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UMA MUDANCA SIGNIFICATIVA VEM OCORRENDOQ...
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ENTENDENDO A SALA DE 2030

A QUEM PERGUNTAMOS?
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CONHECA A SALA DE 2030
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Os estudantes querem desenvolver habilidades para gerenciarem seu proprio aprendizado.







O QUE ELES PRECISAM?

APRENDIZADO
SOCIOEMOCIONAL

O futuro da aprendizagem e do trabalho € profundamente social
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The Impact of VR on Academic Performance : Beijing iBokan Wisdom Mabile Internet Technology Training Institution 2016
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Demand for Augmented Reality/Virtual Reality Headsets Expected to Rebound in 2018,
Says IDC

FRAMINGHAM, Mass., March 19, 2018 — Worldwide shipments for augmented reality (AR) and virtual
reality (VR) headsets will grow to 68.9 million units in 2022 with a five-year compound annual growth rate
(CAGR) of 52.5%, according to the latest forecast from the International Data Corporation (IDC)
Worldwide Quarterly Augmented and Virtual Reality Headset Tracker. Despite the weakness the market
experienced in 2017, IDC anticipates a return to growth in 2018 with total combined AR/VR volumes
reaching 12.4 million units, marking a year-over-year increase of 48.5% as new vendors, new use cases,
and new business models emerge.

The worldwide AR/VR headset market retreated in 2017 primarily due to a decline in shipments of
screenless VR viewers. Previous champions of this form factor stopped bundling these headsets with
smartphones and consumers have shown little interest in purchasing such headsets separately. While the
screenless VR category is waning, Lenovo's successful fourth quarter launch of the Jedi Challenges
Mirage headset—a screenless viewer for AR—showed the form factor may still have legs if paired with
the right content. Other new product launches during the quarter included the first Windows Mixed Reality
VR tethered headsets with entries from Acer, ASUS, Dell, Fujitsu, HP, Lenovo, and Samsung.



AR/VR Headset Market Share by Form Factor, 2018 and 2022

Technology Form Factor 2018* 2022
Augmented Reality | Screenless Viewer 6.7% 1.1%
Standalone HMD 2.4% 19.1%
Tethered HMD 1.0% 17.9%
Virtual Reality Screenless Viewer 34.9% 8.8%
Standalone HMD 11.7% 29.8%
Tethered HMD 43.3% 23.3%
Total 100.0% 100.0%

Source: IDC Worldwide Quarterly AR and VR Headset Tracker, March 19,
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ANALYZE THE FUTURE

Worldwide AR/VR Headset Forecast, 2017Q4
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