ﬁPREsswiRE

Enhanced Virtual Experiences Transform
Learner Engagement and Retention: Key
Trend in 2025 E-Learning VR Market

The Business Research Company's E-
Learning Virtual Reality Global Market
Report 2025 - Market Size, Trends, And

Global Forecast 2025-2034 T h e B U Si Ness

Research Company
LONDON, GREATER LONDON, UNITED

KINGDOM, May 27, 2025 E-Learning Virtual Reality Global Market Report 2025

/EINPresswire.com/ -- What Is The

Current Market Status Of The E-

Learning Virtual Reality Industry?

The e-learning virtual reality market size has grown exponentially in recent years. It will grow

from $6.38 billion in 2024 to $7.83 billion in 2025 at a compound annual growth rate CAGR of

22.7%. The growth in the historic period can be attributed to increasing internet penetration, a
rise in digital education platforms, rising demand for

“ immersive learning, adoption of advanced learning

technologies, and increasing focus on personalized

education.

The Business Research
Company'’s Latest Report
Explores Market Driver, ' '
Trends, Regional Insights - What Can We Expect For The Future Of This E-Learning
Market Sizing & Forecasts Virtual ReaI!ty M'arket? ' o

Through 2034” The e-learnlng wrtugl reality market size is expected to see
exponential growth in the next few years. It will grow to
$17.60 billion in 2029 at a compound annual growth rate
CAGR of 22.4%. The growth in the forecast period can be

The Business Research
Company

attributed to the increasing integration of Al in VR learning, the rise in remote education trends,
the rising investment in edtech startups, the adoption of 5G technology, and the increasing
demand for experiential learning. Major trends in the forecast period include advancement in VR
content creation tools, advanced gamification techniques in learning, innovations in interactive
learning modules, integration of biometric feedback in VR training, and integration of cloud-
based VR platforms.

Get Your Free Sample Market Report:


http://www.einpresswire.com

https://www.thebusinessresearchcompany.com/sample.aspx?id=23387&type=smp

What Are The Key Drivers That Are Boosting The E-Learning Virtual Reality Market Growth?

The increasing adoption of collaborative learning and remote education is expected to boost the
growth of the e-learning virtual reality market. Collaborative learning involves interactive group-
based education that encourages teamwork and knowledge sharing, while remote education
enables students to access learning resources from anywhere. The rising popularity of
collaborative and remote learning is driven by improved internet connectivity and a growing
demand for flexible education solutions. E-learning virtual reality enhances collaborative
learning and remote education by creating immersive, interactive environments that foster real-
time engagement and teamwork, making digital learning more effective and connected.

Which Major Companies Are Leading The E-Learning Virtual Reality Market?

Major companies operating in the e-learning virtual reality market are Google LLC, Lenovo
Group Limited, Accenture plc, Cisco Systems Inc., Axon Enterprise Inc. AXON, Labster ApS,
Nearpod Inc., EON Reality Inc., zSpace Inc., Strivr Labs Inc., Interplay Learning Inc., Talespin
Reality Labs Inc., SQLearn S.A., Immerse Learning Limited, Prisms of Reality Inc., ThingLink Oy,
VictoryXR Inc., Lifelige Inc., Unimersiv, 360 Immersive LLC, GIGXR Inc., VirtualSpeech Ltd, Warp VR
B.V.

Order Your Report Now For A Swift Delivery:

https://www.thebusinessresearchcompany.com/report/e-learning-virtual-reality-global-market-
report

How Is The E-Learning Virtual Reality Market Evolving, And What Are The Emerging Trends?
Major companies operating in the e-learning virtual reality market are focusing on innovation,
such as the next-gen Snapdragon XR2 Gen 2 chipsets, to enhance immersive learning
experiences by delivering higher processing power, improved graphics, and advanced Al
capabilities. The next-gen Snapdragon XR2 Gen 2 chipset is a high-performance XR processor
offering 2x GPU power and advanced Al, enabling immersive and interactive e-learning
experiences. For instance, in September 2023, Meta, a US-based technology company,
introduced its Quest 3 VR headset with improved visual clarity, spatial audio, and advanced
hand-tracking capabilities. This innovation enables students to interact with 3D models,
participate in realistic simulations, and engage in collaborative learning experiences, thereby
improving student engagement, knowledge retention, and accessibility in virtual learning
environments.

How Is The E-Learning Virtual Reality Market Segmented?
The e-learning virtual reality market covered in this report is segmented as follows:

By Component: Hardware, Software

By Technology: Non- Immersive, Fully Immersive

By Deployment Mode: On-Premises, Cloud

By End-User: Academic Institutions, Corporate Training, Government and Defense, Other End-
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Users
Sub Segments:

By Hardware: VR Headsets, VR Gloves, Motion Tracking Devices, Haptic Devices, Input Devices,
Audio Devices

By Software: VR Content Creation Software, VR Learning Management Systems LMS, Simulation
Software, Immersive Courseware Platforms, Authoring Tools, Gamification Software

In Which Regions Is The E-Learning Virtual Reality Market Thriving?

North America was the largest region in the e-learning virtual reality market in 2024. The regions
covered in the e-learning virtual reality market report are Asia-Pacific, Western Europe, Eastern
Europe, North America, South America, Middle East, Africa.
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About The Business Research Company
Learn More About The Business Research Company. With over 15000+ reports from 27

industries covering 60+ geographies, The Business Research Company has built a reputation for
offering comprehensive, data-rich research and insights. Armed with 1,500,000 datasets, the
optimistic contribution of in-depth secondary research, and unique insights from industry
leaders, you can get the information you need to stay ahead in the game.

Contact us at:

The Business Research Company: https://www.thebusinessresearchcompany.com/
Americas +1 3156230293

Asia +44 2071930708
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YouTube: https://www.youtube.com/channel/UC24 flOrV8cR5DxICpgmyFQ
Global Market Model: https://www.thebusinessresearchcompany.com/global-market-model
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