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I. Executive Summary

The application of augmented reality (AR), virtual reality (VR), and extended reality (XR)
technologies is rapidly transforming the UK healthcare sector. This report provides a
market analysis by House Medical Consultants incorporating: recent data, emerging
trends, successful implementations, and strategic considerations. The UK healthcare
AR/VR/XR market is experiencing significant growth, driven by technological
advancements, increasing adoption across various medical domains, and supportive
government initiatives. There is a substantial market opportunity with considerable
potential to enhance patient care, improve healthcare efficiency, and increase
accessibility for underserved populations. Strategic recommendations are proposed to
further expand and innovate the use of these immersive technologies within the UK
healthcare system, ensuring its continued evolution and impact.

Il. Introduction

Augmented reality (AR), virtual reality (VR), and the encompassing term extended
reality (XR) represent a suite of technologies that blend the physical and digital worlds,
offering immersive and interactive experiences. Their application in healthcare is
becoming increasingly significant, presenting novel solutions to long-standing
challenges within the sector. The UK healthcare system is facing pressures from an
aging population, rising demand for services, the imperative for greater efficiency and
stands to benefit considerably from the integration of these innovative tools.

This report provides a comprehensive and strategic overview of the UK healthcare
AR/VR/XR market, identifying key opportunities and offering actionable
recommendations for future growth and innovation. The report will also go through the
latest market research, technological advancements, and practical implementations
examining the current state of the UK healthcare AR/VR/XR market, forecasts its future
trajectory, and delves into the innovative ways these technologies are being used
across various healthcare domains. It will focus on preventative medicine, mental
health, remote collaboration, long-term patient care, and accessibility for underserved
populations. Furthermore, the report analyzes successful case studies and pilot
programs within NHS trusts and other UK healthcare organizations, extracting key
outcomes and lessons learned.
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lll. UK Healthcare AR/VR/XR Market Landscape: Current Analysis

A. Market Size, Scale, Value, and Historical Growth

The UK AR, VR and XR healthcare market generated a revenue of USD 97.3 million in
2021." This figure represents the combined market for both AR and VR technologies
specifically within the UK healthcare sector, providing a recent historical benchmark. At
this point, the adoption of these immersive technologies in UK healthcare was in its
early stages, indicating a significant potential for expansion in the years that followed.

The broader UK virtual reality market, encompassing applications beyond healthcare,
reached USD 1.8 Billion in 2024.7 This substantial increase in the overall VR market
within the UK over a relatively short period suggests a significant growth in the adoption
and prevalence of VR technology across various sectors. While this figure is not
exclusively for healthcare, it strongly implies that the healthcare sector has likely
contributed to and benefited from this overall market expansion.

Looking at the global context, the AR and VR market in healthcare was calculated at
USD 2.45 billion in 2024, with projections indicating a rise to USD 3.05 billion in
2025.° Comparing the global market size to the UK-specific data suggests that while the
UK market is demonstrating significant growth, it still constitutes a relatively small
portion of the worldwide AR/VR healthcare market. This could point to further untapped
potential for the UK to increase its market share and adoption rates.

Focusing more specifically on immersive virtual reality within the UK, this segment
generated a revenue of US$ 1,239.9 million in 2024 and is expected to reach US$
5,254.1 million by 2030.* The term "immersive VR" typically refers to VR experiences
that provide a high degree of realism and user engagement, often through sophisticated
headsets and tracking systems. The substantial market size for immersive VR in the UK
in 2024, along with its strong growth forecast, highlights a significant existing and rapidly
expanding market for this specific type of VR technology, which has considerable
implications for healthcare applications requiring high fidelity and user immersion. The
difference between the overall UK VR market size and the immersive VR market size in
2024 likely reflects varying definitions and the inclusion of different types of VR
technologies within each report's scope. The rapid increase in market size from 2021 to
2024, even with the nuances in reporting, indicates a significant acceleration in the
adoption of VR and potentially AR/XR technologies within the UK, warranting a deeper
examination of the factors driving this growth.
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B. Future Market Projections (Next 5-10 Years)

The UK augmented reality & virtual reality in healthcare market is expected to reach a
projected revenue of US$ 509.3 million by 2028, demonstrating a compound annual
growth rate (CAGR) of 26.7% from 2022 to 2028." This forecast specifically targets the
combined AR/VR market within UK healthcare, indicating a robust and rapid expansion
over the next few years. This significant CAGR suggests a strong increase in
investment and adoption of these technologies within the sector, signifying a substantial
market opportunity for stakeholders.

The broader UK virtual reality market is anticipated to reach USD 6 Billion by 2033,
exhibiting a growth rate (CAGR) of 14.60% during 2025-2033.? While this projection
covers the entire UK VR market, it provides a valuable perspective on the long-term
growth potential of VR technology within the country. The sustained and robust growth
trajectory for VR in the UK suggests that the healthcare sector will likely continue to
benefit from and contribute to this overall expansion, even if its specific growth rate
differs.

Globally, the AR and VR market in healthcare is expected to be worth USD 22.43
billion by 2034, expanding at a CAGR of 24.81% from 2024 to 2034.° This long-term
global forecast reinforces the potential for significant and sustained growth in the UK
market as well, indicating a worldwide trend towards the increasing adoption of these
immersive technologies in healthcare. The strong global CAGR serves as a benchmark,
suggesting that the UK market is part of a larger trend and has the potential for similar
or even greater growth.

The UK immersive virtual reality market is projected to reach a revenue of US$ 5,254.1
million by 2030, with a CAGR of 27.2% from 2025 to 2030." This forecast is more
specific and optimistic, focusing on the immersive VR segment within the UK over the
medium term. The higher CAGR compared to the overall UK AR/VR healthcare market
forecast suggests that immersive VR is likely to be a key driver of growth within the UK
healthcare AR/VR/XR landscape, indicating a significant market opportunity for
developers and providers in this area.

The Europe Augmented Reality And Virtual Reality In Healthcare Market is projected to
reach USD 7332.77 Million in 2031, growing at a CAGR of 29.37% from 2024 to
2031.° This regional forecast, encompassing both AR and VR in healthcare across
Europe, further supports the positive growth outlook for the UK healthcare AR/VR/XR
sector, as the UK constitutes a significant portion of the European market. The strong
CAGR for the European market suggests a favorable environment for the continued
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expansion of these technologies in healthcare across the region, including the UK.

The consistent trend of significant CAGR projections across various sources and for
different segments strongly indicates a robust and expanding market for AR/VR/XR in
UK healthcare over the next 5-10 years. While specific figures may vary due to different
methodologies and market definitions, the overall message is one of substantial growth
and opportunity.

IV. Recent Advancements and Emerging Applications in UK
Healthcare

A. Preventative Medicine

XR technologies hold considerable promise in enhancing preventative medicine within
the UK. For instance, XR can help patients overcome anxieties associated with medical
procedures or treatments they might otherwise avoid, potentially leading to £2 million
of possible savings per year.® By encouraging early intervention and adherence to
preventative measures, XR can contribute to better health outcomes and reduce the
need for more costly treatments in the future. VR simulations, for example, could
familiarize patients with screening procedures like colonoscopies, potentially increasing
uptake rates.

Furthermore, AR has been successfully applied in public health initiatives, such as
handwashing monitoring to stop the spread of coronavirus.® This demonstrates the
potential of AR to provide real-time feedback and guidance on health-related behaviors,
empowering individuals to take preventative measures against infectious diseases.
Similar AR applications could be developed to guide users through proper exercise
techniques, medication administration, or healthy eating habits.

XR also has the potential to revolutionize preventive care through clinical trials by
creating controlled, virtual environments for testing new treatments and therapies more
safely and efficiently.’ This could accelerate the development and availability of new
preventative interventions and make clinical trials more accessible to diverse
populations, overcoming geographical and mobility barriers. While specific UK-led
preventative medicine initiatives using AR/VR/XR are not prominently featured in the
provided information, the global examples and potential cost savings suggest a
significant opportunity for the UK healthcare system to explore and invest in these
applications.
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B. Mental Health Diagnostics

The application of XR in mental health diagnostics is gaining significant traction in the
UK. Innovate UK's Mindset Programme is a testament to this, offering up to £3.7 million
for XR mental health projects.'® This funding aims to develop scalable, efficient, and
impactful treatment options for individuals living with moderate and severe mental
health conditions, highlighting the national priority of leveraging these technologies in
this critical area.

A growing number of clinical applications for XR are emerging in the treatment of
Post-Traumatic Stress Disorder (PTSD), phobias, ADHD, neuropsychological
assessments, and social anxiety disorder.” This expanding range of applications
indicates a growing recognition of XR's therapeutic potential across various mental
health domains. The immersive and interactive nature of XR can be particularly
beneficial for exposure therapy, allowing patients to confront their anxieties in a safe
and controlled virtual environment.

Research suggests that XR technology can effectively be used for evaluating
mental disorders in a similar or better way than conventional approaches, with
studies showing a significant reduction in symptoms of anxiety or depression.'? The
immersive and controlled environments offered by VR can allow for standardized and
objective assessments of mental health conditions, potentially leading to more accurate
and timely diagnoses. The convergence of substantial funding, a wide array of
applications, and evidence suggesting improved diagnostic capabilities positions XR as
a transformative tool in mental health diagnostics within the UK.

C. Remote Collaboration

XR technologies are proving to be valuable tools for facilitating remote collaboration
within the UK healthcare system. Virtual reality (VR) offers a headset-based fully
immersive environment that enables multi-user remote collaboration and can provide
rich situational and technical training." This capability allows healthcare professionals to
interact and learn together in a shared virtual space, regardless of their physical
location, improving communication, enhancing knowledge sharing, and potentially
reducing travel costs.

Furthermore, XR is enabling remote access to medical support and expertise,
bridging geographical barriers and facilitating knowledge exchange.' This is particularly
crucial for improving healthcare access in rural and underserved areas of the UK,
allowing patients to consult with specialists remotely through immersive XR platforms.
AR technology can also streamline and expedite the sharing of critical health
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information at the first point of contact with remote assistance from specialists.™
This can be invaluable in emergency situations, enabling paramedics or other first
responders to receive real-time expert guidance through AR overlays, leading to faster
and more informed decision-making. The ability of XR to facilitate seamless remote
collaboration has significant implications for the structure and delivery of healthcare in
the UK, potentially leading to better resource allocation and reduced geographical
disparities in access to specialist care.

D. Long-Term Patient Care

XR technologies offer innovative solutions for enhancing long-term patient care in the
UK. With applications in pain management, rehabilitation exercises, and exposure
treatment, VR may create safe environments that aid patients in overcoming a
variety of ailments.”” VR provides a non-pharmacological approach to managing
chronic pain and can make rehabilitation exercises more engaging and effective,
leading to improved long-term outcomes and a reduced reliance on traditional
interventions.

Interactive VR exercises that encourage mobility and coordination can help stroke or
injury patients recover, frequently improving the quality and efficacy of therapy
sessions.’ By making therapy more enjoyable and providing real-time feedback, VR
can significantly improve patient motivation and participation in long-term rehabilitation
programs. XR technology can also help reduce anxiety for patients requiring long-term
care or frequent visits to healthcare facilities by allowing them to virtually explore
these environments beforehand.’ Familiarizing patients with the layout and
procedures through virtual tours can alleviate anxiety and fear, leading to a more
positive and less stressful experience. The integration of XR into long-term patient care
has the potential to significantly improve patient engagement, adherence to treatment
plans, and overall well-being.

E. Enhancing Accessibility for Underserved Populations

AR/VR devices and applications have the potential to significantly enhance healthcare
accessibility for underserved populations in the UK. For users with distance or mobility
limitations, these technologies can provide virtual access to healthcare services
from their homes."® This is crucial for individuals who may face challenges attending
in-person appointments due to geographical barriers or physical impairments.

The multi-sensory and highly adaptable nature of AR/VR can also lead to the creation of
new assistive technologies for underserved communities, such as users with
disabilities.’® By developing customized applications, the UK healthcare system can



House Medical Consultants

empower individuals with disabilities to interact more conveniently with their
surroundings and access healthcare information and services. For example, Cheshire
and Wirral Partnership NHS Foundation Trust is exploring VR as a method to improve
access to healthcare for people with intellectual disabilities by creating immersive
healthcare environments to support their attendance at appointments and tolerance of
routine procedures.’” This demonstrates a concrete effort within the NHS to leverage
VR for improving healthcare access for vulnerable populations. The application of XR
holds significant promise in reducing health inequities by providing accessible and
engaging healthcare solutions for underserved populations in the UK.

V. Successful Implementations and Pilot Programs in UK
Healthcare

A. Case Studies within NHS Trusts

Friarage Hospital has successfully implemented VR headset implementation for its
specialist palliative care team, deploying DR. VR Immersive Therapy Kits to at-home
patients.’® Results from testing periods indicate a reduction in pain, breathlessness, and
anxiety for patients using the calming VR experiences. NHS workers are utilizing these
kits on a two-year lease, supported by South Tees Hospitals NHS Foundation Trust's
fundraising arm. Patient feedback has been positive, with one NHS cancer patient
noting that "I am sure everyone would benefit from this," highlighting the enjoyable
at-home experience and symptom management provided by the VR solution.

The NHS is also pushing forward with a government-led £4.3 million VR training
initiative, spearheaded by Innovate UK.?° This project aims to lower travel and material
costs associated with traditional training methods while addressing skill shortages
among STEAM students and NHS staff. The initiative includes outreach programs and
hands-on training, with Professor Ivan Wall from the University of Birmingham
emphasizing the "central" role of VR technology in helping young people safely learn
skills that would be impractical to gain in the real world due to logistics and capacity.

The South London & Maudsley NHS Foundation Trust has received funding for a
Virtual Centre.?’ This investment indicates a growing commitment within NHS mental
health services to explore and implement virtual technologies, likely including VR and
AR, to enhance the delivery of care to patients. The specific applications and outcomes
of this initiative will be important to monitor.

In Suffolk and Essex, NHS healthcare professionals, including GPs, physiotherapists,
paramedics, and physicians, are using XR technology to enhance training
outcomes.”® This program aims to improve clinicians' understanding of patient
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perspectives, ultimately leading to a higher quality of care. The initiative is driven by
collaboration between internal and external development teams, including Revolve
Labs, the North East Essex Training Hub, and the Eastern Education Group.

Make Real — NHS — NHSBT won an AIXR XR Award in 2024 for Crossmatching |
Medical Procedure Training, a VR program.?’ This award recognizes the successful
development and implementation of VR training solutions within NHS Blood and
Transplant, highlighting the potential of VR for enhancing medical procedure training
within the NHS.

B. Case Studies in Other UK Healthcare Organizations

Rescape is actively deploying its DR. VR solution into various healthcare settings
across the UK, including NHS trusts, care homes, and hospices.?? This virtual reality
distraction therapy solution primarily supports pain relief, anxiety and stress reduction,
and aims to improve the overall patient experience. The adoption of DR. VR in diverse
healthcare environments demonstrates the versatility and broad applicability of VR
technology in addressing patient needs beyond acute hospital settings.

C. Key Outcomes, Challenges, and Lessons Learned

The application of XR has demonstrated several key outcomes within UK healthcare.
Notably, VR training can improve overall surgical performance by as much as 230%
versus traditional training methods.® Furthermore, delivering therapies remotely via
VR can be 2-3 times cheaper than traditional rehabilitation, while also cutting wait
times, improving patient engagement, and reducing the likelihood of symptoms
exacerbating.®

Despite these positive outcomes, challenges remain in stimulating the XR market and
embedding solutions within UK healthcare. A significant hurdle is the lack of a
marketplace for efficiently distributing XR in healthcare solutions, making it difficult
for innovators to navigate the process of clinical trials, validation, and procurement
within the NHS.” Additionally, while the benefits of XR are becoming clearer, the
evidence generated is not always measured efficiently, hindering the ability to
secure the wider funding, investment, and strategic interventions needed for a
sustainable and thriving UK XR healthcare sector.’

A key lesson learned is the importance of robust outcome measurement and value
assessment to build confidence among stakeholders and attract further investment in
XR for healthcare. There is also a need for better collaboration and support
mechanisms to facilitate the adoption of XR innovations within the UK healthcare
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system. The proposal for a new XR in Healthcare Development Pipeline and a Centre of
Excellence for XR in Healthcare suggests a recognition of this need for a more
coordinated and strategic approach.’

VI. Market Opportunity and Future Growth Trajectory (Revised
Section V)

The UK healthcare AR/VR/XR market presents a substantial and rapidly expanding
opportunity. The combined AR/VR healthcare market is projected to reach US$ 509.3
million by 2028, with a robust CAGR of 26.7% from 2022 to 2028." The overall UK VR
market is expected to reach USD 6 Billion by 2033, growing at a CAGR of 14.60%
during 2025-2033.7 Notably, the UK immersive VR market, a key segment for many
healthcare applications, is forecast to reach US$ 5,254.1 million by 2030, exhibiting an
even higher CAGR of 27.2% from 2025 to 2030." These figures collectively paint a
picture of significant growth and market potential for immersive technologies within the
UK healthcare landscape.

Several key drivers are fueling this expansion. Technological advancements in
headset technology, display resolution, and user interaction are making XR experiences
more compelling and user-friendly.? The increasing adoption of XR across various
healthcare domains, as evidenced by the emerging applications in preventative
medicine, mental health, remote collaboration, long-term care, and accessibility, is also
contributing significantly. Supportive government initiatives and funding programs,
such as Innovate UK's Mindset Programme, are playing a crucial role in fostering
innovation and adoption in specific areas like mental health.' The rising need for
remote medical consultations and telehealth solutions, further accelerated by
recent global health events, is also driving the demand for XR-enabled remote
healthcare services.?* Furthermore, the growing integration of artificial intelligence
(Al) and data analytics with XR is enhancing the capabilities and effectiveness of XR
applications in healthcare.?

While different reports may present varying market size figures due to differences in
scope and methodology (e.g., overall VR market vs. healthcare-specific AR/VR market
vs. immersive VR market), the consistent trend across these sources points to a strong
growth trajectory for AR/VR/XR in UK healthcare. The immersive VR segment, in
particular, appears poised for substantial expansion in the coming years. This presents
a significant market opportunity for technology developers, healthcare providers, and
investors who can effectively leverage these technologies to address the evolving
needs of the UK healthcare system.
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VIl. Innovative and Novel Applications of AR/VR/XR in UK
Healthcare Services (Expanded Section VI)

The potential of AR/VR/XR to revolutionize UK healthcare services extends across
numerous domains, offering innovative solutions to improve patient care, enhance
efficiency, and reduce costs.

In preventative medicine, VR can create virtual tours of healthcare facilities to alleviate
patient anxiety before screenings, potentially increasing participation rates.® AR
applications can provide real-time guidance on health behaviors, such as exercise
routines or medication adherence, drawing inspiration from the successful use of AR for
handwashing monitoring.? VR can also be employed to educate patients on the benefits
of lifestyle changes for disease prevention through engaging and immersive
experiences. These applications have the potential to increase patient engagement,
improve adherence to healthy behaviors, reduce anxiety associated with medical
settings, and ultimately contribute to lower rates of chronic disease.

Mental health diagnostics and treatment are witnessing significant innovation
through XR. VR-based exposure therapy offers controlled and safe environments for
treating phobias and PTSD." AR applications can deliver mindfulness and relaxation
exercises, promoting mental well-being. VR simulations can also be used to assess
conditions like social anxiety in a more ecologically valid manner.? These novel
approaches can make mental health therapies more accessible and engaging,
potentially improving diagnostic accuracy and reducing the stigma associated with
seeking mental health support.

Remote collaboration is being transformed by XR technologies. VR platforms enable
remote consultations between patients and specialists, improving access to care in
underserved areas." AR overlays can provide surgeons with real-time data and
guidance during complex procedures.’ VR-based training simulations allow medical
professionals to learn and practice skills remotely, offering cost-effective and scalable
training solutions."™ These applications can enhance access to specialist expertise,
improve surgical precision, and provide more efficient and accessible training
opportunities for healthcare professionals across the UK.

For long-term patient care, VR offers innovative solutions for pain management
through immersive distraction therapies.” Gamified VR rehabilitation exercises can
increase patient motivation and adherence to physical therapy programs for stroke and
injury recovery.’ VR experiences can also combat feelings of isolation and improve the
overall well-being of homebound patients by providing engaging and stimulating virtual
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environments.?” These applications have the potential to reduce reliance on medication
for pain, improve physical recovery outcomes, and enhance the quality of life for
individuals managing chronic conditions.

XR is also playing a crucial role in enhancing accessibility for underserved
populations. VR applications can create virtual healthcare environments that are less
intimidating for individuals with intellectual disabilities.”” AR-enhanced hearing aids can
provide visual cues to improve sound perception for individuals with hearing
impairments.?® VR platforms can offer therapeutic interventions and support groups for
non-ambulatory individuals, fostering social connection and providing access to vital
resources.” These applications can significantly improve healthcare access and
experience for individuals with disabilities and other underserved groups, promoting
greater health equity within the UK.

The successful integration of these innovative applications into the UK healthcare
system will require careful consideration of factors such as interoperability with existing
systems °, scalability across different healthcare organizations, and the demonstration
of clear clinical and economic benefits. Addressing any ethical considerations and
potential challenges associated with these novel uses will also be crucial for widespread
and responsible adoption.

VIIl. Strategic Framework for Expanding and Innovating
AR/VR/XR Use within UK Healthcare Services (Refined Section
Vi)

To further expand and innovate the use of AR/VR/XR within UK healthcare services, a
strategic and coordinated approach is essential. The following recommendations aim to
provide a framework for key stakeholders, including NHS England, government
agencies, healthcare providers, and technology developers:

1. Develop and Implement a National Strategy: A comprehensive national strategy
for the integration of XR technologies within the NHS and the wider UK healthcare
system is crucial.”® This strategy should outline clear priorities, set measurable
targets for adoption and innovation, and establish dedicated funding mechanisms
to support research, development, and implementation.

2. Foster Collaborative Ecosystems: Encourage and facilitate stronger
collaboration between technology developers, healthcare providers (including NHS
trusts, hospitals, and care homes), academic institutions, and regulatory bodies.*
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This will help to ensure that XR solutions are developed to meet specific clinical
needs, are rigorously evaluated, and can be seamlessly integrated into existing
healthcare workflows.

3. Invest in Digital Infrastructure: A robust and reliable digital infrastructure is a
fundamental enabler for the widespread deployment of XR technologies,
particularly in remote and underserved areas. Continued investment in broadband
connectivity and the necessary hardware and software infrastructure is essential.

4. Prioritize Research and Evidence Generation: Increased funding should be
directed towards rigorous research to evaluate the clinical effectiveness,
cost-effectiveness, and long-term impact of XR interventions across various
healthcare domains. Establishing standardized metrics and evaluation frameworks
will be crucial for building a strong evidence base.

5. Establish Comprehensive Training and Education Programs: To ensure
effective utilization of XR technologies, comprehensive training programs for
healthcare professionals are necessary. These programs should equip clinicians
with the skills and knowledge required to confidently and competently use XR tools
in their practice.

6. Address Regulatory and Ethical Considerations Proactively: As the use of XR
in healthcare expands, it is vital to establish clear guidelines and regulations to
ensure the safe, ethical, and responsible application of these technologies. This
includes addressing issues related to data privacy, security, and patient consent.

7. Create Efficient Procurement Pathways: The challenges associated with the
current lack of a clear marketplace for XR in healthcare need to be addressed.’
Developing streamlined and efficient procurement frameworks for NHS trusts and
other healthcare organizations will facilitate the adoption of validated and effective
XR solutions.

Quantifiable targets and key performance indicators (KPIs) can be incorporated to track
progress and measure the impact of these strategic recommendations. For example,
targets could be set for increasing the number of NHS trusts utilizing XR for specific
applications by a certain percentage annually. KPIs could include measurable
reductions in waiting times for therapies delivered via VR, demonstrable improvements
in patient outcomes (e.g., pain reduction scores, rehabilitation progress), and
quantifiable cost savings achieved through the adoption of XR technologies in areas like
training and remote consultations.

A phased approach to implementation, focusing initially on areas with strong evidence
and high potential impact (such as mental health, training, and pain management),
could be beneficial. Furthermore, ensuring interoperability with existing NHS systems
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and prioritizing user-friendly and accessible solutions for both healthcare professionals
and patients will be critical for successful and sustainable adoption. Ongoing monitoring
and evaluation will be essential to adapt strategies and maximize the benefits of XR in
UK healthcare.

IX. Conclusion

The UK healthcare AR/VR/XR market is experiencing a period of significant growth and
innovation, presenting a unique opportunity to transform healthcare delivery. The
updated market analysis reveals a substantial market potential, driven by technological
advancements, increasing adoption across diverse healthcare applications, and
supportive government initiatives. From enhancing preventative care and revolutionizing
mental health diagnostics to enabling remote collaboration and improving long-term
patient care and accessibility, XR technologies offer transformative solutions to many of
the challenges facing the UK healthcare system.

Successful implementations and pilot programs within NHS trusts and other healthcare
organizations are already demonstrating the tangible benefits of these immersive
technologies, including improved patient outcomes, enhanced efficiency, and cost
savings. However, realizing the full potential of AR/VR/XR in UK healthcare requires a
strategic and coordinated national effort. By implementing the recommendations
outlined in this report, including the development of a national strategy, fostering
collaboration, investing in infrastructure and research, and addressing regulatory and
ethical considerations, the UK can further expand and innovate the use of these
technologies. This will not only drive continued market growth but, more importantly,
contribute to a more efficient, equitable, and patient-centered healthcare system for the
benefit of all.
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