive and realistic way. VR gaming devices, such as headsets and controllers, enable users
to experience the game world through a combination of visual, auditory, and haptic feedback. This provides a more engaging and
lifelike gaming experience compared to traditional gaming platforms. The increasing adoption of innovative technologies in
gaming is driving the growth of the virtual reality gaming market. Developers are continually exploring new ways to enhance the
gaming experience and attract a broader audience, leading to the integration of VR technology in various gaming genres. The
advancements in VR hardware and software, coupled with the increasing availability of VR gaming content, have made the
technology more accessible and appealing to gamers, thereby fuelling the virtual reality gaming market growth.

The growing demand for immersive gaming experiences is another key factor propelling the growth of the virtual reality gaming
market. Consumers are increasingly seeking out games that provide a high level of realism, interactivity, and engagement. As
eSports gain mainstream recognition, the demand for cutting-edge gaming experiences and technology has increased. Virtual
reality has the potential to elevate the competitive gaming landscape, offering unique gameplay experiences and fostering new
forms of spectatorship. The growing investments in the eSports industry and the increasing focus on virtual reality as a key
component of future gaming competitions are expected to drive the demand for VR gaming solutions.

The widespread availability of smartphones and the growing popularity of mobile gaming have contributed to the growth of the
virtual reality gaming market. Many VR gaming developers are now focusing on creating mobile-compatible VR games, making it
more convenient for users to experience virtual reality gaming on their smartphones. Companies in the gaming industry are
increasingly investing in the development of virtual reality gaming infrastructure, such as VR gaming arcades and VR gaming
lounges. These investments provide consumers with more opportunities to experience VR gaming, thereby driving the growth of



the virtual reality gaming market.
Market Segmentation?

The market can be divided on the basis of segment, device, age group, types of games, and region.
Market Bifurcation by Segment:
-[JSoftware

-[JHardware

Market Segmentation by Device:
-[JPersonal Computers

-0Gaming Consoles

-IMobile Devices

Market Bifurcation by Age Group:
-JAdults

-(Children

Market Division by Types of Games:
-JRacing

-JAdventure

-[Fighting

-JShooting

-OMystery Thriller

-JPuzzle

-[Science Fiction

-[JOthers

Market Segregation by Region:
-ONorth America

-(Europe

-JAsia Pacific

-[Latin America

-OMiddle East and Africa
Competitive Landscape?

The EMR report looks into the market shares, plant turnarounds, capacities, investments, and acquisitions and mergers, among
other major developments, of the global virtual reality gaming companies. Some of the major key players explored in the report
by Expert Market Research are as follows:???

-[JFove, Inc

-0JGoogle

-OHTC Corporation

-(JRazer Inc.

-0JSamsung Electronics Co., Ltd.
-JAdvanced Micro Devices, Inc
-[JOthers

About Us

Acquire unparalleled access to critical industry insights with our comprehensive market research reports, meticulously prepared
by a team of seasoned experts. These reports are designed to equip decision-makers with an in-depth understanding of prevailing
market trends, competitive landscapes, and growth opportunities.

Our high-quality, data-driven analyses provide the essential framework for organisations seeking to make informed and strategic



decisions in an increasingly complex and rapidly evolving business environment. By investing in our market research reports, you
can ensure your organisation remains agile, proactive, and poised for success in today's competitive market.

Don't miss the opportunity to elevate your business intelligence and fortify your strategic planning. Secure your organization's
future success by acquiring one of our Expert Market Research reports today.

*We at Expert Market Research always strive to give you the latest information. The numbers in the article are only indicative and
may be different from the actual report.?

Table of Contents:

1 Preface
2 Report Coverage - Key Segmentation and Scope
3 Report Description

3.1 Market Definition and Outlook
3.2 Properties and Applications
3.3 Market Analysis
3.4 Key Players
4 Key Assumptions
5 Executive Summary
5.1 Overview
5.2 Key Drivers
5.3 Key Developments
5.4 Competitive Structure
5.5 Key Industrial Trends

6 Snapshot
6.1 Global
6.2 Regional

7 Opportunities and Challenges in the Market
Global Virtual Reality Gaming Market Analysis
8.1 Key Industry Highlights
8.2 Global Virtual Reality Gaming Historical Market (2018-2022)
8.3 Global Virtual Reality Gaming Market Forecast (2023-2028)
8.4 Global Virtual Reality Gaming Market by Segment
8.4.1 Software
8.4.1.1 Market Share
8.4.1.2 Historical Trend (2018-2022)
8.4.1.3 Forecast Trend (2023-2028)
8.4.2 Hardware
8.4.2.1 Market Share
8.4.2.2 Historical Trend (2018-2022)
8.4.2.3 Forecast Trend (2023-2028)
8.5 Global Virtual Reality Gaming Market by Device
8.5.1 Personal Computers
8.5.1.1 Market Share
8.5.1.2 Historical Trend (2018-2022)
8.5.1.3 Forecast Trend (2023-2028)
8.5.2 Gaming Consoles
8.5.2.1 Market Share

o



8.5.2.2 Historical Trend (2018-2022)
8.5.2.3 Forecast Trend (2023-2028)
8.5.3 Mobile Devices
8.5.3.1 Market Share
8.5.3.2 Historical Trend (2018-2022)
8.5.3.3 Forecast Trend (2023-2028)
8.6 Global Virtual Reality Gaming Market by Age Group
8.6.1 Adults
8.6.1.1 Market Share
8.6.1.2 Historical Trend (2018-2022)
8.6.1.3 Forecast Trend (2023-2028)
8.6.2 Children
8.6.2.1 Market Share
8.6.2.2 Historical Trend (2018-2022)
8.6.2.3 Forecast Trend (2023-2028)
8.7 Global Virtual Reality Gaming Market by Types of Games
8.7.1 Racing
8.7.1.1 Market Share
8.7.1.2 Historical Trend (2018-2022)
8.7.1.3 Forecast Trend (2023-2028)
8.7.2 Adventure
8.7.2.1 Market Share
8.7.2.2 Historical Trend (2018-2022)
8.7.2.3 Forecast Trend (2023-2028)
8.7.3 Fighting
8.7.3.1 Market Share
8.7.3.2 Historical Trend (2018-2022)
8.7.3.3 Forecast Trend (2023-2028)
8.7.4 Shooting
8.7.4.1 Market Share
8.7.4.2 Historical Trend (2018-2022)
8.7.4.3 Forecast Trend (2023-2028)
8.7.5 Mystery Thriller
8.7.5.1 Market Share
8.7.5.2 Historical Trend (2018-2022)
8.7.5.3 Forecast Trend (2023-2028)
8.7.6 Puzzle
8.7.6.1 Market Share
8.7.6.2 Historical Trend (2018-2022)
8.7.6.3 Forecast Trend (2023-2028)
8.7.7 Science Fiction
8.7.7.1 Market Share
8.7.7.2 Historical Trend (2018-2022)
8.7.7.3 Forecast Trend (2023-2028)
8.7.8 Others
8.8 Global Virtual Reality Gaming Market by Region
8.8.1 North America



8.8.1.1 Market Share
8.8.1.2 Historical Trend (2018-2022)
8.8.1.3 Forecast Trend (2023-2028)
8.8.2 Europe
8.8.2.1 Market Share
8.8.2.2 Historical Trend (2018-2022)
8.8.2.3 Forecast Trend (2023-2028)
8.8.3 Asia Pacific
8.8.3.1 Market Share
8.8.3.2 Historical Trend (2018-2022)
8.8.3.3 Forecast Trend (2023-2028)
8.8.4 Latin America
8.8.4.1 Market Share
8.8.4.2 Historical Trend (2018-2022)
8.8.4.3 Forecast Trend (2023-2028)
8.8.5 Middle East and Africa
8.8.5.1 Market Share
8.8.5.2 Historical Trend (2018-2022)
8.8.5.3 Forecast Trend (2023-2028)
9 North America Virtual Reality Gaming Market Analysis
9.1 United States of America
9.1.1 Market Share
9.1.2 Historical Trend (2018-2022)
9.1.3 Forecast Trend (2023-2028)
9.2 Canada
9.2.1 Market Share
9.2.2 Historical Trend (2018-2022)
9.2.3 Forecast Trend (2023-2028)
10 Europe Virtual Reality Gaming Market Analysis
10.1 United Kingdom
10.1.1 Market Share
10.1.2 Historical Trend (2018-2022)
10.1.3 Forecast Trend (2023-2028)
10.2 Germany
10.2.1 Market Share
10.2.2 Historical Trend (2018-2022)
10.2.3 Forecast Trend (2023-2028)
10.3 France
10.3.1 Market Share
10.3.2 Historical Trend (2018-2022)
10.3.3 Forecast Trend (2023-2028)
10.4 ltaly
10.4.1 Market Share
10.4.2 Historical Trend (2018-2022)
10.4.3 Forecast Trend (2023-2028)
10.5 Others
11 Asia Pacific Virtual Reality Gaming Market Analysis



11.1 China

11.1.1 Market Share

11.1.2 Historical Trend (2018-2022)

11.1.3 Forecast Trend (2023-2028)
11.2 Japan

11.2.1 Market Share

11.2.2 Historical Trend (2018-2022)

11.2.3 Forecast Trend (2023-2028)
11.3 India

11.3.1 Market Share

11.3.2 Historical Trend (2018-2022)

11.3.3 Forecast Trend (2023-2028)
11.4 South Korea

11.4.1 Market Share

11.4.2 Historical Trend (2018-2022)

11.4.3 Forecast Trend (2023-2028)
11.5 Australia

11.5.1 Market Share

11.5.2 Historical Trend (2018-2022)

11.5.3 Forecast Trend (2023-2028)
11.6 Others

12 Latin America Virtual Reality Gaming Market Analysis

12.1 Brazil

12.1.1 Market Share

12.1.2 Historical Trend (2018-2022)

12.1.3 Forecast Trend (2023-2028)
12.2 Argentina

12.2.1 Market Share

12.2.2 Historical Trend (2018-2022)

12.2.3 Forecast Trend (2023-2028)
12.3 Mexico

12.3.1 Market Share

12.3.2 Historical Trend (2018-2022)

12.3.3 Forecast Trend (2023-2028)
12.4 Others

13 Middle East and Africa Virtual Reality Gaming Market Analysis

13.1 Saudi Arabia

13.1.1 Market Share

13.1.2 Historical Trend (2018-2022)

13.1.3 Forecast Trend (2023-2028)
13.2 United Arab Emirates

13.2.1 Market Share

13.2.2 Historical Trend (2018-2022)

13.2.3 Forecast Trend (2023-2028)
13.3 Turkey

13.3.1 Market Share

13.3.2 Historical Trend (2018-2022)



13.3.3 Forecast Trend (2023-2028)
13.4 lIran
13.4.1 Market Share
13.4.2 Historical Trend (2018-2022)
13.4.3 Forecast Trend (2023-2028)
13.5 Others
14 Market Dynamics
14.1 SWOT Analysis
14.1.1 Strengths
14.1.2 Weaknesses
14.1.3 Opportunities
14.1.4 Threats
14.2 Porter's Five Forces Analysis
14.2.1 Supplier's Power
14.2.2 Buyer's Power
14.2.3 Threat of New Entrants
14.2.4 Degree of Rivalry
14.2.5 Threat of Substitutes
14.3 Key Indicators for Demand
14.4 Key Indicators for Price
15 Value Chain Analysis
16 Competitive Landscape
16.1 Market Structure
16.2 Company Profiles
16.2.1 Fove, Inc
16.2.1.1 Company Overview
16.2.1.2 Product Portfolio
16.2.1.3 Demographic Reach and Achievements
16.2.1.4 Certifications
16.2.2 Google
16.2.2.1 Company Overview
16.2.2.2 Product Portfolio
16.2.2.3 Demographic Reach and Achievements
16.2.2.4 Certifications
16.2.3 HTC Corporation
16.2.3.1 Company Overview
16.2.3.2 Product Portfolio
16.2.3.3 Demographic Reach and Achievements
16.2.3.4 Certifications
16.2.4 RazerInc.
16.2.4.1 Company Overview
16.2.4.2 Product Portfolio
16.2.4.3 Demographic Reach and Achievements
16.2.4.4 Certifications
16.2.5 Samsung Electronics Co., Ltd.
16.2.5.1 Company Overview
16.2.5.2 Product Portfolio



16.2.5.3 Demographic Reach and Achievements
16.2.5.4 Certifications

16.2.6 Advanced Micro Devices, Inc
16.2.6.1 Company Overview
16.2.6.2 Product Portfolio
16.2.6.3 Demographic Reach and Achievements
16.2.6.4 Certifications

16.2.7 Others

17 Key Trends and Developments in the Market

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

Page 8/9



SCOTTS

INTERNATIONAL

Global Virtual Reality Gaming Market Report and Forecast 2023-2028
Market Report | 2023-04-04 | 127 pages | EMR Inc.

To place an Order with Scotts International:

0 - Print this form

0 -Complete the relevant blank fields and sign

0 -Send as a scanned email to support@scotts-international.com

ORDER FORM:

Select license License Price
Single User License $2799.00
Five User License $3999.00
Corporate License $4999.00
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* | |
Date [2025-06-19 |

Signature




