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Key Recommendations
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practices specific to XR and immersive experiences
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for experimentation
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Lab have identified several recommendations to overcome these challenges:
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Connect R&D efforts with real-world distribution practices
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between R&D and market needs

Exploration and transfer of knowledge from other sectors, 
such as film or digital media, to support distribution and 
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resource allocation across different stakeholders, 
giving space not just to outcome-driven priorities, 
but also experiment and innovation-based activities
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to create a more balanced financial ecosystem
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connectors, with a focus on infrastructures for 
collaboration and knowledge production and sharing.
These services should be geared toward the needs 
of small-scale immersive media actors 

Create framework guidelines that enable better 
collaboration in cross-border and cross-sector 
knowledge sharing platforms

Encourage formation of industry-wide networks and 
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Include end users and target audience of XR in its 
design and showcase the value of immersive media 
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Develop a European cohesive vision and 
strategy for immersive media addressing 
sectoral fragmentation, cutting across 
cultural, innovation, entrepreneurial 
and educational domains.

Prototype new distribution models to identify 
scalable approaches for immersive
technologiesCoordinate funding strategies, such as 

investment pooling mechanisms for more 
effective multi-level funding partnerships 
between national authorities, 
EU institutions and private investors

Coordinate funding strategies, such as 
investment pooling mechanisms for more 
effective multi-level funding partnerships 
between national authorities, 
EU institutions and private investors
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 Identify stakeholders who are not part of existing 
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facilitate collaboration and bridge knowledge 
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Micro-credential programmes supporting 
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and shared understanding between stakeholders 
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Support non-formal learning opportunities, mentoring, 
job shadowing, and matchmaking to facilitate 
knowledge transfer and stimulate better market 
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These organisations should also provide networking
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Introduce entry-level funding schemes tailored for 
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interdisciplinary collaboration between creatives 
and XR specialists and allocate resources for 
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Implement both experiment-based results 
funding as well as outcome-driven funding to 
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Map available resources, networks, and 
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funding mechanisms with key cultural agencies, 
such as arts councils, as well as final users of XR to 
raise awareness of XR technologies, secure 
financial commitments addressing specific barrier 
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Support & establish shared spaces such 
as incubators and accelerators where 
creative professionals and technologists 
can collaborate & find resources 

Invest in intermediary organisations 
(e.g. RTO, labs) to act as connectors 
across the XR value chain, mapping 
available resources, networks & 
infrastructures, and support the creation 
of cross-border consortia

Facilitate structured dialogues and develop
 funding mechanisms with key cultural
agencies, such as arts councils, as well as 
final users of XR to raise awareness of XR
technologies, secure financial commitments 
addressing specific barrier entries

Life-long learning and knowledge transfer to support 
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awareness about XR potential and embed XR 
education and advocacy efforts into cultural 
programmes, festivals, and EU exchange initiatives
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immersive sector by supporting existing educational 
programmes which address skills, such as STEM 
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in the domain of XR

Open access to digital literacy and XR training, ensuring 
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with global technology providers

Targeted education and training for creators 
and developers to address gap in education
system regarding XR technologies

Foster local talent retention by creating policies 
aimed at retaining XR talent through
localised career development programmes

Foster access to educational resources and 
avoid fragmentation by developing a shared
repository of resources, such as knowledge, 
best practices etc.
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Introduction 1
Immersive Media 
as an emerging sector 
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2.1 DEFINITION AND SCOPE

Immersive technologies are transforming the ways 
people can interact with media. As a result, new, 
immersive experiences have the ability to deeply 
engage users in filmed, photographed, synthetic, or 
blended environments, creating a sense of realism 
and giving them the feeling of actually being present 
within the experience—commonly referred to as the 
sensation of "being there”.2 In this context, immersive 
media emerged as a new term and refers to media 
experiences that transcend traditional forms,  
allowing users to engage with content in a 
multi-dimensional environment by integrating 
reality with advanced technologies.

Key technologies driving the adoption of immersive 
media include Virtual Reality (VR), Augmented 
Reality (AR), and Mixed Reality (MR). Virtual reality is 
a three-dimensional synthetic digital environment 
that surrounds a user and responds to an individual’s 
actions through immersive head-mounted displays as 
defined by Gartner3.  Augmented reality has a 
real-world element that makes it different from virtual 
reality. It can be best understood as the real-time use 
of information in the form of text, graphics, audio and 
other virtual enhancements integrated with real-world 
objects4 . Extended Reality (XR) encompasses all 
these spectrums and blend the physical and digital 
worlds. 
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EU policies and initiatives 
(Media & Audiovisual Action Plan, 
Horizon Europe, Digital Europe, 
EIT KIC) aim to support 
innovation, collaboration, 
and scalability.

Immersive technologies are transforming the ways 
people can interact with media. Their current 
maturation leads their growing integration into various 
facets of society and the economy. Cultural and 
Creative Industries (CCIs) play a major role in adopting 
and advancing immersive technologies. Their 
adoption promises benefits for industries such as film, 
music or performing arts, but also for museums and 
cultural heritage organisations. With a growing global 
market, the role of European CCI actors advancing 
and adopting immersive technologies can lead to 
significant benefits for the European Union. To do so, 
however, requires overcoming technological and 
structural challenges through policy initiatives.

How policy, in particular research and innovation 
policies, can support the CCIs in developing and 
using immersive technologies was the subject of an 
ekip Policy Lab on the topic “Immersive Media: 
Reimagining distribution models for immersive 
experience”.1 The objective of the ekip Policy Lab 
was to discuss the key challenges facing Europe’s 
immersive sector at the moment. The ekip Policy 
Lab’s outcome was in the form of EU policy 
recommendations for Immersive Media in CCIs, 
which are reported in this document. This document 
summarises key policy problems and opportunities, 
offering pathways to foster innovation policies that 
harness the potential of Immersive Media (Chapter 2). 
It also formulates a preliminary policy vision (Chapter 
3) and maps existing policies and projects at EU and 
national level (Chapter 4). Based on the identification 
of current challenges in three key areas (Chapter 5), 
the final policy recommendations are presented 
(Chapter 6)..
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2.2 BACKGROUND AND HISTORY 

The policy challenges associated with immersive 
media have gained increasing prominence within the 
European Union (EU) over the past few decades. 
While the conceptual and technological foundations 
of immersive media have been explored since the 
mid-20th century, it is only in recent years that these 
advancements have called for comprehensive policy 
responses. This evolution reflects the maturation of 
immersive technologies and their growing 
integration into various facets of society and the 
economy. The genesis of immersive media can be 
traced back to imaginative works of fiction and 
pioneering technological experiments. From Stanley 
G. Weinbaum’s 1935 short story "Pygmalion’s 
Spectacles"5 to Ivan Sutherland’s6 seminal 1965 essay 
"The Ultimate Display"7 , the vision of immersive 
environments captured the public imagination and 
laid the theoretical groundwork for future 
developments. Although the fundamental concepts 
of virtual reality emerged in the 1960s, significant 
progress remained incremental until recent 
breakthroughs in graphics hardware, interaction 
devices, and increased computer performance and 
storage capabilities converged with rising demand, 
making immersive VR interfaces feasible and 
mainstream today. Despite the early conceptualisation, 
immersive media technologies remained largely 
experimental and confined to niche applications, 
such as military training simulations and specialised 
industrial tools, throughout much of the 20th century. 

As VR technology progressed into the 1990s and 
early 2000s, commercial interests began to shape the 
policy landscape. During this period, policies evolved 
to address data privacy and security concerns as VR 
devices increasingly collected user data to enhance 
immersive experiences. Regulatory frameworks were 
developed to protect consumers from potential 
harms associated with VR usage, including the 
establishment of safety standards for VR hardware 
and guidelines to prevent misleading marketing 
practices. Additionally, the decline in VR interest 
during the early 2000s, marked by the failure of 
several commercial ventures, underscored the need 
for policies that could support sustainable growth 
and innovation in the VR sector. Moreover, modern 
VR applications extend far beyond gaming, 
encompassing critical areas such as healthcare, 
education, manufacturing, and remote work. This 
expansion has resurged the need for policies 
safeguarding user privacy and data security and 
addressing ethical considerations related to content 
creation, user interaction, and the psychological 
impacts of prolonged VR use. While the EU 
technology regulations are anticipated to be pivotal in 
developing next-generation virtual worlds, 

The EU is actively regulating technologies anticipated 
to be pivotal in developing next-generation virtual 
worlds through initiatives such as the AI Act, Digital 
Services Act, and Digital Markets Act, alongside the 
Data Act and Data Governance Act, among other 
policy measures.

2.3 TRENDS

Immersive media is set to transform the 
entertainment industry, offering significant revenue 
potential and reshaping consumer experiences. 
Younger audiences are gravitating toward interactive, 
"lean-in" environments, and technological 
advancements like 5G are accelerating the adoption 
of these platforms, which promise new revenue 
streams through subscriptions, in-experience 
purchases, and targeted advertising8. Insights from 
social listening conducted by Nextatlas highlights five 
key trends shaping the future of immersive 
technologies, underscoring their potential and 
challenges as they become integral to daily life.

The creative world is embracing VR and AR as tools 
for artistic expression, with artists creating innovative 
works, such as VR-sculpted pieces and 3D digital 
displays. However, the accessibility of such virtual 
experiences remains an issue, as there remains a gap 
between creators and audiences in the adoption of 
these virtual spaces. Efforts in learning and exhibition 
spaces have been bridging this accessibility gap in 
recent years. The gaming industry offers significant 
potential for this trend, with many mobile games 
already integrating metaverse elements, offering 
users an accessible and familiar environment. Central 
and Eastern Europe are particularly active in 
discussions around this trend.

Next, as immersive experiences are becoming 
increasingly integral in CCI, more and more attention 
is paid to the design and technology of VR, AR and 
XR, with a focus on seamlessly integrating virtual and 
real-world realms. Adaptive tools replicating 
real-world sensory inputs like touch and smell create 
natural, immersive environments, significantly 
impacting industries where user interaction is central, 
such as gaming, architecture, and visual arts. Eastern 
and Central European countries are especially 
engaged in conversations around this trend.
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 Challenges include skills shortages,
 high costs, accessibility issues,
 fragmented ecosystems, 
and distribution barriers.
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In book publishing, XR allows new ways to engage 
the reader beyond the book by offering an 
immersive reading experience. The future digital 
reader might not want only to read a simple book11. 
They want to be part of the story. Applying AI on 
e-books has the potential to allow the readers to 
listen to voices while reading, to view the places in a 
film like setting and to interact with the story in a 
multitude of ways. This technology can support 
children to learn how to read but it also aids persons 
with a print disability to read and therefore improves 
their reading experience (for example, the audio can 
ease the burden of going through the same 
paragraph several times). Inkitt is a Berlin-based 
software company that offers a crowdsourced 
publishing platform and uses computer algorithms to 
predict book success based on reader behaviour. 
Their idea is simple: authors can post their 
manuscripts, readers can read them for free for a 
limited amount of time, Inkitt AI-powered tools 
analyse these user data and based on this direct 
reader feedback, the best-performing books will be 
further promoted (and their authors receive a 
publishing deal).

As part of news media, the integration of XR into 
Social Media (SoMe) platforms is another 
transformative trend. XR technologies enable the 
creation of virtual social spaces where users can 
interact with each other in ways that feel more natural 
and engaging than traditional text or video-based 
communication. For instance, platforms could evolve 
to support virtual gatherings where avatars represent 
users meet and interact in digital environments that 
replicate or enhance real-world settings. This 
represents a significant shift from the current model 
of social media, which is mainly two-dimensional and 
often impersonal, to a more immersive and personal 
form of digital interaction. 

Linked to fashion and retail, the most relevant 
applications mainly exploit the possibilities offered by 
AR. Generally displaying more potential than VR, AR is 
applied primarily in customer care, advertising and 
marketing. Customers can use VR/AR applications to 
browse a store’s content without physically visiting its 
facilities, try out clothes and other articles from home, 
and even see what a certain piece of furniture would 
look like in a room.

The potential of XR technologies is being explored by 
players such as the ARTE, Venice Film Festival, and 
Centre National du Cinema. Europe also benefits from 
skilled workers specialised in 3D modelling and VR 
animation. VR and AR content also have the potential 
to trigger innovations in other industrial sectors, such 
as manufacturing, product development and helping 
creative industries such as fashion and architecture 
develop new business models, make waste reduction 
more efficient, and enhance customers’ experience 12. 
However, the European VR/AR sector suffers from 
fragmentation across sectors, players, and applications. 

2.4.2 Policy challenges

Integrating extended reality into cultural and creative 
industries (CCIs) comes with challenges such as the 
need for highly specialized skills, prohibitive 
development costs, and accessibility concerns, which 
must be addressed to fully harness its potential. 
Additionally, for XR technologies to gain widespread 
traction, affordable and user-friendly hardware 
solutions are essential. A shift in mentality is 
therefore necessary on the demand side and will be 
crucial for XR’s growth, and by extension, the CCIs 
sectors that revolve around it.

When it comes to the XR hardware landscape, 
significant technological challenges exist, such as 
vendor lock-in and the conflict between open and 
proprietary systems. Current limitations in hardware 
diversity and compatibility hinder consumer adoption, 
with key players like Meta, Apple, and Sony using 
proprietary platforms. Furthermore, technological 
constraints like the availability of 5G infrastructure, 
necessary for rapid data transmission, also slow down 
XR’s industrial scaling. And as technology progresses, 
Europe and the broader global market face pressing 
skill gaps, shortages, and mismatches, especially in 
immersive media—a field where SMEs, despite their 
dynamism, often lack the funding needed to thrive. 
This phenomenon is even more exacerbated on the 
market of immersive media and as technology grows. 
Moreover, the composition of the ecosystem is 
dominated by the small size of businesses, especially 
SMEs, which lack funding for startups. Other 
challenges relate to privacy and security concerns 
associated with XR devices, which are hindering the 
adoption of XR as well as health and wellbeing issues.

Beyond the technology developments themselves, 
the creation and production of content, one of the 
main obstacles to widespread XR adoption lies in 
distribution models of immersive production. 

For immersive productions to thrive, they must be 
accessible to more actors within specific CCI 
sectors, scalable enough to reach a broader 
audience, and cost-effective enough to lower 
development expenses. However, the limited number 
of case studies available for potential adopters makes 
it difficult to gauge the benefits and risks of XR 
adoption. Developers often shoulder the cost of 
creating pilot projects, with limited showcasing 
opportunities to demonstrate their work’s potential. 
Due to small audience sizes and the lack of a 
standardized distribution network, the market for XR 
remains uncertain. This fragmentation, along with 
weak links between creative and technical 
professionals, increases development costs, extends 
timelines, and may affect the overall quality of XR 
projects and outcomes.   



13 Media Action Plan, https://eur-lex.europa.eu/legal-content/EN/TXT/HTM-
L/?uri=CELEX:52020DC0784&from=EN
14 EIT Culture & Creativity – First calls for proposal 2023
15 COM(2023) 168 final

Policy vision3
3.1 OBJECTIVES

The growing importance of immersive media 
technologies, including VR/AR/XR technologies), 
offers a critical window of opportunity for Europe to 
position itself as a global leader in Creative and 
Cultural Industries (CCIs). Immersive media has the 
potential to transform storytelling, audience 
engagement, and cross-industry innovation, yet its 
adoption faces persistent challenges. Distribution 
models remain underdeveloped, and the sector 
suffers from fragmentation, limited scalability, and the 
lack of a unified vision to integrate XR technologies 
into broader CCI ecosystems. 

The European Union has already begun addressing 
these gaps through European Media & Audiovisual 
Action Plan13 (2021). The plan positions immersive 
media as a promising yet largely unexplored field with 
potential across various industries. To promote 
immersive media, the plan introduces the 
establishment of a European VR/AR industrial 
coalition within the EU's digital media ecosystem. By 
encouraging innovation and collaboration, the plan 
seeks to integrate immersive media into sectors 
beyond traditional media, enhancing technological 
advancement and fostering cross-industry synergy. 
This plan is directly reflected in key funded 
programmes such as Horizon Europe, Digital Europe 
Programme or Creative Europe and steer their action.

Similarly, the EIT KIC Culture & Creativity14 prioritises 
high-impact areas like audiovisual and gaming, 
focusing on innovations that can revolutionise how 
media is created and consumed. By closing skills 
gaps, expanding access to digital tools, and 
promoting venture creation, this initiative contributes 
to building a resilient and integrated CCI ecosystem 
that bridges the gap between XR development and 
adoption.

On a broader horizon, the European Commission’s 
Long-term Competitiveness Agenda15 identifies 
immersive media as a foundational pillar of Web 4.0, 
enabling interconnected, deeply interactive 
environments. The proposed Co-Programmed 
Partnership on Virtual Worlds will bring together 
public and private actors to address investment risks, 
tackle fragmentation, and position the EU at the 
forefront of global XR development.

8

Embedding CCI-specific needs into the different 
strategic programming and initiatives, particularly 
around distribution challenges, would allow Europe to 
fully harness the potential of immersive media to 
enhance cultural production and create sustainable 
economic growth within the creative sector.

Considering current strategies and programmes as 
well as the launch of new initiatives like the 
CoProgrammed Partnership on Virtual Worlds, 
Europe could further position itself as a global actor in 
immersive media innovation. However, this window of 
opportunity requires proactive alignment of CCI 
needs with these broader policy frameworks. By 
addressing distribution challenges—such as scaling, 
portability, and market readiness—strategic 
programming can ensure that immersive media not 
only advances technologically but also delivers 
measurable benefits to CCIs and the wider economy

3.2 STAKEHOLDER NEEDS

The policy challenges identified focuses on 
stakeholders across the entire production and 
distribution chain of immersive media, 
encompassing technologists, creative professionals 
(artists and developers), venue operators, and 
distributors. These groups represent critical nodes in 
the ecosystem, each with unique challenges that 
must be addressed to ensure scalable, accessible, 
and sustainable distribution models for immersive 
media. Policy initiatives should seek to engage 
technologists and developers to explore how R&I 
policy can support the creation of tools and 
technologies that enhance scalability and portability 
of XR productions. Similarly, they should address the 
needs of artists and creators facilitating the 
development of content tailored for broader 
audiences and diverse markets.

Venues and exhibitors’ role as intermediaries 
between immersive content and end-users is also 
pivotal for ensuring wide-scale adoption. By 
addressing their needs—such as operational training, 
streamlined distribution systems, and tailored formats 
— future policy could empower venues to become 
key distribution hubs for immersive media.

Beyond the immediate stakeholders, the policies 
resulting from this lab are expected to impact 
audiences and consumers, who will benefit from 
greater accessibility and variety of immersive 
experiences. Cultural institutions, funding bodies, 
and cross-sectoral networks will also see indirect 
benefits, as enhanced distribution models foster 
collaboration, standardisation, and innovation across 
the Creative and Cultural Industries (CCI). 



16 COM(2023) 168 final
17 European Council conclusions, 23 March 2023
18 Decision (EU) 2022/2481
19 Council of the European Union, Metaverse – virtual worlds, real challenges, 
March 2022 

Alpha Mission Delos focuses on integrating 
mythology, art, and technology to promote the 
regeneration of our planet. This initiative supports 
the green transition by hosting events and 
activities that raise awarenessand inspire action 
towards environmental sustainability. The mission 
aims to blend cultural heritage with modern 
scientific and artistic efforts to address ecological 
challenges and foster a sustainable future.

The Shell Trial

Alpha Mission Delos

Policy and project 
mapping

4

4.1 CURRENT POLICY STRATEGIES AND 
MEASURES

The recent Communication from the Commission, 
“Long-term competitiveness of the EU: looking 
beyond 2030”16, identifies Web 4.0 as a 
ground-breaking technological transition towards a 
world where everything is seamlessly interconnected. 
Complementary to this, the European Council17 has 
urged the EU to lead in Web 4.0 development. Web 
4.0 marks a paradigm shift in the digital ecosystem, 
moving beyond the static, two-dimensional nature of 
Web 2.0 and the decentralised data-driven 
architecture of Web 3.0 to a fully immersive, intelligent, 
and interconnected web. At its core, Web 4.0 is 
powered by advanced technologies such as artificial 
intelligence (AI), blockchain, edge computing, and, 
crucially, immersive media technologies like VR, AR, 
and extended reality (XR). Immersive media is not 
only a component but the central enabler of Web 4.0, 
facilitating the creation of persistent, spatial, and 
deeply interactive environments. These environments 
allow users to engage with digital content in a way 
that mirrors physical reality, blurring the boundaries 
between the virtual and the real. A strong regulatory 
environment

In Europe’s Digital Decade, virtual worlds are set to 
significantly impact how people live, work, create, and 
share content and how businesses operate, innovate, 
produce, and engage with customers1819.These 
immersive environments, built on 3D, XR, and 
AI-enhanced interfaces, redefine user interaction by 
providing a multi-sensory, real-time experience that 
blurs the boundaries between the physical and digital 
worlds. In Web 4.0, digital content becomes spatial 
and interactive, allowing users to engage with virtual 
objects, avatars, and entire ecosystems in a way that 
closely mimics real-world dynamics. However, the 
advent of immersive media in Web 4.0 introduces a 
host of legal and regulatory challenges that current 
frameworks need to prepare to handle including 
intellectual property rights, privacy and competition.

Europe’s leadership, competitiveness, and 
technological sovereignty in this domain will be 
propelled by the EU’s Single Market, its rich and 
diverse culture, creative content, strong industrial 
foundation, excellence in research, innovation, 
education, and a robust legislative framework.
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The European Commission has established a 
forward-thinking legislative framework for virtual 
worlds and Web 4.0. Key regulations include the 
Digital Services Act (DSA)20 and Digital Markets Act 
(DMA)21, which enforce accountability and obligations 
for online platforms. The DSA is set to regulate 
operators of XR technologies, especially centralised 
platforms hosting immersive environments, such as 
Meta. XR technology deployers may also fall under 
the DMA if they qualify as 'gatekeepers', meaning they 
provide core platform services such as online 
intermediation, marketplaces, or operating systems, 
and meet specific market thresholds. The Data 
Governance Act22 and Data Act23 set comprehensive 
data-sharing rules, empowering users to control data 
from their connected devices.

In addition to the Commission’s plans, the European 
Parliament has launched two separate initiatives 
concerning virtual worlds and the metaverse. Firstly, 
the Parliament’s Internal Market and Consumer 
Protection Committee (IMCO) will seek to address the 
opportunities, risks, and policy implications of the 
metaverse for the Single Market. Meanwhile, the 
Legal Affairs Committee will concentrate on the 
policy implications of virtual world development, 
exploring its effects on EU policy areas such as 
consumer protection, infrastructure development, 
civil law, intellectual property frameworks, and 
industrial growth. It is important to note that these 
initiatives from the EU Parliament are not legally 
binding but rather reflect the Parliament’s stance on 
particular issues. However, Parliamentary 
own-initiative reports are often regarded as significant 
precursors to legislative procedures initiated by the 
Commission.

IMCO’s draft report underscores the importance of 
regular regulatory reviews to stay aligned with the 
rapidly evolving technological landscape. It also calls 
for substantial investments in 5G and 6G network 
capacity across Europe to facilitate the deployment of 
data-intensive metaverse platforms while prioritising 
accessibility and sustainability.

The draft report from the Legal Affairs Committee, 
adopted by the Parliament on 11 December 202324 , 
examines issues such as applicable law, liability, and 
intellectual property rights. It highlights that 
decentralisation presents challenges for enforcing 
EU law within virtual worlds. The report advocates 
for transparency in marketing virtual assets and 
implementing effective identity management 
systems. It also emphasises the importance of 
accessibility and digital literacy to ensure an inclusive 
transition to virtual worlds. Concerns are raised 
regarding the unclear application of territorial laws on 
jurisdiction within decentralised virtual environments, 
and the report stresses the need for EU consumer 
protection laws to remain enforceable in virtual 
transactions. 
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#/'M>0/#9M%#>(%*M2+%*&09MC(%9,'
K_"**>'?@@,+A+*09M'*%0*#AB6#-6#&%(>06#&@#/@/#C'@2%0%M+/,&'*%+09M-(09+*+(/M'*0*#.
/*M'&>>(%*M#&%(>#0/M2%0%M#-('B'*#.
K\"**>'?@@(>6#&%(>06#&@#/@>&49+-0*+(/M,#*0+9@M@>&49+-0*+(/@\00#)`),MK_,4MLL#
,M_)07M7L00N^#,NL0L



The strategy is reflected in Y5K%EH=A8=@%D6>@6B4457%
B:%*H6>D5B=%?595?$:!"#"$%&'!(&)$*+'&,#-$.!/!012$*+'&,#-$
3'#10!4#$F&%(>#=$*0%A#*+/A$-%+*+-09$+''&#'$+/-9&,+/A$
,#2#9(>+/A$.0%Y#*$%#0,B$>%(,&-*'$0,0>*#,$*($
specific application and niche sectors, expending 
*"#$>((9$()$*09#/*$*($-(/-#>*&09+'#D$-%#0*#$[$
,#2#9(>$+..#%'+2#$#b>#%+#/-#'$0/,$>((9$%#'(&%-#'$
[$+/2#'*.#/*'$C"+9#$'&>>(%*+/A$*"#$#.#%A#/-#$()$0$
F&%(>#0/$+//(20*+(/$#-('B'*#.6$

!"#$'*%0*#A+-$0A#/,0$()$*"#$/#C9B$+/*%(,&-#,$F8!$
Z81$1&9*&%#$[$1%#0*+2+*B$09'($+/-9&,#,$0'$>0%*$()$*"#+%$
first calls <8@<I84DB;:%B65B7$:18$C+*"$*"#$A%#0*#'*$
0--#9#%0*+(/$>(*#/*+09=$>=%0HA8>987HB?%]%WB48=@%
)(-&'+/A$(/$+//(20*+(/'$*"0*$"02#$*"#$>(*#/*+09$*($
*%0/')(%.$*"#$C0B$.#,+0$-%#0*+(/$0/,$-(/'&.>*+(/$
+'$.0,#D$#b>9(%+/A$*"#$&'#$()$/#C$*#-"/(9(A+#'$
'&-"$0'$2+%*&09$[$0&A.#/*#,$%#09+*B6X7
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2B75%7:HAKS%LM_0M%8=%:<5%P5A8BF%265B:895%B=A%;H?:H6B?%5;>7K7:54

The VR/AR ecosystem has a significant impact on various sectors within the media, cultural, and creative 
+/,&'*%+#'6$!"+'$-0'#$'*&,B$"+A"9+A"*'$"(C$]O$0/,$3O$*#-"/(9(A+#'$0%#$%#'"0>+/A$*"#'#$'&4'#-*(%'D$C"+-"$
+/-9&,#$2+,#($A0.#'D$0,2#%*+'+/AD$-&9*&%09$"#%+*0A#$+/'*+*&*+(/'$9+Y#$.&'#&.'D$0/,$9+2#$#/*#%*0+/.#/*6$!"#$
-&9*&%09$#-('B'*#.D$#'>#-+099B$+/$F&%(>#D$>90B'$0$-%&-+09$#-(/(.+-$0/,$'(-+09$%(9#6$U+A+*09+'0*+(/D$>0%*+-&90%9B$
*"%(&A"$]O@3O$*#-"/(9(A+#'D$+'$#/"0/-+/A$*%0,+*+(/09$0-*+2+*+#'$0/,$-%#0*+/A$#/*+%#9B$/#C$,+A+*09$>(''+4+9+*+#'D$
'&-"$0'$+..#%'+2#$2+%*&09$0%*$#b>#%+#/-#'$0/,$*"#$.#*02#%'#6

!"#$]O@3O$.0%Y#*$+/$*"#$-&9*&%09$#-('B'*#.$+'$,+2+,#,$+/*($;K;$:4&'+/#''M*(M4&'+/#''=$0/,$;K1$
(business-to-consumer) categories. The B2B market leverages immersive technologies to improve efficiency 
0/,$>%(,&-*+2+*BD$>0%*+-&90%9B$C+*"$3O$0/,$TO$+/$#/*#%>%+'#$'#**+/A'6$!"#$;K1$.0%Y#*D$,%+2#/$4B$2+,#($A0.#'D$
film, and entertainment, focuses on delivering artistic and entertaining content to consumers. Despite their 
>(*#/*+09D$4(*"$.0%Y#*'$)0-#$-"099#/A#'?$*"#$;K;$.0%Y#*$+'$.(%#$'*049#$,&#$*($4#**#%$*#-"/(9(AB$>#/#*%0*+(/D$
C"+9#$*"#$;K1$.0%Y#*$'*%&AA9#'$C+*"$*"#$04'#/-#$()$dY+99#%$0>>9+-0*+(/'d$*"0*$-(&9,$,%+2#$.0''$0,(>*+(/6$3$
'"0%#,$0'>#-*$+/$4(*"$.0%Y#*'$+'$*"#$>(C#%$()$'*(%B*#99+/AD$C"#%#$]O@3O$#/"0/-#'$&'#%$#/A0A#.#/*$0/,$
#.(*+(/09$#b>#%+#/-#'6$I(C#2#%D$+''&#'$'&-"$0'$>90*)(%.+'0*+(/D$C+*"$,(.+/0/-#$4B$/(/MFG$*#-"$A+0/*'D$0/,$
)%0A.#/*0*+(/$C+*"+/$*"#$F&%(>#0/$.0%Y#*cC"#%#$VTF'$,(.+/0*#c>('#$-"099#/A#'6$!"#'#$+''&#'$"+A"9+A"*$
the need for a more unified platform to support creators, manufacturers, and developers, ensuring that 
F&%(>#0/$209&#'$0/,$-&9*&%09$,+2#%'+*B$0%#$4#**#%$%#>%#'#/*#,$+/$*"#$,+A+*09$#-('B'*#.6$
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The call addresses critical CCI challenges, 
particularly by closing skills gaps in entrepreneurship 
and technology, improving access to digital tools 
and collaborative networks, and enhancing venture 
creation within a fragmented ecosystem. It also 
seeks to foster European identity and social 
cohesion through culture-led innovations while 
promoting cross-sectoral collaboration and 
knowledge-sharing to build an integrated, resilient 
CCI ecosystem across Europe. Morevover, the recent 
Communication from the Commission, “Long-term 
competitiveness of the EU  looking beyond 2030”31, 
identifies Web 4.0 as a ground-breaking 
technological transition towards a world where 
everything is seamlessly interconnected. At its core, 
Web 4.0 is powered by advanced technologies such 
as artificial intelligence (AI), blockchain, edge 
computing, and, crucially, immersive media 
technologies. Immersive media is not only a 
component but the central enabler of Web 4.0, 
facilitating the creation of persistent, spatial, and 
deeply interactive environments. In this regard, the 
European Commission’s introduced potential future 
initiatives32. The co-programmed partnership on 
Virtual Worlds has been identified by the 
Commission as candidate and will be a collaborative 
effort between the European Commission and 
industry partners who share responsibility for 
planning, funding, and prioritising R&I activities in 
the topic of virtual worlds which now includes 
immersive technologies. From this perspective, the 
partnership will guide development in the area, 
addressing fragmentation of the sector, bringing 
together public and private funding to tackle 
investment risks and positioning the EU at the 
forefront of developing virtual world solutions. 

4.2 EXISTING PROJECTS AND NETWORKS

Under the Horizon 2020 LEIT ICT programme part 
(WP2018-2020), specific topics have been funded 
focusing on next generation media33 addresses 
the transformative challenges and opportunities 
presented by the digital era in media, focusing on 
the integration of advanced technologies such as 
5G, AR/VR, AI, and data analytics into 
next-generation media ecosystems. The call 
highlights the disruption of traditional media 
boundaries, where users and producers 
interchange roles, creating a complex and evolving 
ecosystem. Key challenges include fostering 
innovation in immersive, user-driven experiences, 
addressing fragmentation in distribution 
systems, and promoting cross-sectoral synergies 
between media operators, technologists, and 
cultural actors. The call also emphasises the need 
for open and interoperable solutions that support 
a unified Digital Single Market and enable 
crossborder content availability. By leveraging 
networks like STARTS, it aims to create sustainable 
collaborations and innovative business ecosystems 
that empower SMEs, bridge gaps in technology 
transfer, and enhance media as a cultural and 
societal catalyst. Ultimately, the call positions 
media as both a driver of technological progress 
and a tool for social transformation, aligning with 
the broader objectives of European digital and 
cultural innovation.

Topics funded under Interactive Technologies 
under H202034 focused on the transformative 
potential of interactive technologies such as 
Augmented Reality (AR) and Virtual Reality (VR) 
across a wide range of European industries, 
including cultural and creative industries, 
healthcare, manufacturing, education, and media. 
These technologies are seen as critical enablers of 
new business opportunities, driving innovation in 
how people interact, communicate, and share 
information. The call addresses the challenge of 
fostering a competitive and sustainable European 
ecosystem for interactive technology providers, 
emphasising the need for stronger coordination 
and collaboration among stakeholders.

30 EIT Culture & Creativity – First calls for proposal 2023
31 COM(2023) 168 final 
32https://research-and-innovation.ec.europa.eu/document/download/04162ca
0-b5db-4773-bd47-d75ff1af1723_en?filename=ec_rtd_candidate-list-european-p
artnerships.pdf

33 ICT-44-2020: Next Generation Media
34 ICT-25-2018-2020

Stakeholders, developers, creators, 
venues, audiences, benefit from 
unified strategies, standards, 
and broader access to immersive 
experiences.

See mb-architecture.com
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The scope of the call includes two main areas: first, 
-(..&/+*B$4&+9,+/A$0/,$-((%,+/0*+(/$*"%(&A"$*"#$
,#2#9(>.#/*$()$0$DB=I*H6>D5B=%D?B:E>64%:>%7<B65%
Y=>G?5A@5F%B?@>68:<47F%B=A%:>>?7'$!"+'$0+.'$*($
)('*#%$-(9904(%0*+(/D$>%(2+,#$0--#''$*($0$4%(0,$
-(..&/+*BD$0/,$'&>>(%*$*#-"/(9(AB$*%0/')#%$
strategies. Second, research and innovation efforts 
*0%A#*$0,20/-+/A$4H?:8IH756%8=:56B;:8>=7%B=A%
A595?>D8=@%<8@<56IeHB?8:K%8=:56B;:895%7K7:547'%

G/,#%$I(%+J(/$F&%(>#D$.('*$,#2#9(>.#/*$%#90*#,$*($
+..#%'+2#$.#,+0$C#%#$)&/,#,$&/,#%$19&'*#%$5D$
4&+9,+/A$&>(/$*"#$(&*-(.#'$()$*"#$SF8!$81!$
>%(A%0..#$&/,#%$IK7K76$!"#$,#'*+/0*+(/$p3$
I&.0/M1#/*%#,$0/,$F*"+-09$U#2#9(>.#/*$()$U+A+*09$
0/,$8/,&'*%+09$!#-"/(9(A+#'H$>90-#'$0$'*%(/A$
#.>"0'+'$(/$*"#$#*"+-09$0/,$+/-9&'+2#$,#2#9(>.#/*$
()$#.#%A+/A$*#-"/(9(A+#'$'&-"$0'$#j*#/,#,$O#09+*B$
:jO=X`6$

!"+'$)(-&'$0+.'$*($#.>(C#%$#/,M&'#%'D$)('*#%$'(-+09$
+//(20*+(/D$0/,$'&>>(%*$*"#$,+A+*09$*%0/')(%.0*+(/$()$
-%+*+-09$'#-*(%'$'&-"$0'$#,&-0*+(/$0/,$.#,+06$
F&%(>#H'$-&%%#/*$,#>#/,#/-B$(/$#b*#%/09$>%(2+,#%'$
+/$*"#$-(/'&.#%$#9#-*%(/+-'$+/,&'*%B$%0+'#'$-(/-#%/'$
04(&*$,+A+*09$'(2#%#+A/*BD$.0Y+/A$*"#$0,20/-#.#/*$
()$jO$*#-"/(9(A+#'$0$'*%0*#A+-$>%+(%+*B$)(%$.0+/*0+/+/A$
-(.>#*+*+2#/#''$0/,$209&#'$+/$,+A+*09$+/*#%0-*+(/$
'#%2+-#'6

!(>+-$)&/,#,$&/,#%$#j*#/,#,$O#09+*B$)(-&'#'$
.0+/9B$(/$>('+*+(/+/A$F&%(>#$0'$0$A9(409$9#0,#%$+/$
jO$*#-"/(9(A+#'D$)(-&'+/A$(/$+//(20*+(/XND$
0--#''+4+9+*BX_D$#*"+-'D$0/,$+/,&'*%B$9#0,#%'"+>6$!"#'#$
-099'$0,,%#''$4(*"$*#-"/(9(A+-09$0/,$'(-+#*09$
,+.#/'+(/'$()$jO$*"%(&A"$O#'#0%-"$[$8//(20*+(/$
3-*+(/'D$#.>"0'+'+/A$*"#$,#2#9(>.#/*$()$';B?BJ?5F%
8=;?H7895F%B=A%8=:56>D56BJ?5%7>?H:8>=7$*"0*$&>"(9,$
F&%(>#0/$209&#'$()$>%+20-BD$'#-&%+*BD$0/,$#*"+-'X\6

!"#$*(>+-$(=%,==>9B:8>=%E>6%P5A8B%8=;?HA8=@%
5Q:5=A5A%M5B?8:K57 specifically addresses innovation 
)(%$+..#%'+2#$.#,+06$!"#$-099$%#'>(/,'$*($
*%0/')(%.0*+2#$(>>(%*&/+*+#'$>%#'#/*#,$4B$jO$+/$
+/,&'*%+#'$'&-"$0'$#/*#%*0+/.#/*D$/#C'D$#,&-0*+(/D$
0/,$*(&%+'.6$8*$09+A/'$C+*"$*"#$P5A8B%0;:8>=%3?B=F
*0%A#*+/A$%#-(2#%BD$*%0/')(%.0*+(/D$0/,$
#.>(C#%.#/*$C+*"+/$*"#$.#,+0$+/,&'*%BD$>0%*+-&90%9B$
*"%(&A"$)('*#%+/A$0,20/-#,$*((9'$0/,$+..#%'+2#$
'(9&*+(/'6

!"#$*(>+-$)(-&'$(/$)('*#%+/A$+//(20*+(/$0/,$
+/*#%,+'-+>9+/0%B$-(9904(%0*+(/$*($0,20/-#$*"#$
-%#0*+(/D$,+'*%+4&*+(/D$0/,$-(/'&.>*+(/$()$+..#%'+2#$
.#,+0$>%(,&-*'6$V&>>(%*#,$>%(E#-*'$0+.$*($,#2#9(>$
0,20/-#,$jO$'(9&*+(/'$*"0*$4%+/A$*(A#*"#%$,+2#%'#$
professionals—artists, designers, filmmakers, 
>%(A%0..#%'D$0/,$%#'#0%-"#%'c*($>&'"$*"#$
4(&/,0%+#'$()$'*(%B*#99+/AD$#/*#%*0+/.#/*D$0/,$/#C'$
.#,+06$3$-#/*%09$+/+*+0*+2#$&/,#%$*"+'$)%0.#C(%Y$+'$*"#$
#'*049+'".#/*$()$0%LM%P5A8B%#BJD$,#'+A/#,$*($
>%(*(*B>#$0/,$0--#9#%0*#$+//(20*+(/$+/$+..#%'+2#$
*#-"/(9(A+#'D$#b>9(%+/A$*"#+%$0>>9+-0*+(/$0-%(''$
'#-*(%'$'&-"$0'$#,&-0*+(/D$*(&%+'.D$0/,$+/*#%.(,09$
*%0/'>(%*6$

QM[0##%c%5Q:5=A5A%M5B?8:K%E>6%0??

jO53SS$C0'$0$I(%+J(/$K7K7$1((%,+/0*+(/$0/,$
V&>>(%*$3-*+(/D$C"+-"$%0/$)%(.$K7L_$&/*+9$K7KLD$
C+*"$*"#$A(09$()$'*%#/A*"#/+/A$*"#$F&%(>#0/$jO$
'#-*(%6$!"#$>%(E#-*$0+.#,$*($4&+9,$0$-(//#-*#,$jO$
-(..&/+*BD$'&>>(%*$+//(20*+(/$*"%(&A"$)&/,+/AD$
0/,$>%(2+,#$'*%0*#A+-$A&+,0/-#$)(%$*"#$F&%(>#0/$
jO$+/,&'*%BH'$)&*&%#$A%(C*"6$jO53SS$09'($)(-&'#,$
(/$)0-+9+*0*+/A$0/,$)('*#%+/A$-(9904(%0*+(/$0.(/A$
'*0Y#"(9,#%'D$+/-9&,+/A$%#'#0%-"#%'D$,#2#9(>#%'D$
0/,$+/,&'*%B$0-*(%'D$+/$(%,#%$*($0,20/-#$jO$
applications in fields such as education, 
#/*#%*0+/.#/*$0/,$-&9*&%09$>%#'#%20*+(/6$!($
>%(.(*#$+//(20*+(/D$jO53SS$'&>>(%*#,$20%+(&'$
>%(E#-*'$*"%(&A"$*0%A#*#,$)&/,+/A$0/,$,#2#9(>#,$
0$-(.>%#"#/'+2#$%#'#0%-"$0A#/,0$*($+,#/*+)B$
(>>(%*&/+*+#'$0/,$-"099#/A#'$+/$*"#$jO$90/,'-0>#6$
These efforts aimed to ensure Europe’s 
-(.>#*+*+2#/#''$0/,$9#0,#%'"+>$+/$*"#$A9(409$jO$
+/,&'*%B6$3)*#%$*"#$>%(E#-*$#/,#,D$+*'$>0%*/#%'$
established XR4Europe, a non-profit organisation 
,#,+-0*#,$*($-(/*+/&+/A$'(.#$()$jO53SSH'$
0-*+2+*+#'D$4B$-(//#-*+/A$>%()#''+(/09'$0/,$
'&>>(%*+/A$)&%*"#%$,#2#9(>.#/*$0/,$+//(20*+(/$+/$
*"#$F&%(>#0/$jO$#-('B'*#.6X^

X^$jO53SS$n$#j*#/,#,$O#09+*B$)(%$399$
"**>'?@@-(%,+'6#&%(>06#&@>%(E#-*@+,@_K^^5^@%#>(%*+/A

X`$EC DG RTD, Horizon Europe strategic plan 2021-2024, 2021

XN$3,20/-+/A$jO$T(,#9'$0/,$8/*#%0-*+(/'$:IRO8rRPM1S5MK7KLMIGT3PM7LMLX=

X_$8.>%(2+/A$3--#''+4+9+*B$!"%(&A"$I0>*+-'$:IRO8rRPM1S5MK7KLMIGT3PM7LML5=

X\$F/'&%+/A$F*"+-'D$8/*#%(>#%04+9+*BD$0/,$F-('B'*#.$8.>0-*$
:IRO8rRPM1S5MK7KLMIGT3PM7LMK_=

57$IRO8rRPM1S5MK7KLMIGT3PM7LM7`?$8//(20*+(/$)(%$T#,+0D$+/-9&,+/A$
#j*#/,#,$O#09+*B$:83=
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!C($Y#B$+//(20*+(/$*B>#'$0%#$>%+(%+*+'#,?$*"#$
,#2#9(>.#/*$()$.(,&90%$*((9'$0/,$'#%2+-#'$)(%$
.#,+0$0>>9+-0*+(/'D$C+*"$0$'*%(/A$#.>"0'+'$(/$
8=:56>D56BJ8?8:K%B=A%;6>77I75;:>6%-(9904(%0*+(/D$0/,$
*"#$-%#0*+(/$>E%=5G%JH78=577%4>A5?7%B=A%7>?H:8>=7%
E>6%QM%;>=:5=:$*"0*$,%+2#$-%#0*+2#$-((>#%0*+(/$0/,$
.0%Y#*$'-0904+9+*B6$!"#'#$+/+*+0*+2#'$0+.$*($>('+*+(/$
F&%(>#$0'$0$9#0,#%$+/$+..#%'+2#$.#,+0$C"+9#$
)('*#%+/A$'&'*0+/049#$#-('B'*#.'$)(%$*#-"/(9(A+-09$
0/,$-%#0*+2#$0,20/-#.#/*6

*P,#%c%*H6>D5B=%P5A8B%]%,445678>=%#BJ

!"#$F&%(>#0/$T#,+0$0/,$8..#%'+(/$S04$:FT8S=$+'$
0$I(%+J(/$F&%(>#$8///(20*+(/$3-*+(/D$90&/-"#,$+/$
K7KK$0/,$'-"#,&9#,$*($%&/$&/*+9$K7K^6$FT8S$
)(-&'#'$(/$0,20/+-#,$]OD$3OD$0/,$TO$
*#-"/(9(A+#'D$-(/*#/*D$'#%2+-#'$0/,$0>>9+-0*+(/'6$8*$
'##Y'$*($)('*#%$-(9904(%0*+(/$0.(/A$F&%(>#0/$jO$
'*0Y#"(9,#%'D$)('*#%$+//(20*+(/D$0/,$'&>>(%*$*"#$
,#2#9(>.#/*$()$+..#%'+2#$.#,+0$#b>#%+#/-#'6$
FT8S$>%(2+,#'$)&/,+/A$0/,$'&>>(%*$*($>%(E#-*'$
that use XR technologies in fields such as 
'*(%B*#99+/AD$"#09*"-0%#D$-&9*&%09$>%#'#%20*+(/D$
09(/A'+,#$>%(2+,+/A$0--#''$*($%#'#0%-"$#b>#%*+'#D$
*#-"/(9(A+-09$%#'(&%-#'D$0/,$>%()#''+(/09$
/#*C(%Y'6$!"#$>0%*+-+>0*+/A$+/'*+*&*+(/'$09'($9#0,$
*"#+%$(C/$'>#-+09+J#,$>%(E#-*'D$-099#,$S+A"*"(&'#$
Q%(E#-*'D$*($,#.(/'*%0*#$,#2#9(>.#/*'$0/,$
#b>9(%#$/#C$0>>9+-0*+(/'$()$jO$*#-"/(9(A+#'65L

.M0-1P,QM%I%,@=8:5%:<5%,44567895%P5A8B%15;:>6%
JK%*=BJ?8=@%-5G%=B66B:895%L878>=7

!O3PVT8jO$+'$0$*"%##MB#0%$8//(20*+(/$3-*+(/$
+/+*+0*#,$&/,#%$*"#$I(%+J(/$F&%(>#$)%0.#C(%YD$9#,$
4B$*"#$!#-"/(9(A+-09$G/+2#%'+*B$()$*"#$V"0//(/$
:!GV=$+/$8%#90/,D$0/,$%&//+/A$)%(.$R-*(4#%$K7KK$*($
V#>*#.4#%$K7K^6$8*$+'$0$-(/'(%*+&.$()$118$
%#>%#'#/*0*+2#'D$+/,&'*%+09$0-*(%'$0/,$0-0,#.+-$
>0%*/#%'D$0+.+/A$*($0,20/-#$*((9'$)(%$*"#$
>%(,&-*+(/$0/,$-(/'&.>*+(/$()$+..#%'+2#$.#,+0$
#b>#%+#/-#'6$!O3PVT8jO$)(-&'#'$(/$,#2#9(>+/A$
*C($.0+/$'(9&*+(/'?$0/$jO$1%#0*+(/$F/2+%(/.#/*$
)(%$%#.(*#$-(9904(%0*+(/$0/,$0/$jO$T#,+0$
Fb>#%+#/-#$F/2+%(/.#/*$)(%$,#9+2#%+/A$#/A0A+/A$
2+%*&09$#b>#%+#/-#'6$!"#$>%(E#-*$#209&0*#'$+*'$
,#2#9(>.#/*'$*"%(&A"$>+9(*'$+/$)(&%$,(.0+/'?$
/#C'$.#,+0D$4%(0,-0'*+/AD$>#%)(%.+/A$0%*'D$0/,$
-&9*&%09$"#%+*0A#6$T(%#(2#%D$!O3PVT8jO$
-(/*%+4&*#'$*($*"#$F&%(>#0/$1(..+''+(/o'$T#,+0$
0/,$3&,+(2+'&09$3-*+(/6$Q90/$4B$4(('*+/A$*"#$
0,(>*+(/$()$jO$*#-"/(9(A+#'$0/,$(>#/+/A$/#C$
4&'+/#''$.(,#9$(>>(%*&/+*+#'D$C"+9#$4#+/A$
A%(&/,#,$+/$F&%(>#0/$209&#'$9+Y#$,+2#%'+*B$0/,$
&/+2#%'09+*B65K$
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44 Ibid. 

45 UK Immersive Economy report 2023
46 Hosted by Venice Immersive 2023: Michel Reilhac, Liz Rosenthal and Doede 
Holtkamp, Think Tank Immediate Options to Address the Pressing Needs of 
Immersive Distribution, Venice Production Bridge

   Fostering the development of streamlined 
distribution practices specific to XR and immersive 
experiences.

   Encouraging the formation and connection of 
industry-wide networks and consortia to promote 
knowledge-sharing, standardisation, and collaborative 
ventures.

Moreover, participants highlighted that new distribution 
models developed must account and be tailored to 
the needs of SMEs and small creators, as current 
systems often favour large organisations with 
greater resources, leaving smaller entities unable to 
compete. 

Scaling immersive production is essential to 
making projects economically feasible. Many 
immersive experiences currently fail to align with 
market expectations44, often requiring developers 
and artists to absorb the costs of demonstrators. 
Achieving scalability necessitates both technical 
innovation and educational support. Artists and 
creators need resources to understand how to 
design content in order to develop their audiences 
and marketing their productions. This involves 
developing content formats and processes tailored 
to broader market demands, balancing creativity 
with market feasibility. A significant barrier to 
immersive content distribution lies in the logistical 
challenges of touring and exhibiting XR experiences. 
To streamline these experiences, there is a need for:

   Optimisation during early development through 
the creation of portable and standardised design kits 
that enhance the adaptability of XR content.

   Support for standardised modules with movable 
and lightweight components that enableseamless 
scalability and portability across venues.  

 a framework is also necessary to facilitate 
cross-border and cross-sector knowledge sharing 
platforms. These guidelines would enable better 
collaboration, interaction, and partnerships between 
different sectors and to work together effectively.    

Compatibility and interoperability of hardware, 
software and solutions developed remain a key issue 
for participants to the focus group, compounded by 
the lack of existing standards. As underlined, while 
standardisation could support scalability, some 
participants raised concerns that it might 
limitcreativity and innovation in this rapidly evolving 
field. Here participants pointed out the need for the 
sector to strengthen the role of intermediary 
organisations, connecting research & development, 
creators & distribution networks, helping bridge the 
gaps between innovation and market access. In this 
light, as elaborated further in the validation workshop,  

One of the foremost barriers is the lack of case 
studies demonstrating the benefits, risks, and Return 
on Investment (RoI) of XR technologies45. Potential 
adopters often lack sufficient understanding of the 
adoption journey, with developers frequently bearing 
the costs of pilot projects to prove feasibility. 
Additionally, there is a pronounced lack of 
showcasing opportunities for immersive creative 
works, with institutions such as theatres not often 
investing in immersive tech. Prototyping new 
distribution models, such as using museums or 
unconventional venues, was identified as a critical 
area for experimentation. Participants also noted the 
need to connect R&D efforts with real-world 
distribution practices. Small and fragmented 
audiences, combined with the absence of a 
standardised pipeline or network of venues for 
distribution, result in a limited proof of market 
viability46, making the adoption of XR products more 
challenging. 

These three aspects were confirmed as important 
needs by workshop participants. In addition, specific 
lack of open-source standard libraries and resources is 
perceived as hindering the potential democratisation 
of immersive media, while the lack of specific skills to 
pitch projects and secure funding remains an important 
issue for developers and creators. Finally, while 
participants stressed the need for concrete examples 
and case studies demonstrated the value and RoI for 
immersive media, and potential benefits across 
industry sectors, they also pointed out the difficulty of 
explaining XR innovation potential to policymakers 
and limited awareness of immersive media 
technologies’ value.   

 Immersive technologies offer 
new creative, interactive, 
and economic opportunities 
across film, gaming, cultural 
heritage, publishing, 
and social media.
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The discussions revealed significant challenges and 
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In addition, participants noted a lack of 
Entrepreneurial and Business Skills in the CCI 
sector. Many professionals in the immersive sector, 
including talented XR creators, lack entrepreneurial 
skills. This includes the ability to pitch their work, 
secure funding, develop sustainable business 
models, and navigate the funding and investment 
landscape. Thus, the CCI sector struggles to combine 
creative and business mindsets effectively, leading to 
siloed approaches and missed opportunities for 
collaboration and scalability. In sum, a significant 
need exists to build entrepreneurial skills within the 
sector, including the ability to pitch ideas, secure 
funding, and develop sustainable business models. 
This should extend to educating professionals on the 
investment and funding journey.

Additionally, stakeholders identified critical gaps in 
skills in recognizing networking opportunities, as 
well as skills in pitching and brokering partnerships. 
Without these skills, XR professionals struggle to 
navigate the ecosystem, identify collaborators, and 
align with market needs. There is also a lack of 
structured mentorship programmes and 
opportunities for peer-to-peer learning, particularly 
among startups and early-stage talent, which hinders 
the development of a robust startup ecosystem. 
Therefore, XR professionals require better training in 
soft skills, such as collaboration, networking, and 
pitching ideas effectively. Brokering and 
matchmaking opportunities should also be enhanced 
to help connect creatives, technologists, and 
investors. These could be further supported by 
mentorship programmes which connect 
professionals with peers and experts in their field, 
fostering collaboration, knowledge-sharing, and the 
exchange of best practices. In addition, Resources 
and training programmes need to be more accessible 
to underrepresented groups, addressing the digital 
divide and ensuring inclusivity in the XR workforce.

Policy 
recommendations

6

Based on the discussions from the policy lab, as well 
as further refinement from the validation workshop 
afterwards, the following recommendations were 
co-created for each challenge:

6.1 ADDRESSING CHALLENGES FOR XR 
DISTRIBUTION AND SCALABILITY

1. Develop a European cohesive vision and strategy 
for immersive media addressing sectoral 
fragmentation, cutting across cultural, innovation, 
entrepreneurial and educational domains.

a) Foster the development of streamlined distribution 
practices specific to XR and immersive experiences

b) Encourage formation of industry-wide networks 
and consortia

c) Include end users and target audience of XR in its 
design and showcase the value of immersive media 
to create familiarity. This aspect should be 
complemented by further market research into 
current and potential audiences.

2. Coordinate funding strategies, such as 
investment pooling mechanisms for more effective 
multi-level funding partnerships between national 
authorities, EU institutions and private investors

a) Align funding priorities, and ensure transparency in 
resource allocation across different take holders, 
giving space not just to outcome-driven priorities, but 
also experiment and innovation-based activities

b) Create greater incentives for combined sources of 
funding such as public grants and

private investment to create a more balanced 
financial ecosystem

3. Invest in collaborative infrastructure and support 
intermediary organisations to act as connection 
between R&D centres, creators, distribution 
networks

a) Foster the role of intermediary organisations to act 
as connectors, with a focus on infrastructures for 
collaboration and knowledge production and sharing. 
These services should be geared toward the needs of 
small-scale immersive media actors

b) Create framework guidelines that enable better 
collaboration in cross-border and crosssector 
knowledge sharing platforms
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Methodological note
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1) Scoping and identification of the problem: the first 
step is the identification of the problem and its 
scoping. The topic is identified and scoped via desk 
%#'#0%-"D$+/*#%2+#C'$C+*"$'*0Y#"(9,#%'$0/,$*"#$+/>&*$
from the different consortium partners. As part of the 
Q(9+-B$S04$>%#>0%0*(%B$C(%YD$0$'-(>+/A$,(-&.#/*$+'$
'"0%#,$C+*"$*"#$>0%*+-+>0/*'$*($>%#>0%#$*"#.$0"#0,$()$
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&O%3>?8;K%E>64H?B:8>=%B7%DB6:%>E%:<5%3>?8;K%#BJS$!"#$
Q(9+-B$S04$+'$0$.(.#/*$()$-(M-%#0*+(/$C+*"$*"#$
>0%*+-+>0*+/A$'*0Y#"(9,#%'6$!"#$A(09$()$*"#$>(9+-B$
formulation session is to develop, refine and propose 
together with the participants different policies for the 
-"099#/A#'$0*$"0/,6$T(%#$+/)(%.0*+(/$(/$*"+'$Q(9+-B$
S04$+'$020+9049#$0*$
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3)*#%$-(/-%#*+'+/A$*"#$'#*$()$%#-(..#/,0*+(/'D$*"#B$
C#%#$209+,0*#,$+/$0/$(/9+/#$C(%Y'"(>$C"+-"$+/2(92#,$
>0%*+-+>0/*'$)%(.$*"#$>(9+-B$904$0'$C#99$0'$(*"#%$
'*0Y#"(9,#%'$)%(.$*"#$+..#%'+2#$.#,+0$'#-*(%$0/,$
*"#$118'6$!"+'$C(%Y'"(>$>%#'#/*#,$*"#$
%#-(..#/,0*+(/'$*($*"#$'*0Y#"(9,#%'$0/,$+/2+*#,$
them to fill the gaps with information that may have 
4##/$.+''+/A$0/,$)%(.$C"+-"$*"#+%$>#%'>#-*+2#$
'"(&9,$"02#$4##/$+/-9&,#,6$!"#$%#-(..#/,0*+(/'$
C#%#$,+'-&''#,$+/$>9#/0%B$0/,$*"#$+/>&*'$C#%#$
-(99#-*#,$(/$0$,+A+*09$-0/20'D$0/,$*"#/$90*#%$
incorporated in the final recommendations. 
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Appendix: Agenda 
of the Policy Lab, 
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and Validation
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