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Summary:

Considering the influence of COVID-19 on the global Augmented Reality and Virtual Reality (AR and
VR) market, this report analyzed the impact from both global and regional perspectives. From
production end to consumption end in regions such as North America, Europe, China, and Japan,
the report put emphasis on analysis of market under COVID-19 and corresponding response policy
in different regions.

This report also analyzes the strategies for different companies to deal with the impact of COVID-
19 in detail to seek a path to recovery.

Under COVID-19 Outbreak, how the Augmented Reality and Virtual Reality (AR and VR) Industry
will develop is also analyzed in detail in Chapter 1.8 of this report.

In chapter 6, the impact of COVID-19 on the different regions and SWOT analysis are pointed out.
In Chapters 8, this report the company's recent development and strategies to deal with the impact
of COVID-19.

Highlight-Key Points
Alphabet Inc. Hardware
EON Reality Inc. Software
Magic Leap Inc.
PTC Inc.
Wikitude GmbH
Qualcomm Incorporated

HTC Corporation

DAQRI LLC

Seiko Epson Corporation Consumer
Vuzix Corporation Commercial
Facebook Technologies LLC Enterprise

Himax Technologies Inc.
Samsung Electronics Co. Ltd.
Microsoft Corporation

Sony Corporation
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Highlights-Players

In the historical period (2017-2022), outstanding participants participated in rapid expansion
through strategic partnerships to penetrate the international market. The growing demand for
Augmented Reality and Virtual Reality (AR and VR) has led manufacturers to increase production
capacity. By reading this report, readers can understand the market competition situation of
Augmented Reality and Virtual Reality (AR and VR).

Tier 1:

[0 Tier 1 companies are large companies, multi-site, multinational companies that are most
likely to need a global expansion system. These companies have revenues of more than $1
billion and have more than 1,000 employees.

Tier 2:

[0 Tier 2 includes fast-growing startups and mid-sized organizations with revenues of up to $1
billion. They may be single-site or multi-site companies and have 300-600 employees.

Tier 3:
[0 Tier 3 is usually start-ups and small companies. They usually cater to customer needs from
specific vertical areas, such as manufacturing or retail. They have enhanced features for

their specific market segments, so they are often difficult to customize.

Source: Research Analysis, the above content is for reference only

Highlights-Types

The report combines the company's supply status and market demand status and carries out a
statistical analysis of the Revenue and growth rate of different types of products.

In this report, the products are divided into the following types:
Hardware, Software ...
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Highlights-Applications

The main downstream application areas of Augmented Reality and Virtual Reality (AR and VR)
include:
Consumer, Commercial ...
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Market Share by Application in 2021
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Highlights-Regions
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1 Augmented Reality and Virtual Reality (AR

and VR) Introduction and Market Overview

1.1 Objectives of the Study

In the increasingly competitive market situation, through analyzing of the history of the industry,
the process of evolution; industry business model, industry chain, Revenue chain; legal policies and
technological development; global and regional market capacity, market structure, market
segmentation, competitive situation, market trends and other detailed analysis, in-depth to
understand the stage and characteristics of the industry, identify the main factors that affect the
development of the industry, predict the future development trend of the industry, determine the
industry's investment Revenue, reveal industry investment risk, so as to give reference and
guidance to the industry participants, industry entrants, investment agencies, consulting agencies,

government and related institutions.

1.2 Overview of Augmented Reality and Virtual Reality
(AR and VR)

Figure Product Picture of Augmented Reality and Virtual Reality (AR and VR)

Source: Research Analysis

Table Product Specification of Augmented Reality and Virtual Reality (AR and VR)

Source: Research Analysis
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e
1.3 Augmented Reality and Virtual Reality (AR and VR)

Market Scope and Market Size Estimation

1.3.1 Market Concentration Ratio and Market Maturity Analysis

Figure Market Concentration Ratio and Market Maturity Analysis of Augmented

Reality and Virtual Reality (AR and VR)
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Source: Research Analysis
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1.3.2 Global Augmented Reality and Virtual Reality (AR and VR)

Revenue and Growth Rate from 2017-2027

Figure Global Augmented Reality and Virtual Reality (AR and VR) Revenue ($) and
Growth Rate from 2017-2027

XX XX%

XX%
XX XX%
XX%
X XX%
XX%
X XX%
XX%
X XX%
XX%
XX XX%

Source: Research Analysis

>

>

>

1.3.2.1 Explanation of Global Market Size Growth or Decline

1.4 Market Segmentation

1.4.1 Types of Augmented Reality and Virtual Reality (AR and

VR)

Table Different Types of Augmented Reality and Virtual Reality (AR and VR)

Types Description

Hardware

Software

Source: Research Analysis
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Table Global Augmented Reality and Virtual Reality (AR and VR) Market Size Growth
Rate by Type (2021-2027)

CAGR (2021-2027)

Hardware

Software

Total

Source: Research Analysis

Figure Global Augmented Reality and Virtual Reality (AR and VR) Revenue ($)
Segment by Type from 2017-2022

Source: Research Analysis
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Figure Global Augmented Reality and Virtual Reality (AR and VR) Market Share by
Types in 2021

Source: Research Analysis
1.4.1.1 Hardware Overview

Figure Augmented Reality and Virtual Reality (AR and VR) Hardware Picture

Source: Research Analysis
1.4.1.2 Software Overview

Figure Augmented Reality and Virtual Reality (AR and VR) Software Picture

Source: Research Analysis

1.4.13..

1.4.2 Applications of Augmented Reality and Virtual Reality (AR

and VR)

Table Different Applications of Augmented Reality and Virtual Reality (AR and VR)

Applications Description

Consumer

Commercial
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Source: Research Analysis

Table Global Augmented Reality and Virtual Reality (AR and VR) Market Size Growth
Rate by Applications (2021-2027)

By Application CAGR (2021-2027)

Consumer

Commercial

Total

Source: Research Analysis

Figure Global Augmented Reality and Virtual Reality (AR and VR) Revenue ($)
Segment by Applications from 2017-2022

Source: Research Analysis
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Figure Global Augmented Reality and Virtual Reality (AR and VR) Market Share by
Applications in 2021

—

Source: Research Analysis

1.4.2.1 Consumer of Augmented Reality and Virtual Reality (AR and VR)

Figure Consumer Picture

Source: Research Analysis

1.4.2.2 Commercial of Augmented Reality and Virtual Reality (AR and

VR)

Figure Commercial Picture

Source: Research Analysis

1.4.23..

1.4.3 Research Regions

Table Research Regions of Augmented Reality and Virtual Reality (AR and VR)

Regions Regional Status Regional Economic

North America

Europe
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China
Japan
Middle East and Africa
India

South America
Others

Source: Research Analysis

Table Global Augmented Reality and Virtual Reality (AR and VR) Market Size Growth
Rate by Region (2021-2027)

North America
Europe

China
Japan
Middle East and Africa

India

South America
Total

Source: Research Analysis

Figure Global Augmented Reality and Virtual Reality (AR and VR) Market Share by
Regions in 2021

Source: Research Analysis
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1.4.3.1 North America Augmented Reality and Virtual Reality (AR and

VR) Revenue and Growth Rate (2017-2022)

Figure North America Augmented Reality and Virtual Reality (AR and VR) Revenue
($) and Growth Rate (2017-2022)
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Source: Research Analysis
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1.4.3.2 Europe Augmented Reality and Virtual Reality (AR and VR)

Revenue and Growth Rate (2017-2022)

Figure Europe Augmented Reality and Virtual Reality (AR and VR) Revenue ($) and
Growth Rate (2017-2022)
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Source: Research Analysis
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1.4.3.3 China Augmented Reality and Virtual Reality (AR and VR)

Revenue and Growth Rate (2017-2022)

Figure China Augmented Reality and Virtual Reality (AR and VR) Revenue ($) and
Growth Rate (2017-2022)
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Source: Research Analysis
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1.4.3.4 Japan Augmented Reality and Virtual Reality (AR and VR)

Revenue and Growth Rate (2017-2022)

Figure Japan Augmented Reality and Virtual Reality (AR and VR) Revenue ($) and
Growth Rate (2017-2022)
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Source: Research Analysis
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1.4.3.5 Middle East and Africa Augmented Reality and Virtual Reality (AR

and VR) Revenue and Growth Rate (2017-2022)

Figure Middle East and Africa Augmented Reality and Virtual Reality (AR and VR)
Revenue ($) and Growth Rate (2017-2022)
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XX%
XX

xx%
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Source: Research Analysis
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1.4.3.6 India Augmented Reality and Virtual Reality (AR and VR) Revenue

and Growth Rate (2017-2022)

Figure India Augmented Reality and Virtual Reality (AR and VR) Revenue ($) and
Growth Rate (2017-2022)
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XX XX%
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Source: Research Analysis
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1.4.3.7 South America Augmented Reality and Virtual Reality (AR and

VR) Revenue and Growth Rate (2017-2022)

Figure South America Augmented Reality and Virtual Reality (AR and VR) Revenue
(S) and Growth Rate (2017-2022)
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Source: Research Analysis
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1.4.3.8 South Korea Augmented Reality and Virtual Reality (AR and VR)

Revenue and Growth Rate (2017-2022)

Figure South Korea Augmented Reality and Virtual Reality (AR and VR) Revenue ($)
and Growth Rate (2017-2022)
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Source: Research Analysis
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1.4.3.9 Southeast Asia Augmented Reality and Virtual Reality (AR and

VR) Revenue and Growth Rate (2017-2022)

Figure Southeast Asia Augmented Reality and Virtual Reality (AR and VR) Revenue
(S) and Growth Rate (2017-2022)
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Source: Research Analysis

1.5 Industry News and Policies by Regions

1.5.1 Industry News

Table Industry News

Source: Research Analysis
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1.5.2 Industry Policies

Table Industry Policies

Source: Research Analysis

1.6 Mergers & Acquisitions, Expansion Plans

Table Mergers & Acquisitions, Expansion Plans

Source: Research Analysis
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1.7 Augmented Reality and Virtual Reality (AR and VR)
Industry Development Trends under COVID-19 Outbreak

1.7.1 Global COVID-19 Status Overview

1.7.2 Influence of COVID-19 Outbreak on Augmented Reality

and Virtual Reality (AR and VR) Industry Development

Table Influence of COVID-19 Outbreak on Augmented Reality and Virtual Reality (AR
and VR) Industry Development

Source: Research Analysis

1.8 XR Technology Status and Trends

1.9 XR Technology Challenges and Opportunities
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2 Industry Chain Analysis

2.1 Major Players of Augmented Reality and Virtual
Reality (AR and VR)

2.1.1 Major Players Business Distribution Regions of

Augmented Reality and Virtual Reality (AR and VR) in 2021

Table Major Players Business Distribution Regions of Augmented Reality and Virtual

Reality (AR and VR) in 2021

Alphabet Inc.

EON Reality Inc.

Magic Leap Inc.

PTC Inc.

Wikitude GmbH
Qualcomm Incorporated
HTC Corporation

DAQRI LLC

Seiko Epson Corporation
Vuzix Corporation

Source: Research Analysis

2.2 Augmented Reality and Virtual Reality (AR and VR)

Business Cost Structure Analysis

2.2.1 Business Cost Structure of Augmented Reality and Virtual

Reality (AR and VR)

Figure Business Cost Structure of Augmented Reality and Virtual Reality (AR and VR)

Source: Research Analysis
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2.2.2 Labor Cost of Augmented Reality and Virtual Reality (AR

and VR)

2.3 Market Channel Analysis of Augmented Reality and
Virtual Reality (AR and VR)

Figure Channel Status of Augmented Reality and Virtual Reality (AR and VR)

Source: Research Analysis

Table Major Distributors of Augmented Reality and Virtual Reality (AR and VR) with
Contact Information

Distributors Contact Information Regions

Source: Research Analysis

2.4 Major Down Stream Customers by Application

Major Down Stream Customers of Augmented Reality and Virtual Reality (AR and VR)

from Consumer

Source: Research Analysis

21



Global Augmented Reality and Virtual Reality (AR
and VR) Market Research Report 2022 - Impact of
COVID-19 on the Market

I
Major Down Stream Customers of Augmented Reality and Virtual Reality (AR and VR)

from Commercial

Source: Research Analysis
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3 Global Augmented Reality and Virtual
Reality (AR and VR) Market, by Type

3.1 Global Augmented Reality and Virtual Reality (AR
and VR) Revenue and Market Share by Type (2017-2022)

Table Global Augmented Reality and Virtual Reality (AR and VR) Revenue ($) by Type
(2017-2022)

2017 2018 2019 2020 2021 2022
Hardware

Software

Total

Source: Research Analysis

Table Global Augmented Reality and Virtual Reality (AR and VR) Revenue Share by
Type (2017-2022)

2017 2018 2019 2020 2021 2022
Hardware

Software

Total

Source: Research Analysis
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Figure Global Augmented Reality and Virtual Reality (AR and VR) Revenue ($) Share
by Type (2017-2022)
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Source: Research Analysis
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3.2 Global Augmented Reality and Virtual Reality (AR

and VR) Revenue and Growth Rate by Type (2017-2022)

3.2.1 Global Augmented Reality and Virtual Reality (AR and VR)

Revenue and Growth Rate of Hardware

Figure Global Augmented Reality and Virtual Reality (AR and VR) Revenue ($) and

Growth Rate of Hardware
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Source: Research Analysis
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3.2.2 Global Augmented Reality and Virtual Reality (AR and VR)

Revenue and Growth Rate of Software

Figure Global Augmented Reality and Virtual Reality (AR and VR) Revenue ($) and

Growth Rate of Software

XX xX%
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xX%
XX
XX%
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XX XX%

Source: Research Analysis

3.23..
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4 Augmented Reality and Virtual Reality (AR
and VR) Market, by Application

4.1 Downstream Market Overview

Figure Downstream Market Status and Forecast

Source: Research Analysis

4.2 Global Augmented Reality and Virtual Reality (AR
and VR) Consumption Revenue and Market Share by

Application (2017-2022)

Table Global Augmented Reality and Virtual Reality (AR and VR) Consumption
Revenue by Application (2017-2022)

2017 2018 2019 2020 2021 2022

Consumer
Commercial

Total
Source: Research Analysis

Table Global Augmented Reality and Virtual Reality (AR and VR) Consumption
Revenue Market Share by Application (2017-2022)

2017 2018 2019 2020 2021 2022

Consumer
Commercial

Total
Source: Research Analysis
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Figure Global Augmented Reality and Virtual Reality (AR and VR) Consumption
Revenue Market Share by Application (2017-2022)
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Source: Research Analysis
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4.3 Global Augmented Reality and Virtual Reality (AR

and VR) Consumption and Growth Rate by Application
(2017-2022)

4.3.1 Global Augmented Reality and Virtual Reality (AR and VR)

Revenue and Growth Rate of Consumer (2017-2022)

Figure Global Augmented Reality and Virtual Reality (AR and VR) Revenue and
Growth Rate of Consumer (2017-2022)
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Source: Research Analysis
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4.3.2 Global Augmented Reality and Virtual Reality (AR and VR)

Revenue and Growth Rate of Commercial (2017-2022)

Figure Global Augmented Reality and Virtual Reality (AR and VR) Revenue and
Growth Rate of Commercial (2017-2022)
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Source: Research Analysis

4.3.3 ..
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5 Global Augmented Reality and Virtual
Reality (AR and VR) Market Size by Region
(2017-2022)

5.1 Global Augmented Reality and Virtual Reality (AR
and VR) Revenue and Market Share by Region (2017-
2022)

Table Global Augmented Reality and Virtual Reality (AR and VR) Revenue ($) by
Region (2017-2022)

2022

North America
Europe

China

Japan

Middle East and Africa
India

South America
South Korea
Southeast Asia
Others

Total

Source: Research Analysis

Table Global Augmented Reality and Virtual Reality (AR and VR) Revenue Market
Share by Region (2017-2022)

2017 2018 2019 2020 2021 2022

North America
Europe

China

Japan

Middle East and Africa
India

South America
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South Korea

Southeast Asia

Others

Total

Source: Research Analysis

Figure Global Augmented Reality and Virtual Reality (AR and VR) Revenue Market
Share by Region (2017-2022)
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Source: Research Analysis

5.2 Global Augmented Reality and Virtual Reality (AR
and VR) Revenue, Gross and Gross Margin (2017-2022)

Table Global Augmented Reality and Virtual Reality (AR and VR) Revenue, Gross and
Gross Margin (2017-2022)

2017 2018 2019 2020 2021 2022

Revenue
Gross

Gross Margin

Source: Research Analysis
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5.3 North America Augmented Reality and Virtual
Reality (AR and VR) Revenue, Gross and Gross Margin
(2017-2022)

Table North America Augmented Reality and Virtual Reality (AR and VR) Revenue,
Gross and Gross Margin (2017-2022)
2017 2018 2019 2020 2021 2022
Revenue

Gross

Gross Margin

Source: Research Analysis
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5.3.1 North America Augmented Reality and Virtual Reality (AR

and VR) Market Under COVID-19

5.3.2 North America Augmented Reality and Virtual Reality (AR

and VR) SWOT Analysis

Table North America Augmented Reality and Virtual Reality (AR and VR) SWOT

Analysis

Source: Research Analysis
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5.3.3 North America Market Size and Growth Rate (2017-2022)

Figure North America Market Revenue and Growth Rate (2017-2022)
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Source: Research Analysis

5.4 Europe Augmented Reality and Virtual Reality (AR
and VR) Revenue, Gross and Gross Margin (2017-2022)

Table Europe Augmented Reality and Virtual Reality (AR and VR) Revenue, Gross and
Gross Margin (2017-2022)

2017 2018 2019 2020 2021 2022

Revenue
Gross

Gross Margin

Source: Research Analysis
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5.4.1 Europe Augmented Reality and Virtual Reality (AR and VR)

Market Under COVID-19

5.4.2 Europe Augmented Reality and Virtual Reality (AR and VR)

SWOT Analysis

Table Europe Augmented Reality and Virtual Reality (AR and VR) SWOT Analysis

Source: Research Analysis
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5.4.3 Europe Market Size and Growth Rate (2017-2022)

Figure Europe Market Revenue and Growth Rate (2017-2022)
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Source: Research Analysis

5.5 China Augmented Reality and Virtual Reality (AR and
VR) Revenue, Gross and Gross Margin (2017-2022)

Table China Augmented Reality and Virtual Reality (AR and VR) Revenue, Gross and
Gross Margin (2017-2022)

2017 2018 2019 2020 2021 2022

Revenue
Gross

Gross Margin

Source: Research Analysis
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5.5.1 China Augmented Reality and Virtual Reality (AR and VR)

Market Under COVID-19

5.5.2 China Augmented Reality and Virtual Reality (AR and VR)

SWOT Analysis

Table China Augmented Reality and Virtual Reality (AR and VR) SWOT Analysis

Source: Research Analysis
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5.5.3 China Market Size and Growth Rate (2017-2022)

Figure China Market Revenue and Growth Rate (2017-2022)
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Source: Research Analysis

5.6 Japan Augmented Reality and Virtual Reality (AR and
VR) Revenue, Gross and Gross Margin (2017-2022)

Table Japan Augmented Reality and Virtual Reality (AR and VR) Revenue, Gross and
Gross Margin (2017-2022)

2017 2018 2019 2020 2021 2022

Revenue
Gross

Gross Margin

Source: Research Analysis
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5.6.1 Japan Augmented Reality and Virtual Reality (AR and VR)

Market Under COVID-19

5.6.2 Japan Augmented Reality and Virtual Reality (AR and VR)

SWOT Analysis

Table Japan Augmented Reality and Virtual Reality (AR and VR) SWOT Analysis

Source: Research Analysis
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5.6.3 Japan Market Size and Growth Rate (2017-2022)

Figure Japan Market Revenue and Growth Rate (2017-2022)
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Source: Research Analysis

5.7 Middle East and Africa Augmented Reality and
Virtual Reality (AR and VR) Revenue, Gross and Gross
Margin (2017-2022)

Table Middle East and Africa Augmented Reality and Virtual Reality (AR and VR)
Revenue, Gross and Gross Margin (2017-2022)

2017 2018 2019 2020 2021 2022

Revenue
Gross

Gross Margin

Source: Research Analysis
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5.7.1 Middle East and Africa Augmented Reality and Virtual

Reality (AR and VR) Market Under COVID-19

5.7.2 Middle East and Africa Augmented Reality and Virtual

Reality (AR and VR) SWOT Analysis

Table Middle East and Africa Augmented Reality and Virtual Reality (AR and VR)
SWOT Analysis

Source: Research Analysis
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5.7.3 Middle East and Africa Market Size and Growth Rate

(2017-2022)

Figure Middle East and Africa Market Revenue and Growth Rate (2017-2022)
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Source: Research Analysis

5.8 India Augmented Reality and Virtual Reality (AR and
VR) Revenue, Gross and Gross Margin (2017-2022)

Table India Augmented Reality and Virtual Reality (AR and VR) Revenue, Gross and
Gross Margin (2017-2022)

2017 2018 2019 2020 2021 2022

Revenue
Gross

Gross Margin

Source: Research Analysis
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5.8.1 India Augmented Reality and Virtual Reality (AR and VR)

Market Under COVID-19

5.8.2 India Augmented Reality and Virtual Reality (AR and VR)

SWOT Analysis

Table India Augmented Reality and Virtual Reality (AR and VR) SWOT Analysis

Source: Research Analysis
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5.8.3 India Market Size and Growth Rate (2017-2022)

Figure India Market Revenue and Growth Rate (2017-2022)
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Source: Research Analysis

5.9 South America Augmented Reality and Virtual
Reality (AR and VR) Revenue, Gross and Gross Margin
(2017-2022)

Table South America Augmented Reality and Virtual Reality (AR and VR) Revenue,
Gross and Gross Margin (2017-2022)

2017 2018 2019 2020 2021 2022

Revenue
Gross

Gross Margin

Source: Research Analysis
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5.9.1 South America Augmented Reality and Virtual Reality (AR

and VR) Market Under COVID-19

5.9.2 South America Augmented Reality and Virtual Reality (AR

and VR) SWOT Analysis

Table South America Augmented Reality and Virtual Reality (AR and VR) SWOT

Analysis

Source: Research Analysis
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5.9.3 South America Market Size and Growth Rate (2017-2022)

Figure South America Market Revenue and Growth Rate (2017-2022)
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Source: Research Analysis

5.10 South Korea Augmented Reality and Virtual Reality
(AR and VR) Revenue, Gross and Gross Margin (2017-
2022)

Table South Korea Augmented Reality and Virtual Reality (AR and VR) Revenue,
Gross and Gross Margin (2017-2022)

2017 2018 2019 2020 2021 2022

Revenue
Gross

Gross Margin

Source: Research Analysis

5.10.1 South Korea Augmented Reality and Virtual Reality (AR
and VR) Market Under COVID-19
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5.10.2 South Korea Augmented Reality and Virtual Reality (AR
and VR) SWOT Analysis

Table South Korea Augmented Reality and Virtual Reality (AR and VR) SWOT Analysis

Source: Research Analysis
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5.10.3 South Korea Market Size and Growth Rate (2017-2022)

Figure South Korea Market Revenue and Growth Rate (2017-2022)
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Source: Research Analysis

5.11 Southeast Asia Augmented Reality and Virtual
Reality (AR and VR) Revenue, Gross and Gross Margin
(2017-2022)

Table Southeast Asia Augmented Reality and Virtual Reality (AR and VR) Revenue,
Gross and Gross Margin (2017-2022)

2017 2018 2019 2020 2021 2022

Revenue
Gross

Gross Margin

Source: Research Analysis

5.11.1 Southeast Asia Augmented Reality and Virtual Reality

(AR and VR) Market Under COVID-19
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5.11.2 Southeast Asia Augmented Reality and Virtual Reality

(AR and VR) SWOT Analysis

Table Southeast Asia Augmented Reality and Virtual Reality (AR and VR) SWOT

Analysis

Source: Research Analysis
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5.11.3 Southeast Asia Market Size and Growth Rate (2017-2022)

Figure Southeast Asia Market Revenue and Growth Rate (2017-2022)
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Source: Research Analysis
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6 Competitive Landscape

6.1 Competitive Profile

Figure Competitive Landscape of Augmented Reality and Virtual Reality (AR and VR)
in 2017

Source: Research Analysis

Figure Competitive Landscape of Augmented Reality and Virtual Reality (AR and VR)
in 2021

Source: Research Analysis

Figure Top 3 Market Share of Augmented Reality and Virtual Reality (AR and VR)

Companies

= Top3 = Others

Source: Research Analysis
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Figure Top 6 Market Share of Augmented Reality and Virtual Reality (AR and VR)

Companies

@

= Top 6 = Others

Source: Research Analysis

Table Major Players Revenue ($) Share (2017-2022)

2017 2018 2019 2020 2021 2022
Alphabet Inc.
EON Reality Inc.
Magic Leap Inc.
PTC Inc.
Wikitude GmbH
Qualcomm Incorporated
HTC Corporation
DAQRI LLC

Seiko Epson Corporation

Total

Source: Research Analysis
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6.2 Alphabet Inc.

6.2.1 Company Profiles

Table Company Profiles

Item Profile

Company Name

Website

Established Time

Business Distribution Region

Business Overview

Contact Information

Source: Research Analysis

6.2.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis

6.2.3 Alphabet Inc. Revenue, Gross and Gross Margin 2017-
2022

Table Alphabet Inc. Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021

Revenue
Gross

Gross Margin
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Source: Research Analysis

Figure Alphabet Inc. Revenue ($) Market Share 2017-2022
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Source: Research Analysis

6.2.4 Company Recent Development

6.2.5 Strategies for Company to Deal with the Impact of COVID-
19

6.3 EON Reality Inc.

6.3.1 Company Profiles

Table Company Profiles

Item Profile

Company Name

Website

Established Time

Business Distribution Region

Business Overview

Contact Information
Source: Research Analysis
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6.3.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis

6.3.3 EON Reality Inc. Revenue, Gross and Gross Margin 2017-
2022

Table EON Reality Inc. Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021

Revenue
Gross

Gross Margin

Source: Research Analysis
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I
Figure EON Reality Inc. Revenue ($) Market Share 2017-2022
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Source: Research Analysis

6.3.4 Company Recent Development

6.3.5 Strategies for Company to Deal with the Impact of COVID-
19

6.4 Magic Leap Inc.

6.4.1 Company Profiles

Table Company Profiles

Item Profile

Company Name

Website

Established Time

Business Distribution Region

Business Overview

Contact Information
Source: Research Analysis
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6.4.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis

6.4.3 Magic Leap Inc. Revenue, Gross and Gross Margin 2017-
2022

Table Magic Leap Inc. Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021

Revenue
Gross

Gross Margin

Source: Research Analysis
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I
Figure Magic Leap Inc. Revenue ($) Market Share 2017-2022
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Source: Research Analysis

6.4.4 Company Recent Development

6.4.5 Strategies for Company to Deal with the Impact of COVID-
19

6.5 PTC Inc.

6.5.1 Company Profiles

Table Company Profiles

Item Profile

Company Name

Website

Established Time

Business Distribution Region

Business Overview

Contact Information
Source: Research Analysis
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6.5.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis

6.5.3 PTC Inc. Revenue, Gross and Gross Margin 2017-2022

Table PTC Inc. Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021
Revenue
Gross

Gross Margin

Source: Research Analysis

Figure PTC Inc. Revenue ($) Market Share 2017-2022
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Source: Research Analysis

6.5.4 Company Recent Development

6.5.5 Strategies for Company to Deal with the Impact of COVID-
19

6.6 Wikitude GmbH

6.6.1 Company Profiles

Table Company Profiles

Item Profile

Company Name

Website

Established Time

Business Distribution Region

Business Overview

Contact Information
Source: Research Analysis

6.6.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis
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6.6.3 Wikitude GmbH Revenue, Gross and Gross Margin 2017-

2022

Table Wikitude GmbH Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021
Revenue
Gross

Gross Margin

Source: Research Analysis

Figure Wikitude GmbH Revenue ($) Market Share 2017-2022
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Source: Research Analysis
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6.6.4 Company Recent Development

6.6.5 Strategies for Company to Deal with the Impact of COVID-

19
6.7 Qualcomm Incorporated

6.7.1 Company Profiles

Table Company Profiles

Item Profile

Company Name

Website

Established Time

Business Distribution Region

Business Overview

Contact Information

Source: Research Analysis

6.7.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis
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6.7.3 Qualcomm Incorporated Revenue ($), Gross and Gross

Margin 2017-2022

Table Qualcomm Incorporated Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021
Revenue
Gross

Gross Margin

Source: Research Analysis

Figure Qualcomm Incorporated Revenue ($) Market Share 2017-2022
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Source: Research Analysis
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6.7.4 Company Recent Development

6.7.5 Strategies for Company to Deal with the Impact of COVID-

19
6.8 HTC Corporation

6.8.1 Company Profiles

Table Company Profiles

Item Profile

Company Name

Website

Established Time

Business Distribution Region

Business Overview

Contact Information

Source: Research Analysis

6.8.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis
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6.8.3 HTC Corporation Revenue, Gross and Gross Margin 2017-

2022

Table HTC Corporation Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021
Revenue
Gross

Gross Margin

Source: Research Analysis

Figure HTC Corporation Revenue ($) Market Share 2017-2022
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Source: Research Analysis

66



Global Augmented Reality and Virtual Reality (AR
and VR) Market Research Report 2022 - Impact of
COVID-19 on the Market

6.8.4 Company Recent Development

6.8.5 Strategies for Company to Deal with the Impact of COVID-

19
6.9 DAQRI LLC

6.9.1 Company Profiles

Table Company Profiles

Item Profile

Company Name

Website

Established Time

Business Distribution Region

Business Overview

Contact Information

Source: Research Analysis

6.9.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis
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6.9.3 DAQRI LLC Revenue, Gross and Gross Margin 2017-2022

Table DAQRI LLC Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021

Revenue
Gross

Gross Margin

Source: Research Analysis

Figure DAQRI LLC Revenue ($) Market Share 2017-2022
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Source: Research Analysis

6.9.4 Company Recent Development

6.9.5 Strategies for Company to Deal with the Impact of COVID-

19
6.10 Seiko Epson Corporation

6.10.1 Company Profiles

Table Company Profiles

Item Profile
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Company Name

Website

Established Time

Business Distribution Region
Business Overview

Contact Information

Source: Research Analysis

6.10.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis

6.10.3 Seiko Epson Corporation Revenue, Gross and Gross

Margin 2017-2022

Table Seiko Epson Corporation Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021

Revenue
Gross

Gross Margin

Source: Research Analysis
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I
Figure Seiko Epson Corporation Revenue ($) Market Share 2017-2022
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Source: Research Analysis

6.10.4 Company Recent Development

6.10.5 Strategies for Company to Deal with the Impact of

COVID-19
6.11 Vuzix Corporation

6.11.1 Company Profiles

Table Company Profiles

Item Profile

Company Name

Website

Established Time

Business Distribution Region

Business Overview

Contact Information
Source: Research Analysis
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6.11.2 Augmented Reality and Virtual Reality (AR and VR)

Service Introduction

Table Service Introduction

Service Description

Product 1
Product 2

Product 3

Source: Research Analysis

6.11.3 Vuzix Corporation Revenue, Gross and Gross Margin

2017-2022

Table Vuzix Corporation Revenue ($), Gross and Gross Margin 2017-2022

2018 2019 2020 2021

Revenue
Gross

Gross Margin

Source: Research Analysis
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Figure Vuzix Corporation Revenue ($) Market Share 2017-2022
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Source: Research Analysis

6.11.4 Company Recent Development

6.11.5 Strategies for Company to Deal with the Impact of

COVID-19

6.12 ...
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7 Global Augmented Reality and Virtual
Reality (AR and VR) Market Analysis and
Forecast by Type and Application

7.1 Global Augmented Reality and Virtual Reality (AR
and VR) Market Revenue Forecast, by Type (2022-2027)

Table Global Augmented Reality and Virtual Reality (AR and VR) Market Revenue ($)

Forecast, by Type

2023 2024 2025 2026
Hardware

Software

Total

Source: Research Analysis

7.1.1 Hardware Market Revenue Forecast (2022-2027)

Figure Global Augmented Reality and Virtual Reality (AR and VR) Market Revenue ($)
and Growth Rate Forecast of Hardware (2022-2027)
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Source: Research Analysis

7.1.2 Software Market Revenue Forecast (2022-2027)

Figure Global Augmented Reality and Virtual Reality (AR and VR) Market Revenue ($)
and Growth Rate Forecast of Software (2022-2027)
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Source: Research Analysis

7.2 Global Augmented Reality and Virtual Reality (AR
and VR) Market Revenue Forecast, by Application (2022-
2027)

Table Global Market Revenue ($) Forecast by Application (2022-2027)

2022 2023 2024 2025 2026

Consumer
Commercial

Total
Source: Research Analysis
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7.2.1 Consumer Market Revenue Forecast (2022-2027)

Figure Market Revenue ($) and Growth Rate Forecast of Consumer (2022-2027)
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Source: Research Analysis

7.2.2 Commercial Market Revenue Forecast (2022-2027)

Figure Market Revenue ($) and Growth Rate Forecast of Commercial (2022-2027)
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Source: Research Analysis
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8 Augmented Reality and Virtual Reality (AR

and VR) Market Size Forecast by Region

8.1 North America Market Size Forecast (2022-2027)

Figure North America Market Revenue and Growth Rate Forecast (2022-2027)
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Source: Research Analysis
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8.2 Europe Market Size Forecast (2022-2027)

Figure Europe Market Revenue and Growth Rate Forecast (2022-2027)
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Source: Research Analysis

8.3 China Market Size Forecast (2022-2027)

Figure China Market Revenue and Growth Rate Forecast (2022-2027)
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Source: Research Analysis

77



Global Augmented Reality and Virtual Reality (AR
and VR) Market Research Report 2022 - Impact of
COVID-19 on the Market

-
8.4 Japan Market Size Forecast (2022-2027)

Figure Japan Market Revenue and Growth Rate Forecast (2022-2027)
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Source: Research Analysis

8.5 Middle East and Africa Market Size Forecast (2022-
2027)

Figure Middle East and Africa Market Revenue and Growth Rate Forecast (2022-2027)
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Source: Research Analysis
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8.6 India Market Size Forecast (2022-2027)

Figure India Market Revenue and Growth Rate Forecast (2022-2027)
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Source: Research Analysis

8.7 South America Market Size Forecast (2022-2027)

Figure South America Market Revenue and Growth Rate Forecast (2022-2027)
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Source: Research Analysis
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8.8 South Korea Market Size Forecast (2022-2027)

Figure South Korea Market Revenue and Growth Rate Forecast (2022-2027)
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Source: Research Analysis

8.9 Southeast Asia Market Size Forecast (2022-2027)

Figure Southeast Asia Market Revenue and Growth Rate Forecast (2022-2027)
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Source: Research Analysis
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8.10 Explanation of Market Size Trends by Region

8.11 Augmented Reality and Virtual Reality (AR and VR)
Market Trends Analysis
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9 New Project Feasibility Analysis

9.1 Industry Barriers and New Entrants SWOT Analysis

Figure Industry Resource/Technology/Labor Importance Analysis

Source: Research Analysis

Table New Entrants SWOT Analysis

Source: Research Analysis

9.2 Analysis and Suggestions on New Project Investment

Table New Project Analysis of Investment Recovery

Source: Research Analysis
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10 Expert Interview Record
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11 Research Finding and Conclusion

84



Global Augmented Reality and Virtual Reality (AR
and VR) Market Research Report 2022 - Impact of
COVID-19 on the Market

12 Appendix

12.1 Methodology

Qualitative Analysis Quantitative Analysis

Industry Status and Trends Market size (Revenue, sales/output, historical data and
forecast (2017-2027)

Providers/Company profiles, Sales/output/capacity, revenue, price, gross margin,
manufacturing base distribution, sales market share, for top players, from 2017 to 2022. Through
areas, product introduction, main interviewing each provider, distributors, traders, dealers
business, market position and their and buyers etc.

competitors.

Product Development, Technology, Cost structure, proportion, price trend, gross margin and
Price, Cost, Manufacturing Process and trend, status and trend, 2017 to 2027

Trends

Market segment by regions, types, Market size by types, regions, applications, from 2017 to

applications and forecast 2027.

Market opportunities, potential, Market forecast based on the potential demand from
government policies and influence downstream clients/buyers, government, influence
factors. factors and the total economic indication, maybe occur in

following years.

12.2 Research Data Source

12.2.1 Secondary Data

Secondary sources include annual reports, press releases, and investor presentations of companies;
Journal of Science, official statistical yearbook, National Customs, Industry Association;

Secondary research has mainly been applied to obtain key information about the industry’s supply
chain, the market downstream buyers, technical dynamics development trends, the major vendors
of this market, and market classification & segmentation according to the industry trends, regional
markets, and key developments from a market and business-oriented perspective.

Key Data from Secondary

[tems Source
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Industry Association
Magazines
Market Size (Revenue & Volume) Journals
Press Releases
Statistical Yearbook
 omcwom |
Paid Databases
Data Center
Revenue of Companies Annual Reports
Hoover
Public Databases
Qualitative Analysis Company Annual Reports
Press Releases
Industry Associations

12.2.2 Primary Data

In the primary research process, various sources from both the production and consumption sides
were interviewed to obtain qualitative and quantitative information for this report. The primary
sources from the production side include major product providers (and their competitors), industry
specialist, industry association, research institutions, distributors, dealer and traders, as well as the
raw materials suppliers and producers etc. The primary sources from the consumption side include
industry experts such as business leaders, marketing and sales directors, technology and
innovation directors, supply chain executive, Application (product buyers), and related key
executives from various key companies and organizations operating in the global market. Primary
research was conducted to identify segmentation types, product price range, product applications,
key players, raw materials supply and the downstream consumption, industry status and outlook,
and key market dynamics such as risks, influence factors, opportunities, market barriers, industry
trends, and key player strategies.

Key Data from Primary

Market Segmented by Total Market Size and Regional Major Regions: North America,
Regions Market Status Europe, Asia-Pacific, Middle
Growth Rate Forecast from East and Africa, South America,
2022-2027 etc. Market Status and Forecast
Submarket by Types Historical (2017-2022) and Consumption, Revenue and
Forecast (2022-2027) Data Growth Rate of Different
Downstream Applications
Submarket by Historical (2017-2022) and Company Annual Reports
Applications Forecast (2022-2027) Data Press Releases

Industry Associations
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12.2.3 Market Size Estimation

The top-down and bottom-up methods have been applied to estimate and forecast the market size

in each region, different types and applications. The major vendors in the market have been
identified through secondary research and their market shares in the respective regions were

determined through primary and secondary researches.

Major players in the market are identified through secondary research and their market revenues
determined through primary and secondary research. Secondary research included the research
of the annual and financial reports of the top providers; whereas, primary research included
extensive interviews of key opinion leaders and industry experts such as experienced front-line
staff, directors, CEOs and marketing executives. The percentage splits, market shares, growth rate
and breakdowns of the product markets are determined through using secondary sources and

verified through the primary sources.

All percentage shares, splits, and breakdowns have been determined using secondary sources and
verified through primary sources. All possible parameters that affect the markets covered in this
research study have been accounted for, viewed in extensive detail, verified through primary

research, and analyzed to get the final quantitative and qualitative data.
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