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1. Introduction  

This survey was conducted to collect some information about the nature of the Ogre user base and the 
utilization of the engine. It therefore offers a means to get an impression how Ogre3D is used and which 
platforms and tools it is most commonly used with. Additionally, this survey serves as a guide for the Ogre3D 
Team to identify weak points and hence help it to decide on future developments. 
 
The survey was conducted throughout the month of August 2011 and was advertised on the Ogre3D 
homepage (www.ogre3d.org) as well as in the Ogre3D forums (www.ogre3d.org/forums) to get as many 
community members to participate as possible, in order to get a reliable and representative result. In the end 
we received 1020 responses of which 875 result sets contained answers to all 20 questions and respectively 
145 which covered only a proportion of the questions.  
 
In order for the results to be comparable to the previous Ogre3D User Survey conducted in 2008, this ȅŜŀǊΩǎ 
survey also included those questions from 2008 (questions 1 to 5). The results of the previous survey are also 
incorporated in this report to simplify comparison, which is easily possible due to a similar number of 
responses in both surveys (1034 in 2008). 
 
We, the Ogre3D Team, would also like to use this report as an opportunity to say ά¢Ƙŀƴƪ ȅƻǳΗέ to all the 
participants of this survey as well as the whole Ogre3D Community in general for their active involvement in 
the forums and the wiki. After all it is the combination of the skilled and dedicated Ogre3D developers /  
contributors and the highly motivated and supportive forum members that sum up to the great experience 
that using and working with the Ogre3D engine is! 
 
So ά¢Ƙŀƴƪ ̧ ƻǳΗέ to everyone involved! 
 
Your Ogre3D Team 

http://www.ogre3d.org/
http://www.ogre3d.org/
http://www.ogre3d.org/
http://www.ogre3d.org/
http://www.ogre3d.org/
http://www.ogre3d.org/
http://www.ogre3d.org/
http://www.ogre3d.org/forums
http://www.ogre3d.org/forums
http://www.ogre3d.org/forums
http://www.ogre3d.org/forums
http://www.ogre3d.org/forums
http://www.ogre3d.org/forums
http://www.ogre3d.org/forums


© Ogre3D Team 2011 

3 

2. Results 

Q1: In which sector are you using Ogre? 

Note: Multiple answers per person were possible. 

Results 2011: 
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Results 2008: 
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Q2: For which application types do you use Ogre? 

Note: Multiple answers per person were possible. 

Results 2011: 

Results 2008: 
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Side-by-side comparison 2011  vs. 2008: 
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hǇǘƛƻƴŀƭ ƛƴǇǳǘ ƻŦ ǊŜǎǇƻƴŘŜƴǘǎ ǿƘƻ ŦƭŀƎƎŜŘ άhǘƘŜǊέΥ 
�‡ Advertising 
�‡ Augmented Reality (2x) 
�‡ Civil Engineering 
�‡ Computer vision 
�‡ Entertainment 
�‡ Hardware diagnostics 
�‡ Media Player (3x) 
�‡ Mobile 
�‡ Photo presentation 
�‡ Prototypes 
�‡ Real time broadcast graphics 
�‡ Robotics 
�‡ Video (2x) 
�‡ Video post-production 
�‡ Virtual Reality simulator 
�‡ Visualization (2x) 
�‡ Weather presentation 


