VR Marketing Benchmarks 2026: Navigating the Mainstream Shift

Data-driven performance benchmarks contrasting hardware and software in the maturing irtual Reality industry

01. DEVICE & SITE ENGAGEMENT 03. PPC & CONVERSION: HARDWARE VS. SOFTWARE
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High engagement spikes it high
engagement spiks arivon by
‘Visual-heavy environments.

360-degree product viewers

Hardware carries a significantly
higher acquisition cost due to
longer consideration cycles, while
software benefits from lower
price-point impulse buys.
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WebVR integrations

Visual-heavy environments

92.4%

Mobile Leads

Users primarily research VR apps and accessories on
mobile devices, making a mobile-first experience
mondatory.

11.5%

Direct Headset Traffic

Native browser traffic from inside VR headsets
is growing as hardware becomes lighter and
"always-on.”

02. TRAFFIC SOURCES (Global vs. U.S.)

Global Market U.S. Market
42% 19.5%
Organic Search Paid Search
18% 21%

Social Discovery

Global Market

Globally, Organic Search
demindtes at 42%, while Social
(18%) Teais mitial awareness via
viral unboxing and gameplay elips.

04. SOCIAL MEDIA & EMAIL PERFORMANCE
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01. YOUTUBE ENGAGEMENT

9.9% ()

Rate

YouTube is the highest-performing
social platform for VR, as buyers rely
on long-term reviews before
committing to expensive hardware.
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02. WELCOME EMAIL

42.5% <

Open Rate

Exceptionally high open rates for
welcome series reflact intense
subscriber Intent and excitement
for VR content.

Software Concerts 4o Better
than Henclere

4.8%

Software Conversion Rate

1.2%

Hardware Conversion Rate

450

RDAS on Google Shopping
High average order values for headsets
ercelt tinu conversions are neened to
deliver strong retorns on sd spend.

05. THE RETENTION BATTLEGROUND

Retention is the primary challenge for 2025;
brands must focus on personalized onbcording
and community features to prove ongeing vuice.

36% Average Customer Retention

With the dondnance of subscription models
(Dreess, gaming, productivity), losing a subsonber
costs significantly more than imici abquisition.



