First Person Augmented Reality
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+ Virtual Reality (VR) :

+  Augmented Reality (AR):

Technology Definition

Replaces the real world
with a simulated/digital
world experience

Real world experience
enhanced with digital
overlays (bext, audio,
graphics, 3D objects etc)




Evalution of AR Technology




Who is in the game?




By 2020, AR hardware is biggest revenue generator
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AR Hardware - Wearable Smart Glass

A wearable compuber

« adds viswal information to weaner

« overlays augmented reality with digital images
« allows wearer to see through it
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Wearable Smart Glass

Issues What's needed

L EbEr actnag = Richer nteractine

EX P




Who is Magic Leap?
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How Technology Works

" Magic Leap — the “secret” Iech semsation —
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"Reverse engineer™ what we see in real life and make it virtusd
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Why Magic Leap?







Patents filed by Magic Leap







Magic Leap’s Value Proposition

Enables Real-time
Interaction




Main Competitors in AR Market
# Smart Phones and Tablets 5
= [Baic AR game Exparieros

= Microsoft Hololens
= Moy differences ; Focuses on
hologram features.
= |Limitatiords narrow FOV in front of your eyes

= Technobogy [iusion CastAR
— Ky differences © Able to project both n




Comparison against Competitors
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* V’MS Applicaﬁons
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Tachnology .ﬂ.livuptinn Key Application
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Current state of AR Gaming

* Mainly uses smart
phone/tablet camera to
caplure real workd soenes
bt just as a form of
backdrop

Lack of realistic integration
between the game graphics
and the real world

= Lack of interaction between
the player, game and real
workd surroundings
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Value Proposition for
Magic Leap in AR Gaming

« Creates a new dimension to games




Value Proposition for
Magic Leap in AR Gaming

AMigws gamers to interact with their physical surmoundings in
real time




Value Proposition for
Magic Leap in AR Gaming

Promotes physical soclal Interaction and networking through
multiplayer network games at a coordinated environment.




Value Proposition for
Magic Leap in AR Gaming




Target Market for AR Gaming

Darmant. Incidamtal,
Occasional Gamons
(624,




Entertainment
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Current state

*Simple apps for smartphones using picture
from camera lo overlay simple conlent,
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Customer Value Proposition - Entertainment
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Customer selection for entertainment

met first Mainstream

18 — 30 aged Families with
male technology children under
enthusiasts 18 yvears







Education
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Comparison - Other Digital Tools

Dhgetad
Whiteboard e ook
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Current Players in This Market
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Magic Leap and Commerce




