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VR Marketing Statistics

Social Media VR compatibility 

Video Advertising Consumers have VR
technology in their pocket!

number of smartphone users worldwide 
from 2016 to 2020. (in billions)

forecast revenue for virtual
reality products worldwide
2014 to 2018  (in million U.S. dollars)

Did your agency already use 
virtual reality for its customers 
in 2015?

Are you interested in virtual reality?
(Survey in the United States)

Mobile advertising revenue worldwide in 
2016 and 2019. (in billion U.S. dollars)

Virtual reality (VR) advertising implementation 
worldwide as of October 2016.

What is, in your opinion, the single most 
interesting aspect about virtual reality?
(Survey in the United States) 
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The “Social Media 
Advertising” segment is 

expected to show a 
revenue growth of 

13.5% in 2018.

 Facebook is currently 
the biggest social network 

worldwide with 1.09 billion 
daily and 1.65 billion monthly.

The following Key Market 
Indicators give an overview of 
the demographic, economic and 
technological development of the 
selected region on the basis of 
general KPIs. This is including over 
400 region-specific data sets.

The revenue in the “Video 
Advertising” segment corresponds to 
0.06% of the country’s GDP in 2017.

Video 
Advertising 

Desktop

Video 
Advertising 

Mobile

The VR market is set to grow at a 
very fast rate in the following years, 
with the revenue from virtual reality 
products forecast to reach 5.2 
billion U.S. dollars in 2018.
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The “Social Media 
Advertising” segment 
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show a revenue 
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13.5% in 2018

 Facebook is 
currently the biggest 

social network 
worldwide with 1.09 billion daily 
and 1.65 billion monthly

The following Key Market 
Indicators give an overview of 
the demographic, economic and 
technological development of the 
selected region on the basis of 
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Intense gaming 
experience

New possibilities for 
communication

Possibility to be 
‘part of a movie’

The
Technology

Age

2016
1 2 3 4 5

2017 2018 2019 2020

7% 5%

18%

26%

44%

yearYear

Sources 

Social Media VR compatibility 

Video Advertising Consumers have VR
technology in their pocket!

number of smartphone users worldwide 
from 2016 to 2020. (in billions)

forecast revenue for virtual
reality products worldwide
2014 to 2018  (in million U.S. dollars)

Did your agency already use 
virtual reality for its customers 
in 2015?

Are you interested in virtual reality?
(Survey in the United States)

Mobile advertising revenue worldwide in 
2016 and 2019. (in billion U.S. dollars)

Virtual reality (VR) advertising implementation 
worldwide as of October 2016.

What is, in your opinion, the single most 
interesting aspect about virtual reality?
(Survey in the United States) 

number of youtube users in the 
united states from 2016 t0 
2019? (in millions) 

2016

2019

2017

2014

2018

2015

2019

2019 2019 2019 2019

2016

2016

2020

2019 2020 2021

2017 2018 2.1

8% 21%

0.04
0.04

0.03 0.03 0.03

0.05

2.32
90

163

2.53

2300

2.71

3800

81

2.87

4600
5200

The “Social Media 
Advertising” segment is 

expected to show a 
revenue growth of 

13.5% in 2018.

 Facebook is currently 
the biggest social network 

worldwide with 1.09 billion 
daily and 1.65 billion monthly.

The following Key Market 
Indicators give an overview of 
the demographic, economic and 
technological development of the 
selected region on the basis of 
general KPIs. This is including over 
400 region-specific data sets.

The revenue in the “Video 
Advertising” segment corresponds to 
0.06% of the country’s GDP in 2017.

Video 
Advertising 

Desktop

Video 
Advertising 

Mobile

The VR market is set to grow at a 
very fast rate in the following years, 
with the revenue from virtual reality 
products forecast to reach 5.2 
billion U.S. dollars in 2018.

The Drum     Statista     eMarketer 

I am not 
interested at all

I am very 
interested

Currently using

14-19

12% 16% 19% 19%

44% 38% 25% 28%

9% 16% 15% 18%

19% 17% 17% 18%

5% 7% 8% 6%

12% 6% 13% 11%

20-29 30-39 40-49

Are interested in implementing

Key Market Indicators

The feeling of 
jumping into a new 
world

Trying something 
completely new

Intense gaming 
experience

New possibilities for 
communication

Possibility to be 
‘part of a movie’

The
Technology

Age

2016

2016

1

yes

2

no, no plans to 
do so either

3

no, but we will 
do this in 2016

4 5
2017

2017

2018

2018

2019 2020

7%

13.8%

5%

33.8%

52.3%

176.1 180.7 184.7 187.8

18%
26%

44%

Source

Socail Media VR compatablility 

Video Advertising Consumers have VR
technology in their pocket!

number of smartphone users worldwid from 
2016 to 2020 (in billions)

forecast revenue for virtual
reality products worldwide
2014 to 2018  (in million U.S. dollars)

Are you interested in virtual reality?
(Survey in the United States)

Mobile advertising revenue worlwide in 2016 
and 2019 (in billion U.S. dollars)

Virtual reality (VR) advertising implementation 
worldwide as of October 2016

What is, in your opinion, the single most 
interesting aspect about virtual reality? 
(Survey in the United States) 

2016

2019

2017

2014

2018

2019 2020 2021 CAGR
2015-2021

2015

2019

2016

2016

2020

2017 2018

2.1

8%

63.4

77.7

74.8

8%

64.1

79.3

8%

8%

64.6

80.6

8%

8%

21%

+2.1%

+2.1%

+2.1%

+2.1%

2.32

90

163

2.53

2300

2.71

3800

81

2.87

4600
5200

The “Social Media 
Advertising” segment 

is expected to 
show a revenue 

growth of 
13.5% in 2018

 Facebook is 
currently the biggest 

social network 
worldwide with 1.09 billion daily 
and 1.65 billion monthly

The following Key Market 
Indicators give an overview of 
the demographic, economic and 
technological development of the 
selected region on the basis of 
general KPIs. This is including over 
400 region-specific data sets.

Social 
Media 
Penatration
(in percent)

Mobile
Internet 
Penatration
(in percent)

Smartphone
Penatration
(in percent)

Facebook 
User
(in millions)

The VR market is set to grow at a 
very fast rate in the following years, 
with the revenue from virtual reality 
products forecast to reach 5.2 
billion U.S. dollars in 2018.

I am not 
interested at all scale

I am very 
interested

Currently using

14-19

12% 16% 19% 19%

44% 38% 25% 28%

9% 16% 15% 18%

19% 17% 17% 18%

5% 7% 8% 6%

12% 6% 13% 11%

20-29 30-39 40-49

Are interested in implementing

Key Market Indicators

The feeling of 
jumping into a new 
world

Trying something 
completly new

Intense gaming 
experience

New possibilities for 
communication

Possibility to be 
‘part of a movie’

The
Technology

Age

2016
1 2 3 4 5

2017 2018 2019 2020

7% 5%

18%

26%

44%

yearYear

Sources 



Logo Development



360 Image Search



Bikes and Accessories



Graphics and Menus 



Video Process

YouTube tutorials  
Adobe After Effects Plug-in Mettle SkyBox 360
Size - 4096px x 2048px 4k
Video Format - H.264 
360 Spherical Metadata Injector



Video Editing and Layout 



Alpine - Dust Particle Simulation
Trail Runner - Rain Simulation
Warhawk - Snow Simulation
Parkside - Particle Simulation

Effects and Audio 



Implementation 

YouTube
Facebook
Vimeo

VR goggles
Smartphone
Tablet
Desktop/Laptop
Websites
In Store Display



In Store Display Rendering 



Walmart Website 


