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Projected VR/AR revenue by sector/branche x billion euros (Goldman Sachs, 2016)
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AR growth in operations

2016 AR use growth 2017 projected growth AR
in operations use in operations

m

AR

13% 29%

The increase in operations is an indication that the AR market
is developing rapidly. In operations, AR as a technology is
known to be more useful than VR.







Projected budget versus actuals

2016 (projection) 2016 (actual) 2017 (projection)
‘ \
}@ q: q:é

€ 41.000 € 22.000 € 24.000

Projected structural budget coming years 2016 vs 2017

2016 (projection) 2017 (projection)

¥ C

€67.400 € 28.800
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