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AR = Smart glasses, software (games, apps, etc.), advertising
VR = Headsets, software, advertising, LBVR admissions 
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(DETAILED VIEW)

U.S. $Millions 2020-2021: XR revenues 
hit an inflection point. 
Apple launches 
consumer smart 
glasses. Enterprise 
dominates AR, but its 
share will begin to 
diminishes as consumer 
AR glasses penetrate.  

2018 – 2019: XR growth picks 
up, led by enterprise AR and 
consumer VR.  Enterprise 
adoption approaches a 
tipping point in late 2019 due 
to measurable ROI gains. 
Consumers acclimate to VR, 
driven by price competition 
and standalone hardware like 
Oculus Go and Quest. 

2022: VR has a place 
in the enterprise but 
is a greater 
consumer play. 
Enterprise and 
consumer AR widen 
their lead in XR 
revenue share. 

GLOBAL XR REVENUE OVERVIEW

2017: Consumer adoption 
lags. VR leads in revenue 
share but  ARCore and 
ARkit lay a foundation for 
AR growth, given sizeable 
installed hardware bases. 
In-app purchases show 
signs of being the 
predominant mobile AR 
pricing model, but still no 
killer apps.
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CONSUMER AR DRILL DOWN (DETAILED VIEW)

$461

2022: Revenues 
continue to be 
dominated by IAP, but 
premium software 
revenue starts to grow 
in share as smart 
glasses penetrate 
further. Glasses (like 
VR) will be more 
conducive to premium 
software pricing.

2018 - 2019: Mobile AR 
revenues begin to 
accelerate and reach a 
tipping point in 2019 
when the first few killer 
apps start to emerge. 
IAP remains the 
dominant model, 
applied in Niantic’s 
Harry Potter game, 
among other apps and 
use cases.

2020 - 2021: Apple launches 
AR glasses, which start 
slow but warm consumers 
to AR via halo effect. Mobile 
continues to be the 
dominant AR format, and a 
handful of killer apps begin 
to penetrate deeper. The 
first major social AR killer 
app arrives. 

$1,249

$3,300

$5,892

$9,413

$16,508
Consumer AR Hardware & Software Revenues

2017: Pokémon Go-
style In-app 
purchases (IAP) rule 
consumer AR revenue 
as AR is still too early 
to get most users to 
pay upfront for 
premium apps.  

Excludes mobile network data & hardware revenue (smartphone shipments)
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Business Model # 1
Advertising
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It’s 
already 
working
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Visual Search
“The camera is not 
just answering 
questions, but 
putting the 
answers right 
where the 
questions are,” 

-- Aparna Chennapragada, VP of 
Product, VR & AR, Google 









Thrive Analytics
smart decisions that drive success
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24% 24% 25%

37%

82%

Other Utilities (AR tape
measure)

Educational
(Monster Park,

Night Sky)

Visual Search
(using smartphone
camera to identify

items)

Furniture or car
visualization (Ikea

Place, BMW
iVisualizer)

Social (Snapchat
selfie masks)

Games (Pokemon
go, NBA AR)

Mobile AR Categories
What types of mobile AR experiences have you used?

Base = 3,118 US online adults (18+).



Business Model # 2
In-app Purchases



Thrive Analytics
smart decisions that drive success
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I wouldn’t pay for AR 
upfront, but would 

consider in-app 
purchases

I wouldn’t pay for any 
form of AR on my 

smartphone

$0.99 $1.00-$2.99 $3.00-$4.99 $5.00 or more

AR USER
NON-USER

Base = 3,118 US online adults (18+).

Mobile AR Price Sensitivity
What’s the most you’d pay for a mobile AR experience?





Thrive Analytics
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Business Model # 3
AR As A Service



“Building Blocks”



Example: 

3D Product Model 
Scan/Creation Tools



Example: 
Niantic’s Real World 
Platform
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