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The reality of today... may “feel” different tomorrow

Sight

Toste Internet of Senses through XR Smell




5G is here to enable XR
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Figure 4: Mobile subscriptions by technology (billion) GrO Wlng f ast and Strong ¢

. .. i 2.6bn

In 2025, 2.6 billion 5G
subscriptions are forecast.

65% world Population

M s6

B UE46)

B WCDMA/HSPA (3G)
B GSM/EDGE-only (2G)
I TD-SCOMA (3G)

B COMA-only (26/36)
W Other

Note: loT connections are
not included in this graph

2015 2016 2017 2018 2019 2020 2021 2022 2023 2024 2025
Ref: https://www.ericsson.com/en/reports-and-papers/consumerlab/reports/10-hot-consumer-trends-2030
e



https://www.ericsson.com/en/reports-and-papers/consumerlab/reports/10-hot-consumer-trends-2030

So how fast is 5G really?

It’s out of the ballpark!!

e 10-100x more connected devices

e 10x-100x data rate

e 1000x bandwidth (High Density Graphics))
e 10x more battery life

e 5xlow latency (1 ms)

Latency: Human reaction time is 250 ms
Combined with Edge — Real Time

Edge: Remote data processing — Thin and cheaper devices

Truly Immersive Experiences (XR)




Sight - capture the monsters on the go

500 Million Downloads

$3 Billion Spending

Pokémon GO Worldwide User Spending by Year

Monetization

(‘D)) Mobile device Gamer
(TR

@ Connectto m Local 2016 2017 2018 2019
Chlld hOOd HD stores https://sensortower.com/blog/pokemon-go-catches-3-billion-usd-in-lifetime-revenue

Value proposition



https://sensortower.com/blog/pokemon-go-catches-3-billion-usd-in-lifetime-revenue

Touch the world as you imagine it

Companies
o by VR Electronics Ltd, UK
° by HaptX, Seattle, WA

Business Model

e Sell products / devices
e Sell software & services

e Revenue share model

7%, Suit / Glove: stretchable, @ Software: Powerful Microfluidic skin
W&xys breathable; technology with == analytics & program control flexible, smart textile,
"7 sensor inputs and outputs, pneumatic actuators,
biometry microfluidic channels
A </> Development kit: Force feedback
T AR/VR: utilizes system a library of haptic feedback %9%;@
exoskeleton

with or without VR and AR and programming options

Pneumatic Control
Mini-compressor,
pneumatic

Magnetic motion
tracking



https://teslasuit.io/
https://haptx.com/

from training grounds... to real time assist and monitoring




The world comes together in what you smell

Magnetic Snap-On
Compatible With Most VR Sets

Reliable Scent Generator
255 Scents Available

Lightweight Design
Only 7oz (200g)

WiFi & Bluetooth Enabled
Immediate Connectivity

4 Hours Non-stop
Long-lasting Play
Micro-Coolers

/ Feel The Wind And Cool O

g Micro-Heaters
/ Experience The Heat

\\ O~ Dual Force Feedback
Haptic Motors
Be In The Action

Water Mist

Feel The Rain On Your Cheeks

Company

e Multisensory Mask by Feelreal

Business Model

Sell products / devices
Sell software & services

Smell:
Scent-generator

Wind:
Micro-cooler

Entertainment, gaming, meditation, aromatherapy

Rain Water:
Ultrasonic ionizing
system

Vibration:
Haptic feedback



https://feelreal.com/

Eat Anything,

nywhere - Guilt Free!!
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Eat Anything, Anywhere - Guilt Free!!

arly stage startup - Kokiri La
(Project Nourished)

Motivation
o Eat quilt free (sustainability)
o  Time together virtually

e  Business Model
o Sell unique dining experience
o Provide toolkit for others

Ecosystem

Royal Caribbean Cruise Shi

offering similar experi

(@)



https://projectnourished.com/

Immerswe experience — stress less, get motivated

x Crowded screens — visual fatigue




How much is AR/VR worth ?

/
VR: 2023

o $10B-$15B revenue
e 30 million installed
base

\

AR (Mobile &

Smartglasses): 2023

e $70B-$75B
revenue

e 2.5 billion installed
base

Ref:



https://www.youtube.com/watch?v=0y31TFNPRIk&feature=youtu.be

Show me the money !

Location

Other (eCommerce sales, adspend.

; . ' Based Appstore i i
Enterprize (ex-hardware) bl (no‘r)apgsa i appstore, location based entertainment)

Appstore
(non-games)

Mobile

AR

Ref:



https://www.youtube.com/watch?v=0y31TFNPRIk&feature=youtu.be

Evolution
of 60+ years...

Ref: https://learn.g2.com/history-of-virtual-reality

) History of Virtual Reality

First VR
multimedia
device

|

First First First
head-mounted basic flight head-mounted
VR display simulator VR/ AR display

Fictitious book
published
about VR

Nintendo First ‘Virtual reality” VCASS advanced First VR
Virtual Boy VR arcade termis flight simulation remote travel
portable device game created program experience

VR used Google Oculus Rift Valve + HTC Sony
for PTSD announced developed started unveiled
therapy Street View headset prototype HTC Vive PlayStation VR

| I I \ I
Facebook Google created

revealed Oculus Cardboard DIY
Half Dome headset

@



https://learn.g2.com/history-of-virtual-reality

Accelerated in last decade...
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Google goes after enterprise market

Consumer Edition Enterprise Edition 1 Enterprise Edition 2
$1500 $1500 $999

March 2013 March 2017 May 2019




Facebook goes after consumer market

facebook

ACQUIRES

Oculus Oculus Rift Oculus Go Oculus Quest Oculus Rift S
Acquisition 20 countries 1 million units 0.5 million units  $100M revenue
$2.3 Billion $599 $199 $399+ $399

March 2014 March 2016 Oct 2017 Sept 2018 March 2019



Content

XR is real

Nintendo’ platform

©T

NIANTIC

XR is picking up and the ecosystem is fully integrated
Some players present in multiple spaces

verizon’

° WA Microsoft

oculus HE HoloLens

& nreal

magic leap

ERICSSON
NOKIA

%AT&T Sprint
T Mobile

Network

Operators
Vendors

Device

QuALco . AR/VR makers

Cloudification & Faster processing a great infrastructure to support XR e
ipse

Manufacturers
adWs A Arzure <X
S—"1 NVIDIA.
o>
) -
\\\? AT&T verizon -

ERICSSON




Key Takeaways

With 5G the technology for XR has arrived
Ecosystem players are partnering to accelerate XR

Adoption accelerating because of compelling applications



Our prediction for the future...

®
Your brain is the user interface 2030 \~

Fifty-nine percent of consumers believe that we will be able to see map
routes on VR glasses by simply thinking of a destination.

y




The possibilities of a new tomorrow
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