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A world where digital goods and services are accessible
across virtual reality (VR) and augmented reality (AR) is



99

Of global consumers think VR and AR will be as
popular as smartphones in the future

Users are willing to pay more for enhanced
experiences




33

Of consumers globally haven't used AR or VR
yet as they haven't yet felt the need to

A perception gap exists between this
excitement and understanding how it will
become part of their day-to-day lives




ipanies can bridge the perception gap, then
a potentially globally receptive audience

-



45

Of U.S. consumers believe using a VR or AR
device is a more fun way to make online
purchases




VR devices in video games offer digital businesses a
competitive as access to other types of digital
experiences is a natural transition and devices usage is
experiencing growth



50

Of U.K. consumers have used VR for video
gaming, followed by 15% for live entertainment

experiences
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g new digite devices popular
in video games, digital companies can gain access to an
active audience




However, the security of payments using a VR or AR headset
plays on consumers’ minds

42+

Of consumers globally

are concerned about

their payment details

being stored in an AR
or VR device

If businesses can implement the right security measures,
the appetite to purchase is present

Working with payment experts in VR/AR will help to overcome these concerns
as well as implementing some of the innovative developments that users

expect to see



