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Virtual Reality (VR) Metaverse Concussion Rehabilitation Market Growth Forecast: What To

Expect By 2025?

Expected to grow to $4.64

billion in 2029 at a

compound annual growth

rate (CAGR) of 30%”

The Business Research

Company

Recent years have seen a massive surge in the growth of

the virtual reality (VR) metaverse concussion rehabilitation

market, with sizes escalating exponentially. Estimates

predict an increase from a substantial $1.25 billion in 2024

to an impressive $1.63 billion in 2025, equating to a

compound annual growth rate (CAGR) of 30.3%. The

influential factors behind this historical expansion include

an increased uptake of VR technologies, heightened

demand for distanced therapy, an increased

understanding of the impacts of a concussion, growing investments in healthcare and a rise in

the utilization of immersive technology.

The market for concussion rehabilitation in the virtual reality (VR) metaverse is predicted to

experience significant expansion in the coming years, with expectations suggesting it will reach a

valuation of $4.64 billion by 2029. This growth, achieved at a compound annual growth rate

(CAGR) of 30.0%, is largely driven by factors such as greater AI integration, an increased

inclination for personalized rehabilitation, governmental financial backing, research into the

efficiency of VR, and the compatibility with an increasing number of wearable devices. Key trends

forecasted for this period include improvements in sensory feedback, the merging of telehealth

http://www.einpresswire.com


platforms, innovative developments in interactive virtual environments, the creation of hybrid

therapy models, and progression in brain-computer interface technology.

Download a free sample of the virtual reality (vr) metaverse concussion rehabilitation market

report:

https://www.thebusinessresearchcompany.com/sample.aspx?id=28353&type=smp

What Are Key Factors Driving The Demand In The Global Virtual Reality (VR) Metaverse

Concussion Rehabilitation Market?

The surge in sports-related injuries is slated to drive the growth of the VR metaverse concussion

rehabilitation market. These injuries, commonly caused during athletics and exercise, often

impact the muscles, bones, and joints. The rise in sports injuries can be attributed to escalated

participation in high-intensity and competitive sports activities. The VR metaverse concussion

rehabilitation is utilized in these cases to present cognitive and physical therapy in an immersive

environment, which aids faster healing and informed decision making for a safe return to play.

For example, in 2022, the National Safety Council, a nonprofit public service organization based

in the US, reported a 17% increase in sports and recreational injuries in 2023, which rose further

in 2024. Consequently, the growing occurrence of sports-related injuries is fueling the VR

metaverse concussion rehabilitation market.

Who Are The Leading Players In The Virtual Reality (VR) Metaverse Concussion Rehabilitation

Market?

Major players in the Virtual Reality (VR) Metaverse Concussion Rehabilitation Global Market

Report 2025 include:

• MindMaze SA

• Oculus Health Inc.

• XRHealth Inc.

• Cureosity GmbH

• AppliedVR Inc.

• Takeaway Reality Ltd.

• Mieron VR Inc.

• Virtualis Sàrl

• Rehametrics S.L.

• TechVillage Technologies Pvt. Ltd.

What Are The Upcoming Trends Of Virtual Reality (VR) Metaverse Concussion Rehabilitation

Market In The Globe?

Key players in the virtual reality (VR) metaverse concussion rehabilitation industry are harnessing

the power of innovation with a focus on technology like gamified neuro-rehabilitation. This

approach is part of their strategy to improve patient involvement, expedite recovery results, and

provide distance-based therapy options. Gamified neuro-rehabilitation involves incorporating

gaming components and interactive VR setups that make neurological recovery exercises more

appealing and efficient for patients. For instance, XRHealth Inc., a healthcare establishment

https://www.thebusinessresearchcompany.com/sample.aspx?id=28353&amp;type=smp


based in the US, disclosed in September 2022 that it has incorporated NeuroReality's cognitive

training utilities into its virtual clinics. This move further enriched its telehealth platform with

immersive VR neuro-rehabilitation experiences. Koji’s Quest, the standout product of

NeuroReality, is a VR intervention resembling a game and is tailored to aid patients recuperating

from stroke, post-concussion syndrome, and cerebral damages. It enhances cognitive

capabilities like focus, memory, and executive skills via personalized activities grounded in the

concept of neuroplasticity.

Analysis Of Major Segments Driving The Virtual Reality (VR) Metaverse Concussion Rehabilitation

Market Growth

The virtual reality (VR) metaverse concussion rehabilitation market covered in this report is

segmented as

1) By Component: Hardware, Software, Services

2) By Deployment Mode: On-Premises, Cloud-Based

3) By Therapy Type: Physical Therapy, Cognitive Therapy, Occupational Therapy, Speech Therapy,

Other Therapy Types

4) By End-User: Hospitals And Clinics, Rehabilitation Centers, Homecare Settings, Other End-

User

Subsegment:

1) By Hardware: Virtual Reality (VR) Headsets, Motion Sensors And Trackers, Controllers And

Haptics Devices, Cameras And Wearables, Computing Devices

2) By Software: Therapy And Rehabilitation Software, Cognitive Training Programs, Balance And

Motor Skills Training Software, Speech And Occupational Therapy Software, Cloud-Based Virtual

Reality (VR) Platforms

3) By Services: Deployment And Integration Services, Training And Education Services, Support

And Maintenance Services, Tele-rehabilitation And Remote Monitoring Services, Customization

And Consulting Services

View the full virtual reality (vr) metaverse concussion rehabilitation market report:

https://www.thebusinessresearchcompany.com/report/virtual-reality-vr-metaverse-concussion-

rehabilitation-global-market-report

Which Region Is Expected To Lead The Virtual Reality (VR) Metaverse Concussion Rehabilitation

Market By 2025?

In 2024, North America held the top spot in the global market for virtual reality (VR) metaverse

concussion rehabilitation. It is expected to maintain an upward trajectory. The report that

elaborates on this also assesses the VR metaverse concussion rehabilitation markets in other

regions including Asia-Pacific, Western Europe, Eastern Europe, South America, Middle East, and

Africa.

Browse Through More Reports Similar to the Global Virtual Reality (VR) Metaverse Concussion

https://www.thebusinessresearchcompany.com/report/virtual-reality-vr-metaverse-concussion-rehabilitation-global-market-report
https://www.thebusinessresearchcompany.com/report/virtual-reality-vr-metaverse-concussion-rehabilitation-global-market-report


Rehabilitation Market 2025, By The Business Research Company

Virtual Rehabilitation Global Market Report 2025

https://www.thebusinessresearchcompany.com/report/virtual-rehabilitation-global-market-

report

Virtual Reality Vr In Medical Simulation Global Market Report 2025

https://www.thebusinessresearchcompany.com/report/virtual-reality-vr-in-medical-simulation-

global-market-report

Traumatic Brain Injury Global Market Report 2025

https://www.thebusinessresearchcompany.com/report/traumatic-brain-injury-global-market-

report

Speak With Our Expert:

Saumya Sahay

Americas +1 310-496-7795

Asia +44 7882 955267 & +91 8897263534

Europe +44 7882 955267

Email: saumyas@tbrc.info

The Business Research Company - www.thebusinessresearchcompany.com

Follow Us On:

• LinkedIn: https://in.linkedin.com/company/the-business-research-company"

Oliver Guirdham

The Business Research Company

+44 7882 955267

info@tbrc.info

Visit us on social media:

LinkedIn

Facebook

X

This press release can be viewed online at: https://www.einpresswire.com/article/858046601

EIN Presswire's priority is source transparency. We do not allow opaque clients, and our editors

try to be careful about weeding out false and misleading content. As a user, if you see something

we have missed, please do bring it to our attention. Your help is welcome. EIN Presswire,

Everyone's Internet News Presswire™, tries to define some of the boundaries that are reasonable

in today's world. Please see our Editorial Guidelines for more information.

© 1995-2025 Newsmatics Inc. All Right Reserved.

https://www.thebusinessresearchcompany.com/
https://www.thebusinessresearchcompany.com/report/virtual-rehabilitation-global-market-report
https://www.thebusinessresearchcompany.com/report/virtual-rehabilitation-global-market-report
https://www.thebusinessresearchcompany.com/report/virtual-reality-vr-in-medical-simulation-global-market-report
https://www.thebusinessresearchcompany.com/report/virtual-reality-vr-in-medical-simulation-global-market-report
https://www.thebusinessresearchcompany.com/report/traumatic-brain-injury-global-market-report
https://www.thebusinessresearchcompany.com/report/traumatic-brain-injury-global-market-report
http://www.thebusinessresearchcompany.com
https://in.linkedin.com/company/the-business-research-company
https://www.linkedin.com/company/the-business-research-company/
https://www.facebook.com/TheBusinessResearchCompany/
https://twitter.com/tbrc_info
https://www.einpresswire.com/article/858046601
https://www.einpresswire.com/editorial-guidelines

