
WHAT IS 

XR?
Extended reality or XR, a relatively 
new development in most circles, is 
an emerging umbrella term given to 
all computer-generated environments 
that either merge the physical and 
virtual worlds or create an entirely 
immersive experience for the user

Top industry use-cases for business XR and consumer XR
Percentage of XR product company stakeholders who believe the following will be impacted by XR technologies

Business
Medical 71%

Manufacturing 47%

Military 46%

Industrial 35%

Tourism 28%

Retail 23%

Transportation 20%

Other 4%

Consumer
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Transportation 17%

Other 2%

76%Gaming

60%Movies and television

36%Medical

34%Retail

30%Tourism

24%Ecommerce

A version of augmented reality, 
sometimes known as hybrid reality, that 
merges the real and virtual worlds and 
allows them to interact with  
each other in real time

Mixed reality
 26% Immersive headset experience 

presenting a computer-simulated, 
360-degree-view reality in a 
virtual world 

Virtual reality
 38%

Computer-generated graphics 
overlaid on the physical world, 
typically used with mobiles and 
tablets through the camera

Augmented reality
 36%

When XR is expected to become mainstream
Percentage of XR product company stakeholders who predict the 
following timeframes
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6%
Already 

mainstream

29%
1-3 years

34%
4-5 years

22%
6-10 years

8%
10+ years

1%
Never

6-10 years

AR/VR spending worldwide in 2017
Market share by industry ($bn)

Consumer Other

Discrete 
manufacturing

Retail

Personal and 
consumer services

Process 
manufacturing

6.2 3.7

1.5

1
0.8

0.7

IDC 2017

When XR will generate a profit
XR developers were asked when they thought AR, VR and  
MR would turn a profit for themselves and/or their clients

38%
Medium term

23%
Long term

15%
Currently 
profitable

11%
Project 
not tied to 
profitability

12%
Short term

1%
Never
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