
  
  

   

AR ACCEPTANCE  
 IN THE LEADING COUNTRIES

ADVERTISING WITH  
AR TECHNOLOGY
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5.4 M

100 % 
MEASURABLE: 
AUGMENTED REALITY 
(AR) PACKAGING 

500 M 

ENABLED AR TOOLS  
ARE PRESENT IN OVER 

AS OF 2019. 
DEVICES WORLDWIDE 

AR GLASSES WILL HAVE BEEN 

DISPATCHED WORLDWIDE BY 

2020, AT WHICH POINT THERE 

WILL BE 1 BILLION USERS OF AR. 

61.39 
BILLION US$ IN 2023

MANUFACTURING INDUSTRIES 

EXPECTED INCREASE 
IN TURNOVER WORLDWIDE:

INVESTMENT VOLUMES FOR AR:

AR APPLICATIONS IN GERMANY  

WHAT DO USERS CARE ABOUT?  

2.39   
BILLION US$ 

IN 2016

779.4    
MILLION US$ EXPECTED 

GLOBAL TURNOVER IN 2019

THE GERMAN ECONOMY IS IN 

4TH PLACE IN TERMS OF ITS 

USAGE OF AR, BEHIND CHINA, 

THE USA AND FRANCE. 

2.62     
BILLION US$ EXPECTED 

GLOBAL TURNOVER IN 2022

82 %
view AR/VR positively.

50 %
of companies plan to implement AR/VR 
as standard in the next three years.

49 %
�nd products with interactive 
packaging more attractive.

52.2 %
would install one to �ve  
AR apps.

68.1 %
would wear AR glasses 
while shopping.

78 %

59 %

of Americans are familiar with VR technology.

38 %
of German companies are currently 
introducing AR solutions.

28 %
want to work with VR solutions in the future.  

69 %
would prefer products with interactive 
packaging that contain additional information.

55.3 %

PREFERRED INDUSTRIES  

GLASSES OR APP? 

IMPLEMENTATION OF AR AND VR 
TECHNOLOGY, BASED ON COUNTRY 

55.3 %  FOOD 

53.8 %  CLOTHING 

49.6 %  DRUGSTORES 

can imagine AR being used in food retail. 

40 %
plan to achieve this 
within the next 5 years.

35 % would buy 
more online if they could 
test out the products 
virtually beforehand.

22 % would prefer 
buying online to local 
retail if they could do this.

WHAT DO CUSTOMERS THINK?   

63 % think that 
augmented reality app-
lications improve the 
shopping experience.

PRODUCT RANGE

PRODUCT RECOMMENDATIONS

PRODUCT PRICE

MATERIALS / INGREDIENTS

PRODUCT USE  PRODUCT LOCATIONS

The future is now: Staggering growth is predicted for aug-
mented reality (AR) and virtual reality (VR). Implementing 
computer-supported applications such as these in pack-
aging enables manufacturers to improve the customers’ 
experience and increase customer loyalty.

 AUGMENTED REALITY 
IN FIGURES

1.54    BILLION US$ IN 

SERVICES FOR INDIVIDUALS 

AND CONSUMERS

1.6    BILLION US$ IN   

BILLION US$  

IN RETAIL  

1.56    

COMPOUND ANNUAL 

GROWTH RATE (CAGR)   

55.71 %

AR

4
PLACE 

TH

 VIRTUAL REALITY (VR)  
IN NUMBERS (2018)

51 % 48 %

51 % 43 % 42 %

PROPORTION OF COMPANIES 

WITH IMPLEMENTED  

AR APPLICATIONS 

(MAY - JUNE 2018)

94.6 %

60 %

69.2 %

64.8 %

30 %

50.7 %

PROPORTION OF COMPANIES 

WITH IMPLEMENTED  

VR APPLICATIONS 

(MAY - JUNE 2018)

In virtual reality, the user interacts with a 3D world in an 
environment generated by a computer. Special auxiliary 
devices, such as head-mounted displays, are often used 
for this. These are also called VR glasses.


