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SUBCATEGORY SNAPSHOT

Total e-sales o)

growth +442/0

@) Headset +64.8%  34.1% #4 Controller +48.2%  20.3%
Keyboard +38.3% 12.1% VR Headset +13.6%  11.5%
“ Mouse +39.1% 9.5% eee Other +19.5% 7.3%

MARKET SHARE BY BRAND

1 Logitech 16.5% 2 Oculus 11.3% 3 Razer 11% 4 Sony 6.7%

Previousmonth: 1 12.8% A Previous month: 4  8.8% A Previous month: 3 9% A Previous month: 2  10.5% v

5 SteelSeries 5.6% 6 HyperX 5.1% 7 Microsoft 3.8% 8 Astro 2.7%

Previous month: 6 4.8% A Previous month: 5  5.05% A Previous month: 7 4.4% V Previous month: 10 2.27% A

9 Cougar 2.3% 10 Other 2.2%

Previous month: 9 2.3% - Previous month: 8  2.4% V
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E-commerce retail sales for gaming accessories is up 44% in April compared to
March. Headsets are the most purchased accessory, with a dominating 34% of
category market share and retail sales up 65%. VR headsets sales increased by
14% in April, resulting in Oculus increasing market share by 3% and claiming the

2nd most market-leading brand - knocking Sony down to 4th position.
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