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EXECUTIVE SUMMARY

Market Trends Analysis
Thank you for downloading this first version of VR/AR Market
Report Germany, and to all the contributors and their associations
for making it possible. Let this be the start for a better
understanding of who is working on such cutting-edge
technology in Germany and how better to promote the
homegrown talent and solutions that have been pushing us into
new and exciting Digital Realities.

The who and how of this report

Financial & Growth Trends
The first interesting fact, but by far not the most surprising one is
the investment opportunity in Germany. Only a third of the
companies are either looking for, or have found outside
investment, whilst 64% of companies are not actively looking for
funding. This suggests a stable revenue base for the majority of
respondents whilst simultaneously shows the general hesitancy
towards finding outside funding.

On the subsequent pages you will find member companies of the
leading Trade Associations for Virtual and Augmented Reality in
Germany. The report in its entirety is a joint venture between
Erster Deutscher Fachverband für Virtual Reality,
nextReality.Hamburg, The Virtual Dimensions Center – Fellbach,
Virtual Reality Berlin-Brandenburg and the global VR/AR
Association.
The companies that took part in our survey profile their
capabilities, expertise, achievements and the verticals they
operate in, whilst also looking at other company facts to analyse
the current state of the market. The vast majority of respondents
(<85%) are mainly focused on software development and content
creation, even though the technologies demand a lot of hardware
understanding in the first place. This bias is due to the types of
members that join our organisations, but also because hardware
manufacturing remains a notoriously hard market to enter and
survive in, especially in such a young market where mass adoption
could be still years away.

How to read/use this report
Since the bulk of the report is a listing of companies working on
VR/AR integrations, we have gone to great lengths to make it as
accessible as possible. First the companies were divided into
sections via their location within Germany, and in addition to that
the document was made easily searchable through using
certain keywords. The survey’s questions were actually created
with this in mind. For example, one could search the report for
companies working in a particular vertical like Entertainment,
Education, or Healthcare; or at the same time look for a
company’s expertise in visual effects, analytics or streaming
services. To do this please see the Appendix where all these search
terms are referenced.

For those of us who know the European investment market, this is
no revelation. Here we are “not just more risk-averse, there is
actually more risk"1, in fact, it stands to reason that this is why so
many find their initial funding through program initiatives on the
regional/federal level or via European Union schemes. However,
policy, paperwork and bureaucracy are beyond the scope of this
report.
What might actually come as a surprise is the length of time
immersive companies have been in business. The ecosystem
appears to have been maturing now for many years with over 72%
of companies operating now for 4 or more years and nearly half of
those for 10+ years.
Only a tiny percentage of these verteran companies are indeed
part of larger corporations (subsidiary, department, etc.) working
on immersive technologies, while the vast majority are not. On the
opposite end of the spectrum, we will be keeping a close eye on
the newcomers to the market to follow whether growth is still
happening over the course of the next couple years. This is an
important statistic to hold on to and compare for future
iterations of this report.

1

The Verge, “Europe’s other problem: where are all the tech startups?”,
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report shows that companies must not only be technologically
sophisticated to deliver such cutting-edge XR applications, but
indeed competent on a diverse range of topics in order to grow
their businesses and stay relevant to their customers.

Growth can also be reflected in the revenue opportunities.
Companies that offer a comprehensive solution (custom-built or
otherwise), are also offering a whole host of other complimentary
services for their clients including consulting and networking. Of
companies surveyed that generate more than 1 Million per annum,
all of them are offering a full-suite of integrated services on top of
the software solution or platform. This is more than a quarter of all
who filled in the questionnaire. However, the most successful
immersive companies trend towards smaller enterprises with an
employee count between 5–30 individuals. The largest segment
of 34% is generating the sweet spot of revenue per employee.
We hope to examine this result more closely in the future to
determine how these companies scaled-up their workforce and
what their organisational charts look like.

So whether the area is Training or Gaming, Marketing or
Engineering or even Events and Services, the cornerstone of what
companies are capable of is the Visualisation of digital 3D
deliverables. Regardless of the output (augmented or virtual), the
data has revealed to us that companies see themselves building
novel ways to explain and interpret the world with an
overwhelming 82% serving up both VR & AR applications.
Our ecosystem has become part of the overall value chain for
Industry and even to the end consumer in some cases. The
potential market size is hard to determine from the number of
companies surveyed and not even representative of the total
memberships within our associations. However, there is clear
German focus on B2B in the verticals of Transportation & Mobility,
Architecture, Engineering & Construction (AEC), and
Communications & Digital Media.

Application Area trends and their
implementation within Verticals
Important to note is that this current nationwide cross-section of
businesses are actively building Immersive Technology
applications in all sorts of areas. Nearly 80% are working in 4 or
more Application Areas with training and education topping the
charts (see Appendix again for other types). While Immersive
Learning has been the de facto use case for the technology2, The

See the second foreword: From Proof-of-Concept to Daily Business: Industry
Adoption of XR
2
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Final Thoughts
It will be interesting to follow how the software capabilities of
these companies progress. From the final bar chart we believe
there is a lot of room for growth in connecting the fields of
Artificial Intelligence, Telecommunications (5G, Virtual
Collaboration and AR Cloud) and finally Brain Computer
Interfaces (BCI) to the VR/AR space. We feel for this reason spatial
computing paradigm is no longer isolated or in its own tech
bubble and will continue to develop and converge with other
bleeding-edge technologies.
Openness towards converging technologies will be crucial not
only for the companies listed in this report that pride themselves
on being innovative first-movers, but also for all the industries and
verticals that can benefit through streamlining their operations to
find new business models that will generate growth and new
revenue opportunities.

Peter Lorenz
Board Member
Virtual Reality Berlin-Brandenburg (VRBB)
Philip Wogart
Executive Director DACH
VR/AR Association
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APPENDIX
Vertical or Industry Sectors:
Architecture/Construction
Academia/Education
Arts & Culture/Museums
Commerce/Trade
Consumer Packaged Goods (CPG)
Defense/Military/Security
Energy
Entertainment
Fashion/Luxury/Beauty
Finance
Food/Beverages
Healthcare/Pharma
Industrial/Shipping/Urban Planning
Rescue/Disaster/Emergency Services
Travel/Tourism
Transportation/Mobility

Company Expertise:
360º Video (Shooting/Stitching/Editing)
Analytics
Animation/Visualisation
Audio
Configurator
Data Conversion
Entertainment
Haptics
Photogrammetry/Volumetric
Platform/Middleware/CMS
Streaming
Tracking/Capturing
VFX/Rendering
Web API
Web Editor
Work for Hire

Application Areas:
Analytics/Data Visualisation
Automation, Prototyping, R&D
Design/Visualisation
Entertainment/Media/Gaming
Live Events/Curation
Marketing/Sales
Market Research
Network/Streaming Services
Planning/Engineering
Product Development
Remote Collaboration
Service/Maintenance
Training/Education
Usability/Ergonomics
Patient Therapy/Rehabilitation
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