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• The webinar will be recorded (recording will be distributed in 
the next days)

• Only the speakers can use camera, mics and share the screen

• Please feel free to put your questions in the Q+A box, if you’d 
like to interact with the speakers
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• Introduction to OPENVERSE Project 

• Keynote on key Virtual Worlds market trends in Europe

• Interview with Michael Barngrover and Lukasz Porwol

• Q&A
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How can Europe help build 
the next generation of 
immersive digital 
environments without 
repeating the mistakes of 
earlier digital platforms?
Facilitate the creation of  
inclusive, open, and ethically 
responsible European Virtual 
Worlds.
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OPENVERSE Objectives 
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Objectives (1)
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Objectives (2)
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In terms of outreach, OPENVERSE has built 
a growing European community through 
events, workshops, conferences, 
newsletters, digital channels, and 
collaborations with other major initiatives. 
Thousands of stakeholders have already 
engaged with the project’s ideas and 
outputs.
Most importantly, OPENVERSE is helping 
Europe move from discussion to action. It 
is not only analysing the future of virtual 
worlds, it is actively shaping it.
Visit: https://open-verse.eu/
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OPENVERSE Achievements
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Achievements (1)
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Achievements (2)
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The Partners
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"Persistent, 3D, real-time, immersive environments, blurring the line between real and virtual, for socializing, working, learning, transacting, 
playing, and creating."
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What are Virtual Worlds?

Source: IDC, 2026
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Key highlights

• Engagement growing from 2024 to 
2025.

• Active users near 40% — real 
deployments, not pilots.

• “Plan to use” shrinking — planners 
turning into users.

• ~30% interested but not yet adopting 
— strong pipeline.

• ~20% not using — barriers: cost, 
skills, unclear value.

Takeaway: intent is converting into 
adoption.
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Market Adoption 
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Does your organization currently use or plan to use Virtual Worlds solutions?

2024 2025

Evidence of Growing Adoption and Stable Interest in Virtual Worlds Solutions

Source: IDC Emerging Technologies Survey, 2024 (Europe n=640), IDC Emerging Technologies Survey, 2025 (Europe n=370)
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Industry View
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Does your organization currently use or plan to use Virtual Worlds solutions?

Already Using Plan to Use Not Using but Interested Not Using

Key highlights

• Finance leads — 66% already using or 

planning to.

• Healthcare ties Finance on active use 

(~24%) and has the second-largest 

interested pool.

• Public Sector lags in adoption but has 

the largest interested group (~40%) — 

pipeline to unlock.

• Retail & Services shows the most 

resistance — 22% not using and not 

interested.

• Manufacturing is mid-pack today but 

plans to act (39% planning).

Adoption is broad-based, not confined to 

one sector.
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Key Technologies
Technology Deep-Dive

Key highlights

• Plan to use grew across all four technologies from 2024 to 2025.

• AR leads intent — 37% planning to use, the highest of any 

technology.

• VR jumps from 25% to 35% planning — strongest year-on-year 

gain.

• Digital Twins & MR both reach ~32% planning — steady, broad-

based momentum.

• Active use stays modest (~5–12%) — the market is still in early 

deployment.

A diversified tech foundation — backing OpenVerse's focus on 
interoperability.

Source: IDC Emerging Technologies Survey, 2024 (Europe n=640), IDC Emerging Technologies Survey, 2025 (Europe n=370)

0%

20%

40%

Already Using Plan to Use

Augmented Reality

2024 2025

0%

20%

40%

Already Using Plan to Use

Virtual Reality

2024 2025

0%

20%

40%

Already Using Plan to Use

Mixed Reality

2024 2025

0%

20%

40%

Already Using Plan to Use

Digital Twins

2024 2025

https://www.stadiem.eu/
https://www.project-assured.eu/
https://www.project-assured.eu/


open-verse.eu

open-verse.eu
|

|
© Copyright OPENVERSE 2023-2026

© Copyright OPENVERSE 2023-2026 17

Adoption Vs Maturity

Source: IDC Emerging Technologies Survey, 2025 (Europe n=370)
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At what stage is your organization with each of the following 
virtual worlds technologies

Exploration Early Pilot Broad Pilot Limited Operationalization Fully Integrated

Key highlights

• AR is the most mature — 16% fully 

integrated, ~2x the other technologies.

• Digital Twins are deployed, not scaled — 

39% operationalised, only 6% integrated.

• VR is close to scale — 35% 

operationalised, on the edge of broader 

rollout.

• MR is the least mature — 44% still in 

exploration or early pilot.

• Across all four, fewer than 1 in 6 are fully 

integrated — scaling is the next hurdle.

Europe is past experimentation — but not 

yet at scale.
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Expected Impact
Impact: Society, Business, Workforce

Key highlights

• Impact is near-term. Most organisations expect 
transformation within 2 years.

• VR moves fastest — 35% expect immediate impact.

• Digital Twins peak at 2 years (39%) — slower start, 

bigger payoff.

• VR & AR lead on societal impact — 16% and 12% — 

the human-facing technologies.

• ~78% expect workforce change in 3 years (54% 

displacement, 24% transformation).

Reskilling and ethical governance are urgent, not 
optional.

Source: IDC Emerging Technologies Survey, 2025 (Europe n=370)
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When do you believe are most likely to have a 

significant transformative impact on your 
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Which of these technologies do you believe are most 

likely to significantly change people’s lives by helping 
address current societal challenges?
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How does your organization expect emerging technologies to impact your workforce in the next 3 

years?
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Key Benefits and Drivers to Adoption
Expected Benefits

Key highlights

• Cost & efficiency is the #1 driver — 38% of 
organisations.

• Cybersecurity is the surprise #2 driver (29%) — 
trust matters.

• Quality leads benefits — process & product 
quality top the results (24% & 20%).

• People wins are real — customer satisfaction 
(20%) & employee experience (18%).

• Revenue (16%) and cost reduction (15%) confirm 
bottom-line impact.

Bought for efficiency, valued for quality and people.

Source: IDC Emerging Technologies Survey, 2025 (Europe n=370)
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Which of the following measurable results has your 

organization achieved or expects to achieve thanks 
to the implementation of Virtual Worlds 

technologies?

Key Drivers
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Key Challenges – What’s Hindering Adoption

Source: IDC Emerging Technologies Survey, 2025 (Europe n=370)
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What are the main barriers to virtual worlds adoption in your 

organization? What type of support would most effectively 

help your organization accelerate its adoption 

of virtual worlds technologies?

1
Training and upskilling programs

2
Financial incentives for tech 

adoption

3
Access to cloud-based platforms for 

experimentation
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Michael Barngrover
Managing Director, 

XR4Europe

Lukasz Porwol
Insight Centre, 

University of Galway

Lapo Fioretti
Senior Research Analyst

IDC
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Q&A
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What’s Next – the Webinar Series Continues
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Thanks for your attention

https://www.stadiem.eu/
https://www.stadiem.eu/
https://www.stadiem.eu/

	OPENVERSE | Opening
	Slide 1:  State of the market of Virtual Worlds in Europe – key Technologies and Adoption

	OPENVERSE | Content
	Slide 2: Welcome
	Slide 3: Agenda
	Slide 4: OPENVERSE
	Slide 5: OPENVERSE Objectives 
	Slide 6: Objectives (1)
	Slide 7: Objectives (2)
	Slide 8: OPENVERSE Achievements
	Slide 9: Achievements (1)
	Slide 10: Achievements (2)
	Slide 11: The Partners
	Slide 12: Key Market Trends of Virtual Worlds in Europe
	Slide 13: What are Virtual Worlds?
	Slide 14: Market Adoption 
	Slide 15: Industry View
	Slide 16: Key Technologies
	Slide 17: Adoption Vs Maturity
	Slide 18: Expected Impact
	Slide 19: Key Benefits and Drivers to Adoption
	Slide 20: Key Challenges – What’s Hindering Adoption
	Slide 21: Panel Discussion
	Slide 22: Q&A
	Slide 23: What’s Next – the Webinar Series Continues

	OPENVERSE | Ending
	Slide 24: Thanks for your attention


