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VR revenue will total almost $38B by 2020 — 20 times what it was in 2016

Worldwide Virtual Reality revenue $37.7B
by segment?!

$13.6B
$4.9B
$1.8B

$1.3B

Consumer software/services

$0.3B

Hardware
2016 2017 2018 2019 2020
SuperData Research VR Data Network, February 2017
Does not include advertising or sponsorship revenue, See definitions, slide 51 for additional details on revenue measurements
THE VIRTUAL COMSUMER | © 2017 SuperData Research. All rights reserved.

Total earnings will rise 168% from 2016 to
2017,

Supply constraints limited access to headsets like the
Oculus Rift in 2016, holding back both hardware and
software revenue, but these issues have largely been
resolved. Greater availability of both headsets and
compelling content will drive consumers to spend more
this year.

VR software revenue will reach $19.9B by
2020, surpassing hardware earnings for the
first time.

Hardware will earn more than software through 2019
due to the high upfront price of console and PC

hardware and limited monetization opportunities for
paid content.
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Facebook

> NOW OO

In 2014, Facebook bought Oculus,
the company that dreamed up the
Rift headset and (literally) kick-
started the VR revolution. Read
more

> NOW OO

The Taiwanese phone manufacturer
teamed up with game maker Valve
Software to launch a high-end
headset, the HTC Vive. Read more

Sony

P OCTOBER 2016 @

Unlike the Rift and the Vive, Sony’s
PlayStation VR is designed to work

not with a PC but its own game
console—which more than 36
million already own. Read more




> NOW OO

Google created Cardboard, its
cheap assemble-it-yourself viewer,
to bring virtual reality to the masses
via their smartphones. Read more

Samsung
> NnOW OO

The Gear VR straps a Galaxy

smartphone (new models only) to
your head to deliver games and
apps—all powered by Oculus
software. Read more

OSVR

P DEV KIT AVAILABLE @O

An open source platform for VR and
MR launched in 2015 and backed by
a consortium of companies like Intel
and gaming outfit Razer. Read more




Fove

P FALL 2016 @W

This startup proposes to use eye
tracking to sharpen what you focus
on and blur everything else, cutting
down on processing power.

Microsoft
P DEV KIT AVAILABLE CO

The company’s HoloLens is a
wireless, wearable, sensor-packed
computer that aggregates its data to
embed holograms in the user’s
environment. Read more

Meta

P DEV KIT, FALL 2016 QO

Initially funded via Kickstarter in
2013, the startup has created a visor
that projects virtual interactive
displays in the wearer’s field of
vision.
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Pokémon GO
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Unity 5.1 — 2015-06-09 FFEIHE%—AIVRIZEC

Unity 5.2 —2015-09-08 i/ INXPSVRAYSZ I

Unity 5.3 — 2015-12-08 ;{7 II—LEEAYVRIHEE
.  FAFEILIE&ESHead Tracking ( view matrix + FOV )

Unity 5.4 — 2016-07-28 {RZ#THYVRIDEE

+  [FERSHEFEHVRIRESR
 Single-Pass Stereo Rendering
« Graphics Jobs (Experimental)

Unity 5.6 — 2017-04-01

. [BE4EIEANndroid_EA9Google Daydream
« Gear VR Single-Pass Stereo Rendering
.« [BE4&3EGoogle Cardboard
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