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The Virtual Reality bubble?

A VC investment in VR2015 $692million

A April 2015March2016 VCs invest $.7 billion
In the12 months leading to Marck016

A Q1 of 2016 VC invest 4.2 billion in VR, but
mostly Magic Leap

A May 2016 There are four AR/VR unicorns
already (Magic Leap, Oculus, Blippar,
MindMaze)
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The Virtual Reality bubble?

Digi-Capital AR/VR Investments ($B)
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The Virtual Reality bubble?

Digi-Capital AR/VR Investments LTM to Q1 2016
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A Brief History /
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A Ivan Sutherland, Univ. of Utah (1969,
funded by the CIA)

A Michael McGreevy (1984, NASA)

A Thomas Furness (1986, funded by the
airforce)

A Jaron Lanier (VPL, 1985)
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LUCASFILM'S
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A CAVE at the University of llino
(1992

A MMORPGs
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A Brief History

A The 1990s
I Sega VR (1993)
I Nintendo's Virtual Boy (1995)

I Future Vi si on -nioented
display Stuntmaster (1995)
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ERISE AND FALL AND RISE

OF VIRTUAL REALITY

A Brief History

A The 2000s

I Online virtual worlds and avatars

I Habbo Hotel (Finland, 2000)

I Gala Online (Silicon Valley, 2003)
I Second Life (Silicon Valley, 2003)
I There.com (Silicon Valley, 2003)
I IMVU (Silicon Valley, 2004)




OF VIRTUAL REALITY _ _
A Brief History

A The 2000s

I Second Life: some famous avatars

Sophrosyne Stenvaag floating above Extropia Core in Second Life.

xtropia DaSilva



5

wr Gan
9 LIFE | O uni-verse N2
: Outback > .
inr 2 nee | 3|0 Sexe et jeux
S =/ e \ Environnements 3D ), . dargent

Univers virtuels génériques

213 ) J
AR AREA "-.‘J Ve

u
Cromte AN v 4 \

Ets
 SONY ... o Sy
UV‘J areae . Place de marché

Générateurs d’univers
ATARI
Environnements liés au jeu The l_oumge |

Environnements liés
@ a musique '

1 iext

SEiA

| / /
\
[ * |
M
dtyplxel stardoll =2 REO0
S| TAATU | CLUE
PENGLIN
W \ Jeux de réle )
\ Environnements en 3D isométrique s p 4
Virtual Reality in 2007

© Fredcavazza.net \_  Tamagoshi-like )



A Brief History

A The200Gs

I The cost of LCD screens declines thank: 8
mainly to Hitachi's In Plane Switching
design and Samsung's Multomain desigt.

I The cost of8D motion capture declines
(Microsoft Kinect,2010

KINECT



Digi-Capital AR/VR Leaders Q4 2015
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Virtual Reality

A Mostly for games, partially for marketing
and simulation

A Main target: the consumer

A Viewers (201415): Oculus Rift, Samsung
Gear VR, Google Cardboard
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Virtual Reality

A Tethered to computer, small range of
movement: Facebook Oculus

A Tethered to computer, large range of
movement: HTC Vive

A Smartphone required: Samsung Gear VR,
Google Cardboard
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Virtual Reality

A Standalone headset (no PC/smartphone
required)
I Intel's Project Alloy

Alntel to opensource the Alloy
hardware

AMicrosoft Windows Holographic to
add support for virtualand
augmentedeality headsets to all
Windows10PCs
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Virtual Reality

I Headset, go

Virtual-reality headset shipments, worldwide, m

2016 BN 2017*
0 2 A 6 8

Samsung Gear VR
Google Daydream
PlayStation VR
HTC Vive

Oculus Rift

Source: SuperData Research *Forecast

Economist.com



Virtual Reality

A Content

I Cameras: Jaunt VR, Matterport, Lucid Vi
Google's Jump, Intel's RealSense cameMe Sl

I Stories: NextVR, NY Times2015 lﬁ
I 3D Video:8i




Virtual Reality

A Content
I Endto-end virtual reality:
AGoPro
I Six-camera Omni VR
I Partnerships with 100+ developers
I LiveVR wireless streaming tool
I GoPro VR video channel
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