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According to our (Global Info Research) latest study, the global VR Educational Games
market size was valued at US$ 419 million in 2025 and is forecast to a readjusted size
of US$ 866 million by 2032 with a CAGR of 11.0% during review period.

VR Educational Games are interactive virtual reality experiences designed to enhance
learning and education. By immersing users in a 3D digital environment, these games
provide a unique and engaging way to explore complex concepts, practice skills, and
solve problems. Through the use of VR technology, students can experience hands-on
learning in a safe and controlled environment, allowing for a deeper understanding and
retention of information. These games can cover a wide range of subjects, from history
and science to math and language arts, making learning more interactive, fun, and
effective.

The global VR educational game market is on a path of steady expansion. The
acceleration of technological innovation and the growing demand for innovative
educational methods are the main driving forces behind this growth.

North America has a relatively mature market. The United States, in particular, has a
large number of technology - leading companies and rich educational resources. The
acceptance of VR educational games among schools and parents is high, and the
government also provides certain policy support. As a result, North America accounted
for a significant share of the global VR educational game market in 2022.

The European market is also developing rapidly. European countries attach great
importance to educational innovation, and the high level of informatization in schools
provides a good foundation for the application of VR educational games. Moreover, with
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the support of the European Union's education - related policies, the market
demand for VR educational games is gradually increasing.

Asia-Pacific is a region with huge development potential. Countries such as China and
India have large populations and a strong demand for educational upgrades. In China,
the government's promotion of educational informatization and the continuous
improvement of consumers' acceptance of VR technology have led to a rapid increase
in the market size of VR educational games. In India, the large number of young people
and their enthusiasm for new technologies also provide broad market space for the
development of VR educational games.

The market competition is intense, with numerous companies involved. On one hand,
there are well - known global technology companies such as Google, Microsoft, and
Samsung. They have strong technical strength and rich resources, and have laid out the
VR educational game market by integrating hardware and software. On the other hand,
there are many professional game development companies and educational technology
companies, such as VictoryXR, Futuclass, and Nearpod. They focus on developing high
- quality educational game content and providing personalized educational solutions.

In order to gain a competitive advantage, companies are constantly increasing their
investment in research and development, focusing on technological innovation such as
virtual reality interaction technology and content quality improvement. They are
committed to creating more immersive, interesting, and educational game content to
meet the needs of different users.

The future VR educational game market will see a deeper integration with emerging
technologies such as 5G, artificial intelligence, and the Internet of Things. 5G
technology will enable faster data transmission and lower latency, providing a more
stable and smooth VR experience. Artificial intelligence will be used to develop
intelligent educational content that can adapt to the learning progress and
characteristics of different students. The Internet of Things will connect VR educational
games with real - world devices, enabling more diverse interactive experiences.

This report is a detailed and comprehensive analysis for global VR Educational Games
market. Both quantitative and qualitative analyses are presented by company, by region
& country, by Type and by Application. As the market is constantly changing, this report
explores the competition, supply and demand trends, as well as key factors that
contribute to its changing demands across many markets. Company profiles and
product examples of selected competitors, along with market share estimates of some
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of the selected leaders for the year 2025, are provided.
Key Features:

Global VR Educational Games market size and forecasts, in consumption value ($
Million), 2021-2032

Global VR Educational Games market size and forecasts by region and country, in
consumption value ($ Million), 2021-2032

Global VR Educational Games market size and forecasts, by Type and by Application,
in consumption value ($ Million), 2021-2032

Global VR Educational Games market shares of main players, in revenue ($ Million),
2021-2026

The Primary Objectives in This Report Are:

To determine the size of the total market opportunity of global and key countries

To assess the growth potential for VR Educational Games

To forecast future growth in each product and end-use market

To assess competitive factors affecting the marketplace
This report profiles key players in the global VR Educational Games market based on
the following parameters - company overview, revenue, gross margin, product portfolio,
geographical presence, and key developments. Key companies covered as a part of
this study include Axon Park, Immerse, Prisms VR, Talespin, Skill Prepare, Engage,

VictoryXR, Futuclass, Nearpod, Invonto, etc.

This report also provides key insights about market drivers, restraints, opportunities,
new product launches or approvals.

Market segmentation

VR Educational Games market is split by Type and by Application. For the period
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2021-2032, the growth among segments provides accurate calculations and forecasts
for Consumption Value by Type and by Application. This analysis can help you expand
your business by targeting qualified niche markets.
Market segment by Type

Early Childhood Education

Primary and Secondary Education

Higher Education

Market segment by Application
Household
School

Others

Market segment by players, this report covers

Axon Park

Immerse

Prisms VR

Talespin

Skill Prepare

Engage

VictoryXR

Futuclass
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Nearpod

Invonto

ServReality

Juego Studios

Filament Games

SpringboardVR

Embodied Games

Eon Reality

Schell Games

Kevuru Games

zSpace
Market segment by regions, regional analysis covers
North America (United States, Canada and Mexico)

Europe (Germany, France, UK, Russia, Italy and Rest of Europe)

Asia-Pacific (China, Japan, South Korea, India, Southeast Asia and Rest of Asia-
Pacific)

South America (Brazil, Rest of South America)
Middle East & Africa (Turkey, Saudi Arabia, UAE, Rest of Middle East & Africa)
The content of the study subjects, includes a total of 13 chapters:

Chapter 1, to describe VR Educational Games product scope, market overview,
market estimation caveats and base year.
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Chapter 2, to profile the top players of VR Educational Games, with revenue,
gross margin, and global market share of VR Educational Games from 2021 to
2026.

Chapter 3, the VR Educational Games competitive situation, revenue, and
global market share of top players are analyzed emphatically by landscape
contrast.

Chapter 4 and 5, to segment the market size by Type and by Application, with
consumption value and growth rate by Type, by Application, from 2021 to 2032.

Chapter 6, 7, 8, 9, and 10, to break the market size data at the country level,
with revenue and market share for key countries in the world, from 2021 to
2026.and VR Educational Games market forecast, by regions, by Type and by
Application, with consumption value, from 2027 to 2032.

Chapter 11, market dynamics, drivers, restraints, trends, Porters Five Forces
analysis.

Chapter 12, the key raw materials and key suppliers, and industry chain of VR
Educational Games.

Chapter 13, to describe VR Educational Games research findings and
conclusion.
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1 MARKET OVERVIEW

1.1 Product Overview and Scope
1.2 Market Estimation Caveats and Base Year
1.3 Classification of VR Educational Games by Type
1.3.1 Overview: Global VR Educational Games Market Size by Type: 2021 Versus
2025 Versus 2032
1.3.2 Global VR Educational Games Consumption Value Market Share by Type in
2025
1.3.3 Early Childhood Education
1.3.4 Primary and Secondary Education
1.3.5 Higher Education
1.4 Global VR Educational Games Market by Application
1.4.1 Overview: Global VR Educational Games Market Size by Application: 2021
Versus 2025 Versus 2032
1.4.2 Household
1.4.3 School
1.4.4 Others
1.5 Global VR Educational Games Market Size & Forecast
1.6 Global VR Educational Games Market Size and Forecast by Region
1.6.1 Global VR Educational Games Market Size by Region: 2021 VS 2025 VS 2032
1.6.2 Global VR Educational Games Market Size by Region, (2021-2032)
1.6.3 North America VR Educational Games Market Size and Prospect (2021-2032)
1.6.4 Europe VR Educational Games Market Size and Prospect (2021-2032)
1.6.5 Asia-Pacific VR Educational Games Market Size and Prospect (2021-2032)
1.6.6 South America VR Educational Games Market Size and Prospect (2021-2032)
1.6.7 Middle East & Africa VR Educational Games Market Size and Prospect
(2021-2032)

2 COMPANY PROFILES

2.1 Axon Park

2.1.1 Axon Park Details

2.1.2 Axon Park Major Business

2.1.3 Axon Park VR Educational Games Product and Solutions

2.1.4 Axon Park VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)
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2.1.5 Axon Park Recent Developments and Future Plans
2.2 Immerse

2.2.1 Immerse Details

2.2.2 Immerse Major Business

2.2.3 Immerse VR Educational Games Product and Solutions

2.2.4 Immerse VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.2.5 Immerse Recent Developments and Future Plans
2.3 Prisms VR

2.3.1 Prisms VR Details

2.3.2 Prisms VR Major Business

2.3.3 Prisms VR VR Educational Games Product and Solutions

2.3.4 Prisms VR VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.3.5 Prisms VR Recent Developments and Future Plans
2.4 Talespin

2.4.1 Talespin Details

2.4.2 Talespin Major Business

2.4.3 Talespin VR Educational Games Product and Solutions

2.4.4 Talespin VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.4.5 Talespin Recent Developments and Future Plans
2.5 Skill Prepare

2.5.1 Skill Prepare Details

2.5.2 Skill Prepare Major Business

2.5.3 Skill Prepare VR Educational Games Product and Solutions

2.5.4 Skill Prepare VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.5.5 Skill Prepare Recent Developments and Future Plans
2.6 Engage

2.6.1 Engage Details

2.6.2 Engage Major Business

2.6.3 Engage VR Educational Games Product and Solutions

2.6.4 Engage VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.6.5 Engage Recent Developments and Future Plans
2.7 VictoryXR

2.7.1 VictoryXR Details

2.7.2 VictoryXR Major Business
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2.7.3 VictoryXR VR Educational Games Product and Solutions

2.7.4 VictoryXR VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.7.5 VictoryXR Recent Developments and Future Plans
2.8 Futuclass

2.8.1 Futuclass Details

2.8.2 Futuclass Major Business

2.8.3 Futuclass VR Educational Games Product and Solutions

2.8.4 Futuclass VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.8.5 Futuclass Recent Developments and Future Plans
2.9 Nearpod

2.9.1 Nearpod Details

2.9.2 Nearpod Major Business

2.9.3 Nearpod VR Educational Games Product and Solutions

2.9.4 Nearpod VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.9.5 Nearpod Recent Developments and Future Plans
2.10 Invonto

2.10.1 Invonto Details

2.10.2 Invonto Major Business

2.10.3 Invonto VR Educational Games Product and Solutions

2.10.4 Invonto VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.10.5 Invonto Recent Developments and Future Plans
2.11 ServReality

2.11.1 ServReality Details

2.11.2 ServReality Major Business

2.11.3 ServReality VR Educational Games Product and Solutions

2.11.4 ServReality VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.11.5 ServReality Recent Developments and Future Plans
2.12 Juego Studios

2.12.1 Juego Studios Details

2.12.2 Juego Studios Major Business

2.12.3 Juego Studios VR Educational Games Product and Solutions

2.12.4 Juego Studios VR Educational Games Revenue, Gross Margin and Market
Share (2021-2026)

2.12.5 Juego Studios Recent Developments and Future Plans
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2.13 Filament Games

2.13.1 Filament Games Details

2.13.2 Filament Games Major Business

2.13.3 Filament Games VR Educational Games Product and Solutions

2.13.4 Filament Games VR Educational Games Revenue, Gross Margin and Market
Share (2021-2026)

2.13.5 Filament Games Recent Developments and Future Plans
2.14 SpringboardVR

2.14.1 SpringboardVR Details

2.14.2 SpringboardVR Major Business

2.14.3 SpringboardVR VR Educational Games Product and Solutions

2.14.4 SpringboardVR VR Educational Games Revenue, Gross Margin and Market
Share (2021-2026)

2.14.5 SpringboardVR Recent Developments and Future Plans
2.15 Embodied Games

2.15.1 Embodied Games Details

2.15.2 Embodied Games Major Business

2.15.3 Embodied Games VR Educational Games Product and Solutions

2.15.4 Embodied Games VR Educational Games Revenue, Gross Margin and Market
Share (2021-2026)

2.15.5 Embodied Games Recent Developments and Future Plans
2.16 Eon Reality

2.16.1 Eon Reality Details

2.16.2 Eon Reality Major Business

2.16.3 Eon Reality VR Educational Games Product and Solutions

2.16.4 Eon Reality VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.16.5 Eon Reality Recent Developments and Future Plans
2.17 Schell Games

2.17.1 Schell Games Details

2.17.2 Schell Games Major Business

2.17.3 Schell Games VR Educational Games Product and Solutions

2.17.4 Schell Games VR Educational Games Revenue, Gross Margin and Market
Share (2021-2026)

2.17.5 Schell Games Recent Developments and Future Plans
2.18 Kevuru Games

2.18.1 Kevuru Games Details

2.18.2 Kevuru Games Major Business

2.18.3 Kevuru Games VR Educational Games Product and Solutions
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2.18.4 Kevuru Games VR Educational Games Revenue, Gross Margin and Market
Share (2021-2026)

2.18.5 Kevuru Games Recent Developments and Future Plans
2.19 zSpace

2.19.1 zSpace Details

2.19.2 zSpace Major Business

2.19.3 zSpace VR Educational Games Product and Solutions

2.19.4 zSpace VR Educational Games Revenue, Gross Margin and Market Share
(2021-2026)

2.19.5 zSpace Recent Developments and Future Plans

3 MARKET COMPETITION, BY PLAYERS

3.1 Global VR Educational Games Revenue and Share by Players (2021-2026)
3.2 Market Share Analysis (2025)

3.2.1 Market Share of VR Educational Games by Company Revenue

3.2.2 Top 3 VR Educational Games Players Market Share in 2025

3.2.3 Top 6 VR Educational Games Players Market Share in 2025
3.3 VR Educational Games Market: Overall Company Footprint Analysis

3.3.1 VR Educational Games Market: Region Footprint

3.3.2 VR Educational Games Market: Company Product Type Footprint

3.3.3 VR Educational Games Market: Company Product Application Footprint
3.4 New Market Entrants and Barriers to Market Entry
3.5 Mergers, Acquisition, Agreements, and Collaborations

4 MARKET SIZE SEGMENT BY TYPE

4.1 Global VR Educational Games Consumption Value and Market Share by Type
(2021-2026)

4.2 Global VR Educational Games Market Forecast by Type (2027-2032)

5 MARKET SIZE SEGMENT BY APPLICATION

5.1 Global VR Educational Games Consumption Value Market Share by Application
(2021-2026)

5.2 Global VR Educational Games Market Forecast by Application (2027-2032)

6 NORTH AMERICA
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6.1 North America VR Educational Games Consumption Value by Type (2021-2032)
6.2 North America VR Educational Games Market Size by Application (2021-2032)
6.3 North America VR Educational Games Market Size by Country

6.3.1 North America VR Educational Games Consumption Value by Country
(2021-2032)

6.3.2 United States VR Educational Games Market Size and Forecast (2021-2032)

6.3.3 Canada VR Educational Games Market Size and Forecast (2021-2032)

6.3.4 Mexico VR Educational Games Market Size and Forecast (2021-2032)

7 EUROPE

7.1 Europe VR Educational Games Consumption Value by Type (2021-2032)
7.2 Europe VR Educational Games Consumption Value by Application (2021-2032)
7.3 Europe VR Educational Games Market Size by Country
7.3.1 Europe VR Educational Games Consumption Value by Country (2021-2032)
7.3.2 Germany VR Educational Games Market Size and Forecast (2021-2032)
7.3.3 France VR Educational Games Market Size and Forecast (2021-2032)
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