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Survey participants’ profile

COUNTRIES:

Belgium (11.2%)

Germany (11.2%)

France (9.7%)

Italy (7.5%)

Netherlands (6.7%)

INDUSTRIES:

Education (60.4%)

Games/Entertainment (41.8%)

Healthcare (36.6%)

Industry (34.3%)

Enterprise (29.9%)

3D Tools (29.1%)

TIME ACTIVE IN XR 

TECHNOLOGIES:

3-5 Years (33.6%)

More than 10 years (20.9%)

5-10 years (18.7%)

1-2 years (17.9%)

PROFILE:

Entrepreneur (56%)

Member of a research Institution 

(23.1%)

Industry expert (17.2%)

Member of an educational 

institution (15.7%)



.Q.5. How would you scale the general impact of the Coronavirus 
outbreak on your business or businesses in your 
network/portfolio to date? Select only one: 

Q.6. How would you describe the COVID-19 impact on your business or 
on companies in your network/portfolio? Select all that apply:



Q.7. If negatively affected, what measures have you or 
companies in your network/portfolio taken to counter the 
crisis? Select all that apply:

Q.8. If positively affected, what measures have you or companies in 
your network/portfolio taken to optimise the opportunity? Select all 
that apply:



Q.9. Do you see any new opportunities for XR technologies as a 
result of the COVID-19 crisis? 

Q.10.  Which of the following opportunities do you expect to have an 
impact on the XR market?



Q.11. In your opinion, which of the following XR industries will 
best benefit from opportunities: 



Q.12. Which of the following XR technologies can help develop 
solutions that can best benefit from opportunities opening 
from the crisis (select up to 3): 

Q.13. Have you already participated in meetings/events taking place in a VR or AR 
environment?

N=134

N=134



Q.14. How did you experience these kinds of meetings/events? Q.17. Please select the top measures that could best help you or your 
network/portfolio companies after COVID-19.

N=134



BECOME A MEMBER TODAY


