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A year of radical
transformation

The 2030 virtual
production industry market
forecast has grown to over

*8b

a32% increase on the
initial 10 year industry
projections from 20202
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In the wake of back to back

labor strikes, the media

and entertainment industry
experienced a decline of historic
proportions in 2023, with a 52%
decrease in production spending
compared to the previous year and
so much collateral damage that the
effects have yet to be fully tallied.

However, virtual production earnings
have bounced back, with 35% growth
inthe corporate and education sector,
while seeing a 7% decrease in production
spending in the entertainment sector, over
the same periodin 2023

Themarketis forecastedtobeatale
of two cities. As the volatile Mediaand
Entertainment market continues to stifle

investmentinthe industry, a rising number

of corporate and higher education virtual
studiosis setto be the highest growth sector
this year. With compounding disruptionand
volatile labor markets, radical transformation
is quickly approaching

The continued pace of innovationin the
productionindustry has been relentlessly
accelerating withadvancementsin
computer graphics, and new creative
workflows that are coming out so quickly
itis outpacing the market's ability to
commercialize theminto viable solutions.

Withanother looming strike onthe horizon
for M&E andinnovationsingenerative

Al continuing to redefine how contentis
created, this year is expected to be one of
the most transformative yearsin the industry
since the shiftto digitalin early 2000.
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Key insights

This executive report takes a look at the transformation and trends in the
virtual production industry for 2025 as well as key insights from the growing
community of virtual production studios around the world.



We have
reached the
tipping point
of advanced
computer
graphics.




We are at aunique momentin time where new
innovations in real-time computer graphics and
pardigm shifts in Al-powered workflows are allowing
creators to make content at super human speeds.

For years, the human brain was the greatest processor in the world, but now there is anew
species of Al in town and it’s reaching human like capabilities in almost every category of
communication, including visual communication.

Using Al as acompanionis a growing trend this year as it helps to
accelerate creative tasks for experienced artists as well as allowing

more non-technical creators to participate in the content creation -
process. With early reports suggesting that hybrid Al workflows are The teCh nOIOQV Itself
making content creation time 80% more efficient, pairing real-time doesn’t do anyth i ng
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technology like virtual production to generative Al is allowing the

creators of tomorrow to create content at the speed of thought. The artist using the
technology does.

Rob Legato
VFX Supervisor onfilms like Lion King,
Avatar and The Jungle Book

Having one brainis good, but having 100 brains is even better. E @
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Wantto
read more?

vu.network/state-of-virtual-production
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thank you.


http://www.vu.network/state-of-virtual-production

