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The Virtual Reality bubble? 

ÅVC investment in VR 2015: $692 million 

ÅApril 2015-March 2016: VCs invest $1.7 billion 

in the 12 months leading to March 2016 

ÅQ1 of 2016: VC invest $1.2 billion in VR, but 

mostly Magic Leap 

ÅMay 2016: There are four AR/VR unicorns 

already (Magic Leap, Oculus, Blippar, 

MindMaze) 
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A Brief History 

Å Ivan Sutherland, Univ. of Utah (1969, 

funded by the CIA) 

ÅMichael McGreevy  (1984, NASA) 

ÅThomas Furness (1986, funded by the 

airforce) 

ÅJaron Lanier (VPL, 1985) 
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A Brief History 

ÅLucasfilmôs "Habitatñ (1986) 

ÅNintendoôs Power Glove (1989) 

ÅCAVE at the University of Illinois 

(1992) 

ÅMMORPGs 
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A Brief History 

ÅThe 1990s 

ïSega VR (1993) 

ïNintendo's Virtual Boy (1995) 

ïFuture Vision Technologiesôhead-mounted 

display Stuntmaster (1995) 

ïñThe Matrixò (1999) 
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A Brief History 
ÅThe 2000s 

ïOnline virtual worlds and avatars  

ïHabbo Hotel (Finland, 2000) 

ïGaia Online (Silicon Valley, 2003) 

ïSecond Life (Silicon Valley, 2003) 

ïThere.com (Silicon Valley, 2003) 

ïIMVU (Silicon Valley, 2004) 
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A Brief History 
ÅThe 2000s 

ïSecond Life: some famous avatars 
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A Brief History 

ÅThe 2000s 

ïThe cost of LCD screens declines thanks 

mainly to Hitachi's In Plane Switching 

design and Samsung's Multi-domain design 

ïThe cost of 3D motion capture declines 

(Microsoft Kinect, 2010) 
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Virtual Reality 

ÅBig picture 
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Digi-Capital: $30 

billion market by 2020  

(50% from VR games) 



Virtual Reality 

ÅMostly for games, partially for  marketing 
and simulation 

ÅMain target: the consumer 

ÅViewers (2014-15): Oculus Rift, Samsung 
Gear VR, Google Cardboard 
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Virtual Reality 

ÅTethered to computer, small range of 

movement: Facebook Oculus  

ÅTethered to computer, large range of 

movement: HTC Vive  

ÅSmartphone required: Samsung Gear VR, 

Google Cardboard  
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Virtual Reality 

ÅStand-alone headset (no PC/smartphone 
required) 

ïIntel's Project Alloy  

ÅIntel to open-source the Alloy 
hardware 

ÅMicrosoft Windows Holographic to 
add support for virtual- and 
augmented-reality headsets to all 
Windows 10 PCs  
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Virtual Reality 

Å2016 sales 
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Virtual Reality 

ÅContent 

ïCameras: Jaunt VR, Matterport, Lucid VR, 
Google's Jump, Intel's RealSense camera 

ïStories: NextVR, NY Times (2015) 

ï3D Video: 8i 
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Virtual Reality 

ÅContent 

ïEnd-to-end virtual reality: 

ÅGoPro 

ïSix-camera Omni VR  

ïPartnerships with 100+ developers 

ïLiveVR wireless streaming tool 

ïGoPro VR video channel 
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