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Google’s ARCore now reaches 400 million devices globally. This was quietly disclosed last week 
amidst lots of Google I/O action. This is up from 250 million in December and 100 million last 
February, indicating not only a key milestone but a growth rate that tracks well to our figures. 
 
Given roughly 650 million ARkit-compatible devices, this brings the grand total of AR compatible 
devices to about 1.05 billion. This aligns with our 990 million estimates for the end of 2018, but we’ll 
need more acceleration to reach the nearly 2 billion we project for the end of this year. 
 
AR compatibility has conversely decelerated due to weak smartphone sales in the past few quarters 
— causing slower replacement cycles. Escalating device cost, along with maturation (less feature 
updates), has caused people to hold on to phones longer — now 4 years on average. 
 

 
 
 
As background, our estimates are calculated based on AR compatible hardware. And that’s all about 
devices phasing in with the right processors, firmware, sensor calibration and optics. It’s clear-cut with 
iOS, due to a few iPhone models for which Apple can control and tune sensors. 
 
But Android is a bit more complicated (which makes disclosures like the above welcome). For one, 
the hardware base is fragmented between several devices, making that sensor calibration difficult. 
AR compatibility is also slower as Google can’t push firmware updates as Apple can. 
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From Google’s ARCore documentation: 
 

What does it mean for a device to be supported? In short, it means it has passed our 
certification process. 
 
Certification is important because we want users to have a good experience with your AR 
application. This is primarily related to sensitive motion tracking, which is done by combining 
the camera image and the motion sensor input to determine how the user’s device moves 
through the real world. 
 
To certify each device, we check the quality of the camera, motion sensors, and the design 
architecture to ensure it performs as expected. Also, the device needs to have a powerful 
enough CPU that integrates with the hardware design to ensure good performance and 
effective real-time calculations. 
 
The strength of Android is in the large diversity of devices available across the world. We are 
constantly working with manufacturers to make sure their hardware and designs meet these 
requirements. At the same time, we are working internally to make sure ARCore integrates 
well with every model we certify to provide good experiences for users.  

 

 
 
 
Another key factor is China. Because the Play Store is banned there, getting ARCore apps to those 
devices isn’t as direct. Last week’s 400 million figure includes China which is good, but it also means 
a big chunk of the addressable market is harder to reach. 
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But one thing that offsets this challenge is the fact that mobile AR’s installed base is increasingly 
liberated from ARCore and ARkit. Given the rise of WebAR (8th Wall, Ubiquity6 et al), the true 
installed base will eventually approach near-full penetration of 2.8 billion global smartphones. 
 
And don’t forget Facebook and Snapchat Lenses reach more than a billion users cumulatively. That 
lens creation and usage happens outside of ARCore and ARkit, using Spark AR (Facebook) and 
Lens Studio (Snapchat) respectively. This is where most mobile AR usage is happening. 
 

 
 
But another important distinction is that Google’s 400 million figure (and our total 1.2 billion market 
total) calculated above defines AR compatibility. Active users is a different story, and is the figure that 
really matters. We’ve pegged that number at 129 million for 2018, per the first chart above. 
 
That number should tick upwards at a gradual pace in the coming few years, driven by social, 
gaming, and the rise of utilities like Google Lens. We could see some potential inflection points and 
wild cards on the horizon, such as Harry Potter, Wizards Unite. 
 
Like all things AR, it will be a moving target. We’re panning our sight steadily with that in-motion 
target to define, quantify and detect any new infections. Stay tuned for the next big forecasting round 
coming up in June, in which we’ll hide away for weeks to bring it all together. 
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Video Companion 
 
Click to Play 
 

 
 

 
  

https://youtu.be/xNL6f9mStAU
https://youtu.be/xNL6f9mStAU
https://youtu.be/NlSSTF9LnMI
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About ARtillery Intelligence 
 

 
 
ARtillery Intelligence chronicles the evolution of spatial computing. Through writings and multimedia, 
it provides deep and analytical views into the industry’s biggest players, opportunities and strategies.  
 
Run by analysts and former journalists, coverage is grounded in a disciplined and journalistic 
approach. It also maintains a business angle: Though there are lots of fun and games in spatial 
computing such as AR & VR, cultural, technological and financial implications are the primary focus. 
 
Products include the AR Insider publication and the ARtillery PRO research subscription, which 
together engender a circular flow of knowledge. Research includes monthly narrative reports, market-
sizing forecasts, consumer survey data and multi-media, all housed in a robust intelligence vault.   
 
Learn more here. 

 
 

  

https://artillry.co/intelligence
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About the Author 
Mike Boland was one of Silicon Valley's first tech reporters of the Internet age, as a staff reporter for 
Forbes (print) starting in 2000. He has been an industry analyst covering mobile and social media 
since 2005, and is now Chief Analyst of ARtillery Intelligence and Editor-in-Chief of AR Insider. 
  
Mike is a frequent speaker at industry conferences such as AWE, VRLA and LeadsCon. He has 
authored more than 120 reports and market-sizing forecasts on the tech & media landscape. He 
contributes regularly to news sources such as TechCrunch, Business Insider and the Huffington Post. 
  
A trusted source for tech journalists, his comments have appeared in A-list publications, including The 
New Yorker, The Wall Street Journal and The New York Times.   
 
Further background, history and credentials can be read here. 

 

 
  

http://www.mikebo.land/
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Contact 
Questions and requests for deeper analysis can be submitted here. 
 

 

Disclosure and Ethics Policy 
 
ARtillery Intelligence operates under the Society of Professional Journalists Code of Ethics. All 
material and commentary are published with the professional standards and tactics of journalistic 
reporting. Adherence to such standards is grounded in and reinforced by our foundations in 
journalism. 
 
All ARtillery Intelligence published material is meant to educate and inform: It does not result from 
paid placement, nor influence from subjects. In rare cases of sponsored posts, vested interest or 
anything that results from money changing hands, financial relationship is disclosed clearly. 
 
Similarly with market sizing, ARtillery Intelligence remains independent of players and practitioners in 
the sectors it covers, thus mitigating bias in industry revenue calculations and projections. 
ARtillery Intelligence disclosure and ethics policy can be seen in full here. 
 

https://artillry.co/contact/
https://artillry.co/about/disclosure-and-ethics-policy/
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