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billion in 2030. Within the broader

Information Technology industry,

which is expected to be $12,711 billion

by 2030, the Virtual Reality In

Education market is estimated to account for nearly 1% of the total market value.

Which Will Be the Biggest Region in the Virtual Reality In Education Market in 2030

The Business Research

Company’s Virtual Reality in

Education Global Market

Report 2026 - Market Size,

Trends, And Global Forecast

2026-2035”

The Business Research

Company

North America will be the largest region in the virtual

reality in education market in 2030, valued at $25,298

million. The market is expected to grow from $8,210

million in 2025 at a compound annual growth rate (CAGR)

of 25%. The exponential growth can be attributed to the

increasing focus on STEM education programs, increasing

specialized programs and curricula and increasing merger

and acquisitions.

Which Will Be The Largest Country In The Virtual Reality In

Education Market In 2030?

The USA will be the largest country in the virtual reality in education market in 2030, valued at

$22,976 million. The market is expected to grow from $7,372 million in 2025 at a compound

annual growth rate (CAGR) of 26%. The exponential growth can be attributed to the increasing

focus on STEM education programs and increasing specialized programs and curricula.

http://www.einpresswire.com
https://www.thebusinessresearchcompany.com/report/virtual-reality-in-education-global-market-report?utm_source=EINPresswire&amp;utm_medium=Paid&amp;utm_campaign=Mar_PR
https://www.thebusinessresearchcompany.com/report/virtual-reality-in-education-global-market-report?utm_source=EINPresswire&amp;utm_medium=Paid&amp;utm_campaign=Mar_PR


Virtual Reality In Education Market Trends

Virtual Reality In Education Market Forecast
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What will be Largest Segment in the

Virtual Reality In Education Market in

2030?

The virtual reality in education market

is by component into hardware,

software and solutions. The hardware

market will be the largest segment of

the virtual reality in education market

segmented by component, accounting

for 43% or $31,819 million of the total

in 2030. The hardware market will be

supported by increasing adoption of

affordable VR (virtual reality) headsets

by schools and universities, rising

demand for high-performance sensors

and motion-tracking devices that

enhance immersive learning, growing

investments in classroom digital infrastructure, expanding availability of standalone wireless VR

devices, advancements in haptic feedback technologies enabling realistic simulations, wider

commercial availability of lightweight headsets improving comfort for students and increasing

government and private-sector funding for immersive science, technology, engineering and

mathematics (STEM) labs.

The virtual reality in education market is segmented by deployment into cloud and on-premises.

The cloud market will be the largest segment of virtual reality in education market segmented by

deployment, accounting for 80% or $59,358 million of the total in 2030. The cloud market will be

supported by increasing preference for remotely accessible VR content libraries, rising adoption

of cloud-hosted VR learning platforms requiring low on-device storage, reduced deployment and

maintenance costs for educational institutions, seamless content updates and scalability, rising

use of cloud-based analytics for monitoring learning outcomes, global expansion of high-speed

internet improving VR streaming quality and growing adoption of cloud-based collaboration

tools enabling multi-user virtual classrooms.

The virtual reality in education market is segmented by application into residential, academic

and training institutions and other applications. The residential market will be the largest
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segment of the virtual reality in education market segmented by application, accounting for 72%

or $53,411 million of the total in 2030. The residential market will be supported by growing

popularity of home-based VR learning among students, expansion of consumer-grade VR

devices and affordable subscriptions, rising interest in gamified educational VR apps, increasing

adoption of VR for homeschooling and supplemental learning, growing awareness of VR-based

skill development programs, availability of immersive language-learning and STEM modules for

personal use and rising preference for flexible remote learning tools.

What is the expected CAGR for the Virtual Reality In Education Market leading up to 2030?

The expected CAGR for the virtual reality in education market leading up to 2030 is 27%.

What Will Be The Growth Driving Factors In The Virtual Reality In Education Market In The

Forecast Period?

The rapid growth of the global virtual reality in education market leading up to 2030 will be

driven by the following key factors that are expected to reshape learning delivery and student

engagement across academic and training environments worldwide.

Focus On STEM Education Programs - Focus on science, technology, engineering and

mathematics (STEM) education programs is expected to be a key driver of the growth of the

virtual reality in education market in the forecast period. As schools, universities and training

institutions prioritize science, technology, engineering and mathematics skills, VR will emerge as

a powerful instructional tool that can bridge the gap between theoretical learning and practical

application. Many STEM topics involve abstract, technical, or hazardous concepts that are

difficult to visualize or replicate in traditional classroom settings. VR enables immersive

experimentation, 3D visualization and interactive simulations that enhance comprehension of

complex principles while reducing dependence on expensive laboratory equipment or physical

resources. This alignment between STEM education needs and VR’s inherent strengths will

encourage institutions to adopt VR-based labs and experiential modules as part of their core

curriculum. As a result, focus on science, technology, engineering and mathematics (STEM)

education programs is anticipated to contributing to a 1.5% annual growth in the market.

Growing Demand For Personalized Learning - The growing demand for personalized learning will

propel the growth of the virtual reality in education market. VR’s ability to deliver adaptive

learning pathways, real-time feedback and highly customizable experiences makes it well-suited

for modern pedagogical models that prioritize learner autonomy and differentiated instruction.

Through immersive environments, students can progress at their own pace, repeat tasks until

mastery and receive contextual support, creating deeper engagement and more meaningful

learning outcomes. Educators benefit from analytics-driven insights that help them monitor

performance, identify gaps and personalize intervention strategies more effectively.

Consequently, growing demand for personalized learning is projected to contributing to a 1.0%

annual growth in the market.

Rising Internet And Smartphone Penetration - The rising internet and smartphone penetration
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will propel the growth of the virtual reality in education market. As more households, schools

and training centers gain stable connectivity, VR solutions become easier to deploy, update and

scale, especially when delivered through cloud-based platforms or mobile-powered headsets.

Enhanced internet penetration also supports the integration of real-time collaboration features,

interactive content streaming and device management systems, improving the usability and

reach of virtual learning environments. Furthermore, stronger digital infrastructure creates

opportunities for low-cost VR experiences using mobile VR devices, which can expand adoption

beyond affluent institutions to more diverse regions and communities. Therefore, rising internet

and smartphone penetration is projected to contributing to a 0.8% annual growth in the

market.

Increase In Specialized Programs And Curricula - The increase in specialized programs and

curricula is expected to be a key driver of the growth of the virtual reality in education market in

the forecast period. These programs often require learners to acquire practical competencies,

perform technical procedures, or experience industry-specific environments that are difficult to

replicate physically due to cost, safety, or accessibility limitations. VR enables institutions to

incorporate realistic simulations, scenario-based training and virtual practice modules that

mirror real-world tasks, making specialized programs more effective, scalable and accessible. As

labor markets evolve and demand rises for job-ready graduates with applied skills, educational

institutions will increasingly integrate VR to enrich their specialized curricula and differentiate

their offerings. Consequently, increase in specialized programs and curricula is projected to

contributing to a 0.5% annual growth in the market.

Access the detailed Virtual Reality In Education Market report here:

https://www.thebusinessresearchcompany.com/report/virtual-reality-in-education-global-

market-report?utm_source=EINPresswire&utm_medium=Paid&utm_campaign=Mar_PR

What Are The Key Growth Opportunities In The Virtual Reality In Education Market in 2030?

The most significant growth opportunities are anticipated in the cloud-based virtual reality in

education market, the virtual reality in education for residential market and the virtual reality

education hardware market. Collectively, these segments are projected to contribute over $104

billion in market value by 2030, rising demand for scalable immersive learning, institutional

deployment of VR hardware and platforms, and increasing need for localized curriculum-aligned

content and teacher enablement. This momentum reflects the accelerating shift toward

immersive digital learning environments, where strong platform ecosystems, strategic

acquisitions, and differentiated education-focused content and services are expected to unlock

large-scale adoption across schools, universities, and vocational training institutions, fueling

transformative growth within the broader virtual reality in education industry.

The cloud-based virtual reality in education market is projected to grow by $44,701 million, the

residential virtual reality in education market by $38,415 million, and the virtual reality in

education hardware market by $20,517 million over the next five years from 2025 to 2030.

The Business Research Company (www.thebusinessresearchcompany.com) is a leading market
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intelligence firm renowned for its expertise in company, market, and consumer research. We

have published over 17,500 reports across 27 industries and 60+ geographies. Our research is

powered by 1,500,000 datasets, extensive secondary research, and exclusive insights from

interviews with industry leaders.

We provide continuous and custom research services, offering a range of specialized packages

tailored to your needs, including Market Entry Research Package, Competitor Tracking Package,

Supplier & Distributor Package and much more

Disclaimer: Please note that the findings, conclusions and recommendations that TBRC Business

Research Pvt Ltd delivers are based on information gathered in good faith from both primary

and secondary sources, whose accuracy we are not always in a position to guarantee. As such

TBRC Business Research Pvt Ltd can accept no liability whatever for actions taken based on any

information that may subsequently prove to be incorrect. Analysis and findings included in TBRC

reports and presentations are our estimates, opinions and are not intended as statements of

fact or investment guidance.
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