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millions

m ARusers 77.7
m VR users (nonheadset)
VR headset users

85.0

2017 2018 2019 2020 2021

Note: virtual reality (VR) users are individuals of any age who experience VR content at least once per month via any device; augmented reality
(AR) users are individuals of any age who experience AR content at least once per month via any device
Source: eMarketer, March 20019
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millions and % change 850

m ARusers

0
% change 59.6

2017 2018 2019 2020 2021

Note: individuals of any age who experience virtual reality (VR) content at least once per month via any device
Source: eMarketer, March 2019
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% of population

25.4%

23.4%

13.0%
10.6%
6.9%

2017 2018 2019 2020 2021
= AR VR

Note: individuals of any age who experience virtual reality (VR) content at least once per month via any device; individuals of any age who experience
augmented reality (AR) content at least once per month via any device
Source: eMarketer, March 2019
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millions and % change

43.1

39.7

m Social network AR users
% change

2017 2018 2019 2020 2021

Note: individuals of any age who experience augmented reality (AR) content at least once per month via any device
Source: eMarketer, March 2019
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millions, 2016-2021

85.0
77.7
68.7
30.9
30.9
2016 2017 2018 2019 2020 2021

m Old forecast (2018) = Current forecast (2019)

Note: individuals of any age who experience augmented reality (AR) content at least once per month via any device
Source: eMarketer, March 2019
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millions and % change

109.7%

m VRusers
% change

22.5

2017 2018 2019 2020

Note: individuals of any age who experience virtual reality (VR) content at least once per month via any device
Source: eMarketer, March 2019
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2021
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millions and % change

2,650 BIHA| J&st

57.1
51.8 (10.1%)
42.9 (20.8%)
34.7 (23.6%)
(54.1%) 26.5
22,5 239
(109.7%) 15.7 19.6 (21.9%) (10.9%)
%) 110 (42.6%) (25.1%)

(1 273%) . . I

2017 2018 2019 2020 2021
VR users m VR headset* users

Note: individuals of any age who experience virtual reality (VR) content at least once per month via any device; *individuals of any age who experience

VR content at least once per month via headsets
Source: eMarketer, March 2019
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millions, 2016-2021

62.8

57.1

10.7

2016 2017 2018 2019 2020 2021
m Old forecast (2018) Current forecast (2019)

Note: individuals of any age who experience virtual reality (VR) content at least once per month via any device
Source: eMarketer, March 2019
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1. eMarketer (2019). "Virual and Augmented Reality Users 2019: VR Slows as AR Grows;

2. The Verge (2017.05.16.) Instagram adds augmented reality face filters. https://www.theverge.
com/2017/5/16/15643062/instagram—-face-filters-snapchat-facebook-features

3. The Verge (2018.04.18.) Snapchat is turning its Lenses platform into a shopping mall for brands. https://
www.theverge.com/2018/4/18/17253264/snapchat-lenses-ar-face-filters-ads-shopping-products
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