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Executive Summary 
The speed at which our ability to communicate has advanced is staggering. Since we began to transmit 
audio across telephone lines 140 years ago, we have seen tremendous changes in how we work and 
manage relationships. During this time, massively scaled hardware implementations and a succession of 
software developments have contributed to the rise and fall of industries and companies. Future 
generations may not recall the many stages by which our modern communications infrastructure came to 
be, but they will no doubt acknowledge that our era was one of upheaval and change in how we interact 
across distances.  

In this arc of change, the internet and the web browsers that point users to each other have become a 
primary hub of interaction. Still, desk phones, mobile phones, audio and videoconferencing tools, and an 
array of backend devices enable essential, if disjointed, communication lines between our work, retail, 
and social counterparts. When Google introduced WebRTC (real-time communication) software tools in 
2011, many communication technology companies began to explore the possibility of linking all of these 
communication tools through web browsers. Today, the WebRTC toolkit is like a toddler starting to run1, 
and as it matures, it is already beginning to influence and shape how we communicate and interact. 

The WebRTC Ecosystem 

WebRTC is part of a new wave of communications capabilities that unleashes the collective powers of the 
Internet and the creativity of millions of app developers by removing the barriers to entry, including the 
need for massive hardware and physical delivery systems, previously enjoyed only by large companies 
and nationalistic communications monopolies. Anyone with some coding background can now create 
complex and useful communications, collaboration, and data-rich applications, and these can be 
developed in a matter of hours or days.  To enable this capability, a dynamic ecosystem of companies - 
both established and very new – is emerging that offers WebRTC-enabled products and services ranging 
from open source code that developers can freely reuse, to SDKs and APIs, and all the way up to 
complete, ready-to-deploy standalone systems for voice, video, and web collaboration based on 
WebRTC. This document, based on expert analysis and ultra-current information, provides a navigational 
tool for investors, end users, competitors, and developers who want to see the entire ecosystem of 
WebRTC enablers all in one place.  

The document features a framework from which to analyze and categorize the WebRTC ecosystem, 
along with segmented analysis consisting of 228 companies offering products and services in this 
ecosystem. For each covered vendor, we provide six key informational elements: 

1. Contact information, 

2. Either known or estimated revenues to determine financial health and stability, 

3. An overview of the company’s general business, 

4. A description of the vendor’s WebRTC products or services, 

5. Two graphics, the first showing where the vendor fits in the overall WebRTC ecosystem and 
the second providing a visual view of the vendor’s products, services, capabilities, or 
manufactured devices, 

6. A brief analysis and opinion of the vendor, some with SWOT analyses.  

The vendor profiles begin on page 81. 

                                                      
1 This statement about WebRTC like a toddler is attributed to Google’s Serge Lachapelle. 
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The WebRTC Ecosystem Segment Listings beginning on page 31 contain both a graphical and 
alphanumeric listing of all of the companies and the products, services, and capabilities they offer 
categorized according to 30 WebRTC Ecosystem segments defined in the model. The Ecosystem 
segment listing can be used to quickly ascertain which vendors may be appropriate for any given project 
or opportunity. 

Overall, there are 922 individual company representations in the Ecosystem segments.  Thus, on 
average, each company participates in 4 separate ecosystem segments.  In addition, we show eight 
segment participations by non-corporate entities like GitHub and webrtc.org that are included for 
completeness.  

As authors and WebRTC users ourselves, we share your interest in the WebRTC Ecosystem and hope 
that this report will serve as a useful navigational aid as you make decisions about how to best engage 
this dynamic ecosystem of companies, the highly fragmented market it is enabling, and the new and 
useful communications capabilities millions of developers will be creating. 

What This Report Does Not Cover 

The WebRTC Ecosystem report does not contain a primer describing WebRTC: how it works and 
functions. There are numerous sources on the Web that fill this need, including some created by the 
report authors2.  

This report is not intended to be a market analysis and does not predict the scale of the market or the 
opportunity in any of the specific Ecosystem segments.  Market sizing analysis is presently left to others. 

This report also avoids much of the hype surrounding WebRTC, instead reporting on the companies who 
offer real products and services that are WebRTC-enabled right now or soon will be. 

Authors’ Acknowledgement to Participating Vendors 

The authors express their sincere appreciation to the vendors who invested time and energy into briefings 
which serve as the foundation for this report.  Without their efforts, this report would have been impossible 
to prepare. We applaud their vision and their willingness to explore the uncharted world of the 
webification of communications using WebRTC as the enabling technology. Universally, these vendors 
have expressed that this WebRTC Ecosystem report will be a valuable tool for them as it has helped 
them better articulate their product sets and position their offerings for this emerging ecosphere of 
WebRTC products, services, and capabilities. 

529 Figures, 833 Pages, 228 Company Profiles 

  

                                                      
2 For example, see the first in a series of articles by one of the authors on NoJitter.com.  
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Introduction 
WebRTC and the Webification of communications is poised to transform virtually all aspects of the 
communications landscape.  This disruptive technology has created a huge opportunity for over 200 
companies that are already offering WebRTC-based products, implementations, consulting, and 
technology.  KelCor, Inc. and PKE Consulting, LLC have worked with the leaders of the WebRTC and 
Webification of communications communities to create a model that defines the WebRTC ecosystem in a 
structured and understandable way.  This WebRTC Ecosystem Report provides the most comprehensive 
analysis of the emerging WebRTC industry ever attempted including coverage of 228 companies that 
were analyzed in detail as to how they fit and add value in the ecosystem as of the date of publication. 

An Ecosystem Driven by the Market 

The Webification of communications that WebRTC is leading is not a technology transformation alone; it 
is a combination of new applications and capabilities driving value to a rapidly growing WebRTC-enabled 
population.  With forecasts of five billion WebRTC-enabled browsers, smartphones, and tablets by 20173 
along with the ubiquitous bandwidth on modern 4G and access networks, the demand-side is driving 
WebRTC 
applications and 
their delivery.  
Figure 1 shows the 
three layers of the 
emerging 
ecosystem.   

At the top are the 
Business Solutions 
and Applications 
that use/enable 
WebRTC.  As more 
and more of these 
emerge, it will drive 
demand for users to 
access these 
capabilities.  At the 
bottom are the 
devices and experiences that WebRTC delivers.  In the middle are the products, components and 
technologies that enable or integrate WebRTC solutions, providing the basis for development and 
integration of WebRTC in a wide range of business solutions and applications.  Web-based 
communications solutions that use the “Webification” paradigm of direct end device access to the 
application or solution will drive the use and adoption of WebRTC capabilities and experiences in the end 
points.  The massive number of end points that support WebRTC will drive the inclusion of WebRTC-
based next generation web style communications in a wide range of web sites, applications, and 
solutions. 

Together, these influences will propel the market, essentially accelerating and ultimately eliminating the 
“Chicken and Egg” adoption paradigm.  WebRTC will follow a similar adoption curve as did the World 
Wide Web from 1993-2005; however, the adoption time frame for WebRTC will be dramatically 
accelerated due to the existence of high speed ubiquitous networks, the availability of WebRTC on 

                                                      
3 Dean Bubley, Disruptive Analysis, “WebRTC Market Status & Forecasts”, http://www.disruptive-
analysis.com/webrtc.htm, accessed on July 15, 2015. 

Figure 1 Ecosystem Structure 

Business Solutions and 
Applications

WebRTC Integration and
Development Solutions

End User Experiences

OpportunitySolutions
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billions of devices, and interoperable standards, upon which WebRTC is built.  This acceleration in 
adoption is illustrated in the adoption curves shown in Figure 2.   

The original IP 
network took over 20 
years. The Web 
revolution took about 
10-12 years. VoIP 
adoption took six to 
eight years. We 
believe the 
Webification of 
communications will 
likely take only three 
to six years.  We are 
now in the first real 
year the WebRTC adoption process, and we expect major changes in the communications sector to 
occur in 2015 and 2016.   

  

Figure 2 Accelerating Waves of Technology 
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Business Solutions and Applications Impacted by WebRTC 
and Webification 
WebRTC and Webification will obviously impact virtually every company in the communications market.  
The paradigm of communications today, as instantiated over the past hundred years, is a client-server 
model where the server manages all aspects of the client’s interaction with other systems and end points.  
This is analogous to where information systems were in 1993, and in fact, applications like email still 
operate in the federated client-server model.  

The WebRTC model, however, is a model of direct connection between clients.  Search engines, like 
Google and Bing, do not take the user to a site these engines recommend; rather, they send the user to a 
particular site. After the initial referral, and once the site URL is entered into the browser, the search 
engine is no longer part of the interaction.  

WebRTC works in a similar manner. Once a server connects two WebRTC endpoints together, the server 
is essentially removed from the communications path.   

The potential impact of WebRTC goes far beyond current communications vendors, however.  With 
WebRTC and the Webification of communications model, it is now possible to add real-time 
communications and data interchange to web sites and applications.  WebRTC demonstration 
applications like Cube Slam (a pong game with video integration) have shown that communications can 
be added to applications where communications is not the main event, but serves as an adjunct to 
improve the applications. 

Figure 3 shows 
the lexicon of the 
anticipated use 
of WebRTC and 
Webified 
communications 
across a range of 
potential 
businesses.   As 
many of the 
modern 
commercial, 
social, political 
and other 
aspects of life 
are integrated 
with the Internet 
and the World 
Wide Web, the 
impact of 
WebRTC and Webification will be felt in virtually every market, organization, and company.  

Current Communications and Collaboration 

Communications and collaboration are widely available and adopted technologies in today’s world.  
Nevertheless, even in this somewhat ubiquitous world of communications and collaboration applications, 
WebRTC can both augment and potentially replace existing solutions.  Whether a solution is purely based 
on the transitional TDM telecom infrastructure or it includes Voice over IP capability (or even video over 

Figure 3 Business Solutions and Applications 
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IP), WebRTC can impact that solution by enabling new capabilities or by disrupting existing providers 
using the economics of WebRTC to change the market. 

The communications and collaboration market segment can be broadly divided into two major constituent 
groups: enterprises and service providers.  WebRTC will impact both, as follows. 

Enterprise 

In the enterprise space there a wide range of business solutions and applications where WebRTC will 
have an impact.  Enterprises should be analyzing closely how WebRTC is changing platforms from 
existing vendors and how it is introducing new alternatives and entirely new communications paradigms.  
For purposes of this ecosystem discussion, the Enterprise space is defined a set of user. 

Employee Services (Telecom) 

Traditional telephony, and now UC services, will be impacted by WebRTC in a number of ways.  
Obviously, areas like internal use of bring-your-own-device (BYOD) will be impacted by the broad range 
of devices that WebRTC enables, but there are a multitude of other examples.  WebRTC is a logical way 
to incorporate external parties into rich collaborative experiences including the creating of “individual 
portals” to represent employees in the URL-defined world of web-based communications.   

Contact Center 

The contact center and customer/sales interactions are a logical place for WebRTC.  With the majority of 
live interactions being proceeded by a web site visit, the ability of WebRTC to facilitate smooth transitions 
from the web information world to the web communications world will be a critical and valuable capability 
for many.  Whether implemented as a premises-based solution, as a cloud solution or a hybrid, WebRTC 
opens new possibilities. Customers no longer need to switch from Web to phone to contact an 
organization, and contact center agents can have an entire environment, including communications, 
pushed to them through a web browser without downloads or compromise.  We believe that contact 
center is the space where WebRTC may have the largest early impact. 

Web Site 

While most of the customer service focus is on the contact center, direct integration of communications 
into the web site may be a useful capability for many. Virtually every company today has a web site, 
whether for information or direct commerce. With WebRTC, the interaction between the web site, contact 
center agents, and customers can be changed.   HTML5 and the next generation of processors will 
enable browser-based applications to look and feel like pre-downloaded apps, and they will change the 
way apps are delivered and consumed.  WebRTC enables those apps to have real-time user experiences 
built in.  In this way, the web site is no longer just pages and content, but can offer a much richer user 
experience.  Furthermore, instead of pre-loading an app from an app store, an “app” can come as part of 
a HTML5/WebRTC JavaScript page and have the same look and feel as today’s mobile OS specific apps.  
This will enable an explosion of devices and the ability of any device to run essentially any app. 

Business Process 

Much has been written over the last 7-10 years about the power of communications to impact business 
processes.  Communications Enabled Business Processes (CEBP) has been a vision of using 
communications to dramatically improve business responsiveness and profitability.  Numerous articles 
have been written about how CEBP can generate huge returns for many organizations.  However, the 
challenge of how to integrate business applications with communications systems has made all but the 
most tenacious projects fail.  However, the ability for Java programmers to easily code WebRTC 
communications capabilities into applications is opening the door to potential major changes. 
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Cloud Services 

Finally, there are a variety of emerging cloud services from communications and collaboration providers 
ranging from telephony to contact centers to business applications that will see the use of WebRTC as 
the way to deliver communications value. 

Service Providers 

The Service Provider market includes both traditional carriers and cable companies as well as a wide 
range of new entrants that IP networks and IP communications have enabled.  All of these providers can 
use WebRTC to build, enhance and extend their offers. 

Access Providers 

Providers of access services, whether terrestrial or wireless can use WebRTC for a variety of services to 
enhance their offers.  Whether enabling their supported users to extend services outside of the access 
domain or enabling visitors to reach “represented” users4, WebRTC enables a complete re-thinking of the 
value propositions and network limitations normally associated with the access space.    

Pure OTT 

Obviously pure Over-the-Top (OTT) communications solutions can use WebRTC to enable a wide range 
of services and competitive value propositions.  As WebRTC is essentially an IP/Internet/web solution, 
the increasing ubiquity of bandwidth enables these solutions to have much wider range and applicability.  
The capability to embrace a large geographic and device diverse community is critical for these services. 

Intermediate Provider 

Over the past few years, a number of Intermediate Service Providers have emerged.  While these 
providers do not have direct last mile access, they have both transport and interfacing infrastructure 
(often both IP and PSTN).  While services like SIP trunking have enable these providers to develop 
offers, WebRTC will accelerate their ability to move into more direct end user services and value-adds. 

Cloud Infrastructure 

There are a wide range of cloud infrastructure providers that can benefit from the transformations that 
WebRTC will bring.  Whether enabling their respective desktop and mobile clients to deliver quality 
services or enabling advanced media services, understanding and delivering real-time communications 
services and data is critical in this space, whether it is a pure server or advanced infrastructure play. 

Real Time Interactive Consumer Web 

Most of today’s web is not about communications; rather, it is about information and entertainment for 
consumers.  This is an area where WebRTC will create new values and capabilities which may replace 
existing communications, but which will also create new communications, collaboration and communities 
and opportunities.  WebRTC can be used in two distinct ways in the general web: first to add 

                                                      
4 A represented user is a user who has enabled a system to “represent” them out into a community.  A 
phone number is a representation into the phone community, while an email address is a representation 
to the email community.  With WebRTC, a user can be represented by a URL and can be reached 
through that URL by any user on the Internet.  This URL can be a company URL for business use, or it 
can provided by a third party service provider for business, personal, or other identities.  Just as email, 
messaging, and other systems allow multiple identities, this new world will enable identities to match the 
multiple facets of the user’s life. 
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communications to web sites, services, and applications that already exist, and second to enable entirely 
new businesses. 

Web Sites 

According to internetlivestats.com, there are currently over one billion web sites operating in the world5, 
though 75% are actually inactive.  In fact, there are probably more like 30-40 million active web sites that 
could use WebRTC to enable communications to enhance the service or business behind the site.  While 
these may fall in many areas, a few examples are included here.  Beyond these examples, WebRTC may 
open a blending of what we now define as search and social. 

Gaming 

In the gaming space, WebRTC can have multiple impacts.  Using real-time audio and video from multiple 
sources integrated into the gaming experience significantly enhances gaming to better approximate the 
real world.  The peer-to-peer nature of WebRTC allows these functions to be managed centrally, but 
delivered locally, reducing bandwidth and increasing scale.  The WebRTC data channel also provides a 
whole new set of possibilities for end point-to-end point and end point-to-server gaming features. 

Entertainment 

While most entertainment is one-to-many, WebRTC opens the potential of crowd-sourcing interactions 
and entertainment in ways that could be dramatic.  The ability to have “live” performances with audience 
interaction using WebRTC will far exceed the capabilities of today’s solutions. With the web enabling 
smaller groups to produce and consume entertainment, the real-time aspects of WebRTC could create a 
new interactive entertainment paradigm. An example articulated by Comcast involves a family live 
streaming a child’s sports or talent event to a grandparent via a parent’s smartphone and the 
grandparent’s TV set top box. 

Social 

The social world of the web has been predominately text and image-based, with little real-time interaction.  
WebRTC can change that by enabling integrating live voice and video as well as the new capabilities of 
the data channel between social groups.  This increase in personalization of social will accelerate the 
move to a larger number of smaller social groups with not only more frequent, but richer communications.  
Social is about human interaction, and real-time is real interaction. 

Retail 

While much of the shopping experience is moving to a web self-help paradigm, the opportunity for human 
interaction with rich content will become important for many transactions.  WebRTC will enable richer 
content and context both on the web and in physical spaces using smart devices.  

The use of the web is obvious with the integration of the web experience with real-time communications 
whenever communications is required to enhance the experience.  For physical customer spaces (brick 
and mortar), the ability to integrate an active web experience into the physical environment can bring 
large changes.  For example, a customer in a large box hardware store could make use the web through 
the store Wi-Fi to indicate they need help with a product.  Through a combination of location, input, or 
even images of tags, the system could determine that a plumbing specialist was needed and connect the 
customer to any available plumbing associate at any store using video.  This ability to integrate web, real-
time remote and physical shopping will continue the transformation that is occurring in the retail industry.  

                                                      
5 http://www.internetlivestats.com/total-number-of-websites/, accessed July 15, 2015. 
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Any retail site that does not explore how WebRTC can change the buying experience runs the risk of 
having customers disengaging in favor of sites to do enhance the buying experience with WebRTC.  

Information 

Information-based web sites will see WebRTC as a way to extend into both personalized information as 
well as human integration through crowd-sourced information.  While this space is very different from 
many others, it is also an area where WebRTC may play.  The potential of the data channel for 
information distribution and management is another aspect. 

Community 

Web sites that serve or engage a specific community or group will see WebRTC as a major opportunity to 
create enhanced value.  Whether a non-profit, government, NGO or for profit organization, the capability 
to integrate real-time communications into the site experience will change these as well.  As the focus of 
virtually all communities is on a group of people, the ability to extend from information to interaction in a 
seamless way will change these forever.  While communities are similar to social, the specific focus of 
these types of solutions makes them slightly different. 

Blue Ocean 

The term Blue Ocean is used to describe a strategy of addressing markets where there is no established 
competition.  It was described in the book titled, “Blue Ocean Strategy6”, published in 2005 and written by 
W. Chan Kim and Renée Mauborgne.  The concept is that there are times when a technology or business 
model enables new services or products to emerge that open new markets and do not compete in the 
current Red Ocean7.  WebRTC opens the door for new Blue Ocean markets as the webification of 
communications opens new spaces.  While it is beyond the limits of this paper and our imagination to 
describe these, just as the web created Blue Oceans of opportunity in the information web, the 
webification of communications will create many new opportunities in the communications web.  A few 
that may materialize are: 

New Business Models 

Instant and “free” communications between any individual on virtually any endpoint changes the 
underlying limitations of time and distance under which most of us operate.  This will enable new 
business models ranging from monetizing the information in a spoken communication to the information 
of the new communications web.  These business models will reflect the changes in both the cost and 
value structures that WebRTC can enable. 

Next Generation Social 

While social networking today is primarily a large scale information exchange, the capability to create 
highly focused social groups and enable a wide range of topic-focused, micro-crowds is potentially a 
major change in the space.  While current social networking is scale-based, social networking based on 
interaction is both more intimate and personal, changing the market in potentially significant ways. 

Social Physics 

Sandy Pentland of the MIT Media Lab has created the concept of Social Physics to describe how ideas 
flow and are exchanged.  A core tenant of this concept is that innovation and idea exchange is dominated 
by direct interaction between humans, primarily through physical contact.  The ability of WebRTC and the 
                                                      
6 See http://www.amazon.com/Blue-Ocean-Strategy-Uncontested-Competition/dp/1591396190 for 
example. 
7 Red Oceans refer to traditional competition-based strategies in a known market space. 
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instant face-to-face personal communications that are enabled to accelerate idea exchange and 
distribution without direct contact may introduce a completely new set of applications and business 
models. 
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End User Experiences 
The web is all about information flow and the end user experience.  WebRTC is no different; it is 
delivering a new set of experiences and capabilities to the end user.  For these to be realized, the 
endpoints themselves must be capable of WebRTC.  This concept can be seen in Figure 4.  In this 
diagram, the five segments to the left represent organizations creating the end user devices and software 
that are enabled to 
deliver the WebRTC 
experience as part of 
the overall web 
experience.  The 
seventh segment on 
the right side 
illustrates 
organizations and 
companies with 
resources that are 
available to customize 
the experience, 
including consulting 
and contracting 
resources8.  The last 
segment on the right 
represents 
organizations that have testing tools or services. Of the 228 companies analyzed in the 2015 Ecosystem 
Report, 106 have some form of offer in one or more of the End User Experience segments. 

 

Browsers and Plug-ins 

The first segment is for the browsers that run across a set of standardized endpoints (PCs and Android 
smartphones, for example) and support WebRTC. Furthermore, WebRTC plug-ins for browsers that are 
not yet capable of supporting advanced communications protocols are now available.  While the browsers 
are generally already available on many devices for use by WebRTC applications and solutions, the 
browser plug-ins need to be either downloaded from a public site or included in the application 
deployment.  As Microsoft Internet Explorer and Apple Safari are the obvious browsers not included at 
this point, the plug-ins are focused toward these vendors’ browsers.  Plug-ins include both commercial 
products as well as open source code. In the 2015 Ecosystem Report there are 10 companies in this 
segment. 

  

                                                      
8 In this document, the company logos shown in any accompanying graphics are illustrative and 
representative of the many companies that can be found in each segment. 

Figure 4 End User Experiences 
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Native Mobile App Development 

For many mobile platforms there is still a significant advantage to developing WebRTC-based  
applications in the native OS and development environment versus developing them using HTML5 and 
the mobile device’s browser.  This is due to battery use, speed, and consistent application look-and-feel.  
In addition, many of the released operating system profiles on smartphone carrier networks do not allow 
even Android devices to support WebRTC in the included browser. If a WebRTC project requires that the 
endpoints include mobile devices, developing in the native OS and development environment is currently 
better in many situations.  

The companies in this segment either have a full native development capability that includes WebRTC, 
WebRTC code or modules for various native OS’s, or services that enable WebRTC-like in a native 
mobile application. In the 2015 Ecosystem Report there are 49 companies in this segment.  

Video Endpoints  

This segment are hardware video endpoints that include WebRTC in a device that is not user 
programmable, such as a room video system, a television or a set top box. This is included whether the 
WebRTC capability comes from an integrated browser or through direct integration.  To be included, the 
WebRTC capability must be exposed, through the standard APIs or direct extensions in a way that the 
APIs and the device can be used in an integrated WebRTC-enabled solution by third parties. In the 2015 
Ecosystem Report there are 5 companies in this segment.  

Audio Endpoints  

This segment are hardware audio only endpoints that include WebRTC in a device that is not user 
programmable, such as a phone, speaker phone, doorbell, etc. This is included whether the WebRTC 
capability comes from an integrated browser or through direct integration.  To be included, the WebRTC 
capability must be exposed, through the standard APIs or direct extensions in a way that the APIs and the 
device can be used in an integrated WebRTC-enabled solution by third parties.  In the 2015 Ecosystem 
Report there are 6 companies in this segment. 

Peripherals and Wearables  

The ability to integrate a variety of devices into WebRTC starts with peripherals like headsets, but can 
extend to virtually anything, even data-only devices through the data channel.  This segment is for 
companies that have announced WebRTC peripherals, wearables or SDKs that enable their devices to 
be integrated through WebRTC into a cohesive application, but are not a browser or communicating 
device. In the 2015 Ecosystem Report there are 3 companies in this segment.  

Digital Signage and New Revenue 

As WebRTC is an IP protocol, it will enable a new class of device such as digital signage that can 
incorporate WebRTC to deliver a variety of services.  As these can potentially be integrated into business 
solutions, this segment is for new non-personal devices and the revenue they may enable. In the 2015 
Ecosystem Report there are 3 companies in this segment. 
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Contract Resources  

There are a verity of organizations that provide WebRTC contracting, development and consulting 
services.  These are represented here as part of creating the user experience, though much of the work 
may be done on servers.  Organizations in this segment provide services that may include specialized 
software, but the primary role is contracting or consulting, not the sale of software or platforms. In the 
2015 Ecosystem Report there are 55 companies in this segment. 

System Testing  

To assure a great user experience, there are companies that provide testing facilities to test the real-time 
aspects of WebRTC as well as load testing and other services.  These are critical for large deployments 
and user satisfaction. In the 2015 Ecosystem Report there are 18 companies in this segment.  
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WebRTC Products and Development Solutions 
 Connecting a business need to the end user experience involves putting together a set of capabilities or 
components into a complete WebRTC solution.  The WebRTC ecosystem in the center of figure 5 shows 
all of the ways WebRTC may be delivered either as solutions or as applications.  

Starting from the left are the class of Complete Packaged Products that incorporate WebRTC into a 
standalone solution that not require any specific or additional WebRTC development.  These include 
video conferencing services, IP PBXs, contact centers and business software that adopt WebRTC as one 
of the communications implementations.   

The remaining categories are products, services and software used to enable the development of new 
WebRTC solutions or applications.  First is the general segment of Complete Frameworks, which are 
generally software-based products or services that provide APIs and SDKs so that very little actual 
WebRTC programming is required.  

The next area is segmented into two dimensions: moving from left to right, first are Commercial tools and 
Platforms, and followed by Open Source and Internal Development solutions.  These are WebRTC-based 
products or services that often do require some understanding of how WebRTC works internally.  

Business Solutions and 
Applications

End User Experiences

OpportunitySolutions

WebRTC Products and Development Solutions

Complete 
Packaged 
Products

Development Solutions, Platforms, 
Tools, and Code

Complete 
Framework

Media and Services 
Tools

Development Toolkits

Commercial 
Tools and 
Platforms

Open Source 
and Internal 
Development

Figure 5 WebRTC Integration and Development Solutions 
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Ease of Implementation versus Customization and Optimization 

 As illustrated in figure 6, the WebRTC integration development and solutions can be arranged so that 
one moves from right to left, there is more intimate WebRTC knowledge and programming required. 
Integrated solutions on the left require less development effort, but they are also less flexible; those 
products and services on the right require more effort and programming, but with this additional effort 
comes much more flexibility to create complex or useful applications.  
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Figure 6 Ease of Implementation versus Customization and Optimization 
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The Total Ecosystem View 

Figure 7 shows the total view of all of the categories in the WebRTC ecosystem of integration and 
development solutions.  In the following sections, we will describe each in detail. 

 

Figure 7 Total View of WebRTC Integration and Development Solutions 

WebRTC Complete Packaged Solutions 

Within this segment, there are five identified segments as follows.   Of the 228 companies analyzed in the 
2015 Ecosystem Report, 164 are providing WebRTC in conjunction with some other packaged 
experience beyond a pure WebRTC environment. 

Service Provider/Carrier Solutions 

There are a number of vendors providing a range of solutions that enable service providers or carriers to 
take advantage of WebRTC features and capabilities.  These integrate WebRTC options into existing 
platforms that are already in the service provider network by adding WebRTC functionality that allows 
offering new services as an extension of the existing infrastructure.  They may include integration to 
existing SIP and IMS structures and services in the existing network to enable WebRTC based value 
propositions to be included in a new Service Provider offer. In the 2015 Ecosystem Report there are 45 
companies in this segment.  

Video Conferencing Solutions  

This segment includes a range of new video conferencing offers based on WebRTC or the integration of 
WebRTC into an existing video or collaboration offer.  These solutions may include both the video 
conferencing as well as web conferencing features, but are generally marketed based on the video 
capability.  Though these offers may include premises-based solutions, they are often cloud-based and 
reflect the new service capabilities introduced with WebRTC. In the 2015 Ecosystem Report there are 80 
companies in this segment. 
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Audio Conferencing Solutions  

While many conferencing offers are based on the use of WebRTC for video, there are some that are 
focused on using WebRTC for audio, especially including direct PSTN connectivity.  While some of these 
are just for audio, they are increasingly adding some levels of web services such as screen or application 
sharing. In the 2015 Ecosystem Report there are 74 companies in this segment. 

UC and Communications Solutions  

The adoption of WebRTC into a range of existing UC and enterprise communications solutions is 
significant.  While many of these solutions have a variety of existing clients and endpoints, WebRTC 
adoption enables an extension to a wide range of user devices without complexity and security issues. It 
also extends interoperability with customers and suppliers who reside outside the firewall. In the 2015 
Ecosystem Report there are 35 companies in this segment. 

Contact Center Solutions   

Contact centers and customer service/interaction are a major focus area for WebRTC.  With the ability to 
seamlessly integrate real-time human interaction into a customer service or sales website, WebRTC is a 
potential game changer for this market.  In this space, there are both traditional contact center leaders as 
well as new entrants and component providers. In the 2015 Ecosystem Report there are 47 companies in 
this segment. 

Development Solutions, Platforms, Tools, and Code 

For organizations desiring to implement a customized solution, there are a variety of options, ranging 
from complete solutions to using open source code and doing all development in-house.  

Commercial Complete Development Frameworks 

WebRTC offers a unique capability to develop new applications and solutions. For many organizations 
developing a WebRTC-based solution, the cost and complexity of putting all of the pieces together far 
outweighs the customization and potential cost benefits.  For this group of implementers, there are a 
number of companies providing a complete framework that includes all of the necessary WebRTC 
components, often in a cloud or on-premises deployment model that dramatically reduces the 
implementation complexity.  Note that there is not a segment for APIs, as APIs that are beyond the 
standards-based WebRTC APIs are never offered for sale, but are always part of a product offer for 
customization of use or in conjunction with and SDK that enables their use. Of the 228 companies 
analyzed in the 2015 Ecosystem Report, 60 are providing a complete WebRTC framework, either for 
carriers or enterprises and either premise or cloud based. 

Service Provider IMS Integrated Frameworks  

For Service Providers using WebRTC integrated to an existing IMS core infrastructure, there are 
complete frameworks designed to integrate WebRTC with existing IMS offers and solutions.  These are a 
logical choice for carriers or service provider customers of these vendors, as well as an option of any IMS 
integration project. In the 2015 Ecosystem Report there are 21 companies in this segment. 

Service Provider Non-IMS Integrated Frameworks  

For Service Providers that do not have an IMS core infrastructure or are building a new IP based OTT 
service, there are Service Provider grade frameworks to enable the delivery of new solutions using 
WebRTC.  These may not provide the IMS integration, but have the other capabilities necessary to 
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provide a service.  Note that vendors that have IMS integration are generally included here as well. In the 
2015 Ecosystem Report there are 28 companies in this segment. 

Enterprise On-Premises  

For Enterprises seeking to own a complete framework for WebRTC development and deployment that is 
designed to be deployed on the premises, using the customer’s own hardware, there are complete 
frameworks that will enable this level of more traditional development and deployment model. In the 2015 
Ecosystem Report there are 27 companies in this segment. 

Enterprise Cloud/Hosted  

For Enterprises seeking to own a complete framework for WebRTC development and deployment that is 
designed to provide WebRTC services from the cloud, there are a number of frameworks available.  
These frameworks range from pure hosted models to Infrastructure as a Service models.  For enterprises 
looking for low entry costs or having a need for primarily external media services, these are excellent 
options. In the 2015 Ecosystem Report there are 43 companies in this segment. 

Commercial Tools and Platforms 

Of the 228 companies analyzed in the 2015 Ecosystem Report, 128 are providing some tool or 
combination of tools that are designed to enable a WebRTC deployment separate from buying a 
complete framework. 

Commercial Tools and Platforms – Development Toolkits 

This segment is for products and services used in the development of a WebRTC solution.  Rather than a 
complete platform, these elements can be purchased and used as parts of an overall project, but not as a 
core basis.  Where a complete framework assumes that all of the components from that vendor will be 
used, in the Tools and Platforms, it is assumed that some or all of the elements are being done either 
internally or using multiple vendor components.  

General WebRTC SDKs and Tools  

A number of general-purpose communications tools and platforms have added WebRTC SDKs to enable 
their developers to quickly integrate WebRTC extensions into the platform.  Often these also support 
other capabilities such as SIP and even TDM services.  Most WebRTC SDKs and Tools include extended 
APIs or other interfaces to enable advanced programming, though they may be limited to the WebRTC 
standards APIs. In the 2015 Ecosystem Report there are 101 companies in this segment. 

Mobile Platform SDKs and Tools  

For developers intending to use WebRTC as part of a more general mobile environment, and to include 
WebRTC either as a protocol or for interconnectivity to browser-based users, these products provide an 
SDK that enables WebRTC across a variety of mobile devices.  Generally, these SDKs use the WebRTC 
APIs, though they may have additional APIs for integration into a back end support infrastructure. In the 
2015 Ecosystem Report there are 41 companies in this segment. 

Messaging Infrastructure 

Messaging is a hot area of the market, and WebRTC enables new messaging infrastructure solutions as 
well as augmenting existing platforms.  These solutions may be WebRTC only, but often extend to other 
technologies such as SMS, RCS, SIP, or XMPP. We expect the WebRTC data channel to play a 
significant role in these emerging messaging solutions. In the 2015 Ecosystem Report there are 35 
companies in this segment. 
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Commercial Tools and Platforms - Media and Services Tools 

A complete WebRTC deployment often requires a number of capabilities for the media path, from firewall 
traversal solutions to media servers and beyond.  These categories are focused on the media capabilities 
with commercial products.  Note that many of the vendors in this area cover more than one capability 
area in a single platform, so understanding requirements is critical to selection. 

SP/Carrier Gateways  

For connecting WebRTC media into existing Service Provider and Carrier networks, a gateway function is 
generally required to manage signaling and media transcoding.  Companies in this segment provide 
devices or software with these capabilities. In the 2015 Ecosystem Report there are 28 companies in this 
segment.  

Enterprise Gateways  

For connection of WebRTC into existing enterprise voice networks, transcoding is generally required.  
These commercial offers provide these services. In the 2015 Ecosystem Report there are 27 companies 
in this segment. 

Session Border Controllers 

Session Border Controllers are a critical element to many enterprise and Service Provider WebRTC 
implementations. They provide session security and monitoring to assure that resources are managed 
and controlled as security is enforced.  This is also an area enterprises need to understand so that they 
can manage external user access to WebRTC services. In the 2015 Ecosystem Report there are 18 
companies in this segment. 

Media Services and Video Processing  

A critical component of larger WebRTC deployments are media servers as well as video processors that 
provide either MCU or routing/switching of video streams (or both in a configurable solution).  These are 
available as either software or appliances and can be chosen to best meet the applications or solution 
requirements. In the 2015 Ecosystem Report there are 25 companies in this segment. 

STUN/TURN/ICE SW & SDKs  

To connect WebRTC to devices behind firewalls, a STUN/TURN/ICE9 node is required.  These can be 
purchased as software and run on off-the-shelf hardware. They are used to assure that external 
connections are managed, either in the customer data center or in the cloud. In the 2015 Ecosystem 
Report there are 32 companies in this segment. 

STUN/TURN/ICE Cloud Services  

An alternative to deploying a STUN/TTURN/ ICE server is to use a cloud service that enables this 
capability.  In the 2015 Ecosystem Report there are 14 companies in this segment. 

Open Source Tools and Platforms 

Of the 228 companies analyzed in the 2015 Ecosystem Report, 22 are providing some tool or 
combination of tools that are designed to enable a WebRTC deployment separate from buying a 

                                                      
9 See http://en.wikipedia.org/wiki/Interactive_Connectivity_Establishment for more details on STUN, 
TURN, and ICE protocols for firewall and NAT traversal. 
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complete framework.  This includes open source code on GitHub, wevbrtc.org and RFC566 TURN.ICE 
examples.  

Open Source and Internal Development - Development Toolkits 

For organizations doing an internal development (or using contracting resources), the option of using the 
broad set available open source code is a low cost way to a highly optimized solution10.  

General Open Source Code 

There are a number of sources of Open Source WebRTC code to use, some from sources like GitHub, 
some from vendors providing a “starter kit” as part of their offer that is extended with enhanced paid 
offerings. In the 2015 Ecosystem Report there are 18 companies or organizations in this segment. GitHub 
andWebRTC.org are included here on the graphic and in the listing, though they are not profiled. 

Open Source Signaling and Data Channel 

There are some code examples for signaling and for using the data channel that can be used in 
beginning a development that requires these components. In the 2015 Ecosystem Report there are 16 
companies or organizations in this segment. GitHub andWebRTC.org are included here on the graphic 
and in the listing, though they are not profiled. 

Open Source and Internal Development - Media and Services Tools 

There are a number of open source resources for both media servers and other components necessary 
for a complete deployment.  

Media Servers and Voice Processing Code 

A number of open source code bases and complete solutions are available for media servers and other 
core functions dealing with media streams and video.  This includes video MCUs, audio bridges and other 
capabilities. In the 2015 Ecosystem Report there are 7 companies or organizations in this segment. In 
addition, GitHub, WebRTC.org and the MCU Media Server are included here on the graphic and in the 
listing, though they are not profiled. 

STUN/TURN/ICE Code  

There is one current open source implementation for STUN, TURN, and ICE available.  

 

 

  

                                                      
10 Using open source software is clearly less expensive from a software procurement perspective than is 
using commercial software. However, there is can be significantly more development costs when using 
open source software than a commercial software package. 
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PKE Consulting provides strategic consulting and analysis at the intersection of computing, networking, 
and communications.  The primary focus is on how the integration of information and interaction can 
create value transformation for organizations.  This is often referred to as Unified Communications or 
Communications Enabled Business Processes.  PKE Consulting services include organization planning 
for how to best utilize technologies for transformation.  PKE Consulting also works to assure that the 
underlying network infrastructure is capable of supporting the new services.  PKE Consulting provides 
services both to end user organizations and to vendors. 

End User Services 

For End User Organizations, PKE Consulting works with the organization at all stages of the project.  
From conception of how the information/interaction integration can create value through to defining which 
technologies and vendors are best suited, to assistance in the deployment, PKE Consulting can assure 
that the planned implementation meets both organizational and technical goals. 

Vendor Services 

For vendor companies, PKE Consulting provides services ranging from strategic business planning to 
technical implementations and technology analysis.  In addition to traditional products, PKE Consulting 
can assist with M&A analysis and activity including due diligence and integration.  Select PKE Consulting 
as an outside presenter for your next seminar series and the results will be outstanding.
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