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Virtual Reality Awareness and Adoption:
2022 Annual Report

An estimated 53 million adults own VR systems, and an additional 14 million could

purchase over the next six months.

Written By: Security.org Team (/about-us/#team) | Published: April 6, 2022

Long regarded as sci-fi aspiration, virtual reality (VR) has evolved into a viable platform for entertainment, communication,
and education. Earlier versions targeted gamers and gadget-heads, but corporate backers like Facebook and Sony are now

pushing VR into the mainstream.

Yet as Big Tech prominently promotes virtual reality as a portal to humanity’s future, people also have reservations about its
safety and security. Our recent study reveals Americans’ experiences with this emerging technology and their concerns

about its future.

Key Findings:

® An estimated 53 million US adults currently own a VR system, and 8 percent of non-owners said they are likely to
purchase one in the next six months. This could translate to an additional 14 million new customers before the 2022
holiday season - representing 21 percent growth in the U.S. market.

® pPublic concern about VR technology gives different insight compared to growing curiosity: only one in three
Americans believe that VR will have a positive impact on society.

® Most Americans are not seriously concerned about the security and privacy of VR technology. That said, many are
particularly concerned about the tracking of their biometric data.

Virtual Reality Market is Poised to Increase by Fall 2022

Virtual reality uses digital technology to simulate real-world or imaginary experiences. What started with room-sized
environments requiring multiple projectors now requires only portable headsets to create immersive real-time

environments.

Thanks to expanded accessibility, more than half of U.S. adults (an estimated 140 million) have already experienced virtual
reality, most likely through widely accessible headset-style devices. The most popular application has been VR gaming, but

many have tried other activities, such as virtual “travel” or streaming TV and movies.
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Which VR activities have

you personally tried?

Gaming 43%
Virtual travel/exploration 19%
Watching TV shows or movies 1%
Exercise programs 8%
Watching events or concerts 6%
Social media 5%
Playing music 4%
Creating art 3%
Work activities 2%
I’ve never used a VR headset 40%

Note: Multiple choices allowed

While a majority of adults have tried out the tech, 23 percent of Americans currently own a VR device. This is an

estimated 53 million US adults.

According to our research, Facebook’s Oculus headset comprises nearly half of the market among current owners. In 2021

alone, Meta sold about 8.7 million (https:/www.techtimes.com/articles/273303/20220321/meta-s-oculus-quest-2-top-

selling-vr-headset-2021.htm) Oculus devices, outpacing its competitors.
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Which VR device do you have?

Oculus 49%

Sony PlayStation VR 3%
HTC Vive 12%
Valve Index 6%
Other 14%

Note: Among VR headset owners; multiple choices allowed

Even with consumer VR still in its infancy, headset owners are generally pleased with their purchases. Around 80 percent of
owners were satisfied with the graphic quality of their devices, but just fewer were pleased with the selection of apps they
could access through their devices. If developers can quickly churn out new games and features, current owners may be

interested in expanding their use and a wider range of customers may be attracted to VR devices.
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How likely are you to purchase

a VR device in the next 6 months?

Likely

8%

Neutral
18%

Unlikely
74%

Current and projected VR device

owners in the U.S.

53,000,000

64,000,000

Current number
of owners,
March 2022

Projected number
of owners,
September 2022
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As interest in Wtechnology grows, adoption of personal V%vices is likely to continue to grow. Our reselalrgh revealed
that 8 percent of those without their own VR headsets are likely to buy one in the next six months. This could equate to

14 million new customers - a 21 percent growth in the market - in the same time period.

Despite the potential for rapid market growth, many consumers aren’t quite ready to jump on the VR bandwagon. Cost is
the most common reason for not owning a VR headset. Personal VR devices range from less than $20 for a simple version
to well over $1,000 for a high-end model. Despite the wide range of price points on the market today, some simply have no

desire to own a device. Others have concerns about the potential effects of VR technology.

Why do you not own a VR headset?

Cost 65%
Don’t need/want it 49%
Health concerns (dizziness, nausea, vision) 10%
Disconnects people from the real world 10%
Loss of human connection 7%
Privacy concerns 7%
Detrimental impacts on children 2%
Fear harassment or assault in virtual space 2%

Note: Multiple choices allowed

Some barriers to purchase might be surmountable with more education among consumers, increased security measures,
and a greater offering of apps and activities. Among those without their own headsets, 71 percent indicated that some

virtual reality experiences in their early stages of development could motivate them to buy a device.

Virtual history tours and space exploration are among the most enticing possibilities.
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Which VR applications would increase

your interest in buying a device?

Virtual tours of historical locations 37%
Virtual space exploration 29%
Virtual concerts/performances 28%
Educational experiences 21%
Medical/therapeutic applications 17%
Job or skills training 12%
Pornography 12%
Virtual shopping 10%
Psychedelic drug simulations 9%
None of these would motivate a purchase 29%

Note: Multiple choices allowed

Despite Widespread Interest, Consumers Have Hesitations
About VR Security

Advances in hardware, software, and low-latency 5G connectivity have allowed virtual reality to broaden its appeal and
availability. With plans to expand well beyond gaming, VR will soon touch many areas of everyday life, and our study shows

the public is curious.

While virtual reality’s potential appears limitless, the same may be said of its dangers. Beyond simple physical challenges
like nausea and clumsiness lie real concerns about bullying, privacy, and neurological impairment - especially among

younger users.

Even as respondents exhibited interest in VR possibilities, they expressed societal concerns. Americans are evenly divided

about whether virtual reality’s impact will be positive or negative.
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What impact will VR technology

have on society?

Negative Positive
30% 34%
Neutral

36%

What impact will VR technology

have on children?

Positive
27%

Negative
36%

Neutral

37%
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Americans we%lmore concerned about the impact of VR teMology on children. Overall, 36 percent beIiev%*/R use will
negatively impact children’s development. Apprehension was strongest among the youngest generation in our study.
Members of Generation Z (aged 18-25) showed far more concern about childhood repercussions than members of older

generations.

In an age rife with malware, data breaches, and other cyber attacks, consumers are also worried about VR integrity and
exchanging data in virtual spaces. Nearly one in five people were moderately or extremely concerned about the security

and safety of the technology.

How concerned are you with

VR security and privacy?

Somewhat _ 21%
Moderately _ 13%
Extremely - 5%
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What is most concerning to you in

regard to VR security and safety?

Data breaches 28%
Tracking of biometric data (such as heart rate, 27%

face, retina, voice)

Fake identities or deep fakes 1%
Ransomware or blackmailing 8%
Other concerns 3%
| have no concerns about safety/security 24%

The most common worry was data breaches, followed closely by the tracking of biometric data. Since VR headsets are
worn on the body, some people had concerns about the tracing of their heart rhythms, retinas, fingerprints, and other

unique biological information.

In addition to problems related to society and security, virtual reality can inflict more personal, physical damage. Some have
been injured due to crashing into real-world objects while lost in an alternate universe, and 62 percent of VR users have

experienced nausea or dizziness while wearing a headset.

Safety and Security Tips for VR

There are basic precautions available to protect users from VR’s most obvious danger:

® To guard against thievery and snooping in the metaverse, connect through a secure VPN.

® \When shopping through VR applications, use the same password security measures (/how-secure-is-my-password/) as
you would for your phone or computer.

® To limit discomfort while wearing a headset, make sure that it fits correctly, that the lenses are properly spaced for your
eyes, and that you're utilizing software settings (like high frame rates and motion vignetting) to minimize disorientation.

® Be sure to only use VR devices in a setting that is free of obstructions like furniture, walls, pets, or other people. Stop
using VR if you experience nausea or dizziness and consult a doctor before engaging in any fitness programs.
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Ironically, the full fruition of VR has evaded reality across decades, but recent advances stand ready to align the technology

with society’s high expectations.

Many Americans are interested in exploring virtual reality, but view current devices as unnecessary, expensive, and lacking a
sufficient variety of applications. As more tech giants enter the field, prices should drop and offerings improve and we can

expect the unleashing of marketing forces designed to drive consumer demand.

Factoring in the technology’'s impending commercial, medical, and occupational applications, it seems clear that virtual

reality will soon be a regular part of our lives. To hear Mr. Zuckerberg wax poetic on the prospect, the metaverse will

actually be our lives (https:/www.newyorker.com/culture/infinite-scroll/facebook-wants-us-to-live-in-the-metaverse).

How warmly Americans welcome this transition may depend on expense, psychological safeguards, and the advancement

of security precautions..

Our Data

Security.org conducted an internet-based survey of 1,010 U.S. residents in March 2022. Participants’ genders, ages, and
ethnicities/races were representative of the population of the U.S and user estimates were also based on the number of

Americans with internet access in the U.S. from broadbandnow.com.

_(/#facebook) _(/#twitter) _(/#linkedin) _(/#pinterest)

Need additional insights for a story?

Send our research team an email

Submit

Need additional insights for a story?

Send our research team an email

Name*
'. ANl l":+\l O o~ vam v = vaw r Pacanusnl — P —
bGUUI Ity.org WUI1Iail RToTdaiull m n m
(https:/www.security.org/) A\ A" A 4
Email About Us (/about-us/) Our Research (/resources/) (https: /inthovs.yiathms s twiideriSenn
Privacy Policy (/privacy-policy/) Contact Us (/contact-us/) Deals & Promotions (/deals/)

Terms & Tal i apd-ation* Careers (/careers/) -
conditigr%a?gﬁmw Password Strength Checker (/how

nnnnnnn ey s accvseA /N
Secure-is-my-pPasswora/ )

Accessibility (/accessibility/) , : :
Meyssage* v \s/\c/g?et sle Security Score? (/security-

Do Nof Sell My Personal Irformation

_(mrﬁ/(compliance.securicx.org[doNotSeII.;mp_?



https://www.security.org/
https://www.security.org/privacy-policy/
https://www.security.org/terms-and-conditions/
https://www.security.org/accessibility/
https://compliance.security.org/doNotSell.php?ReferenceURL=security.org
https://www.security.org/about-us/
https://www.security.org/contact-us/
https://www.security.org/careers/
https://www.security.org/resources/
https://www.security.org/deals/
https://www.security.org/how-secure-is-my-password/
https://www.security.org/security-score/
https://www.youtube.com/c/SecurityDotOrg/
https://www.facebook.com/dotorgresearch
https://twitter.com/securitydotorg
https://www.newyorker.com/culture/infinite-scroll/facebook-wants-us-to-live-in-the-metaverse
https://www.security.org/#facebook
https://www.security.org/#twitter
https://www.security.org/#linkedin
https://www.security.org/#pinterest
https://facebook.com/sharer/sharer.php?title=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&via=dotorgresearch&u=https://www.security.org/digital-security/virtual-reality-annual-report/
https://twitter.com/intent/tweet/?text=Security.org%27s%20Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&via=securitydotorg&url=https://www.security.org/digital-security/virtual-reality-annual-report/
https://www.linkedin.com/shareArticle?mini=true&url=https://www.security.org/digital-security/virtual-reality-annual-report/&title=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&summary=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&source=https://www.security.org/digital-security/virtual-reality-annual-report/
https://facebook.com/sharer/sharer.php?title=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&via=dotorgresearch&u=https://www.security.org/digital-security/virtual-reality-annual-report/
https://twitter.com/intent/tweet/?text=Security.org%27s%20Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&via=securitydotorg&url=https://www.security.org/digital-security/virtual-reality-annual-report/
https://www.linkedin.com/shareArticle?mini=true&url=https://www.security.org/digital-security/virtual-reality-annual-report/&title=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&summary=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&source=https://www.security.org/digital-security/virtual-reality-annual-report/

ReferenceURL=security ¥ |

© Copyright 1995 - 2022 Sec®HPEAIt: Centerfield Media Company

Need additional insights for a story?

Send our research team an email

Name*

Email*

Organization/ Publication*

Message*


https://compliance.security.org/doNotSell.php?ReferenceURL=security.org
https://facebook.com/sharer/sharer.php?title=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&via=dotorgresearch&u=https://www.security.org/digital-security/virtual-reality-annual-report/
https://twitter.com/intent/tweet/?text=Security.org%27s%20Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&via=securitydotorg&url=https://www.security.org/digital-security/virtual-reality-annual-report/
https://www.linkedin.com/shareArticle?mini=true&url=https://www.security.org/digital-security/virtual-reality-annual-report/&title=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&summary=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&source=https://www.security.org/digital-security/virtual-reality-annual-report/
https://facebook.com/sharer/sharer.php?title=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&via=dotorgresearch&u=https://www.security.org/digital-security/virtual-reality-annual-report/
https://twitter.com/intent/tweet/?text=Security.org%27s%20Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&via=securitydotorg&url=https://www.security.org/digital-security/virtual-reality-annual-report/
https://www.linkedin.com/shareArticle?mini=true&url=https://www.security.org/digital-security/virtual-reality-annual-report/&title=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&summary=Virtual%20Reality%20Awareness%20and%20Adoption:%202022%20Annual%20Report&source=https://www.security.org/digital-security/virtual-reality-annual-report/

