XR4ALL COVID19 Survey:
Impact on XR in Europe
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Survey participants’ profile 4ALL

PROFILE: COUNTRIES: INDUSTRIES: TIME ACTIVE IN XR
Entrepreneur (56%) Belgium (11.2%) Education (60.4%) TECHNOLOGIES:

Member of a research Institution Germany (11.2%) Games/Entertainment (41.8%) 3-5 Years (33.6%)

(23.1%) France (9.7%) Healthcare (36.6%) More than 10 years (20.9%)
Industry expert (17.2%) Italy (7.5%) Industry (34.3%) 5-10 years (18.7%)
Member of an educational Netherlands (6.7%) Enterprise (29.9%) 1-2 years (17.9%)
institution (15.7%) 3D Tools (29.1%)
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Partial negative impact

No impact

Partial positive impact

nificant positive impact

Decrease in revenues & profit, cashflow

More difficult access to funding

chain issues

Increased interest in product/solution provided

Easier access to funding and capital

Increase in revenues & profit, cashflow

et Unlimited

k com WEuepe  ZZ Fraunhofer

stereg\psia

4 |UCIDWET



Cut Costs .
New markets/customers

Hiring Freeze, Employee(s) lay-offs, Renegotiated salaries W
2 poyeetsl oy 2 Increased R&D activities

‘Reduced investment

Increased sales &marketing activities

Reduced R&D activities Hiring new staff/Employee(s)

Delayed due payments New contracts with suppliers

Reduced logistics services and administrative bottlenecks Increased investment

Other
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4ALL

Q.9. Do you see any new opportunities for XR technologies as a Q.10. Which of the following opportunities do you expect to have an
result of the COVID-19 crisis? impact on the XR market?

Flourishing interest in XR technologies

| see a lot of opportunities

Increasing customer sales & demand for XR solutions

| see few opportunities and know how to take advantage of them

Increased user base

ee few opportunities, but unsure how to take advantage of the
| see few opportunities, but unsure how to take advantage of them
More public funding & R&D support

| SEEN0 Opportu mtles More private investments
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Education

Healthcare

Enterprise

Events
Games/Entertainment
Industr

Tourism
Retail/e-commerce

Real estate
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VR headsets

Human body tracking (gestures, pose, face, emotions,...) 7
AR headsets

3D capture and modelling of static objects and scenes (6-DoF)
360-degree video (3-DoF

3D capture of volumetric video (6-DoF)

Artificial Intelligence

XR authoring tools

Cloud services

Sensin seech, tactile, bio,...
Human body modelling
3D sound cature and reﬁde‘ring
0
Reistration and self—locz;lization

Haptic devices

Head motion parallax (3-DoF+)

Others

No, I never tried
25.4
Yes, | participate often
41

Yes, | tried it for the first time
29.9

Unlimited
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XR financial support programmes & grants

R&D subsidies

Promotion of XR technologies among general public, public administration and educational institutions

Less efficient

36.6 Encourae teleresence within and between comam’es

Organizing more XR-dedicated events and workshops for general

D Develofast network connections
As efficient as personal meetings/events \

26.9
Other

7.1
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BECOME A MEMBER TODAY

www.xr4all.eu

@XR4ALL
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