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perception of the film sales agent
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2016 VIRTUAL REALITY CONSUMER ADOPTION REPORT
INTEREST IN VIRTUAL REALITY GOES BEYOND GAMING

CONSUMERS ARE INTERESTED IN MANY VR USE CASES

o) g B |

74% 67% 67% 66% [64%

TRAVEL & MOVIES &

61%| 59% 6% >6%

LIVE SPORTS

SHOPRING
LIVE EVENTS GAMING MEETINGS

i MO -5PORTS )

ADVENTURE RECORDED
VIDEOS

HOHHE DESIGH

INSIGHTS BY - [ o | INFOGRAPHIC DESIGH BY ﬁﬁﬁg wwaLgreanlightyr.oom

Insights courtesy of Greenlight VR's June 2016 study of 1,300 consumers with a LLS. respondent sample reflective of the general
population and balanced to get a distribution along various demograpahic parameters. To learn more, email researchi@greenlightvr.com



THE VR TRAJECTORY AS VIDEO OVERTAKES GAMES

Americans will purchase 68 million virtual reality headsets by 2021, and content creators are
feverishly working on ways to profit from the growing popularity of the new(ish) technology.
So far, VR revenue comes mostly from gamers, but video should dominate by 2019

VIDEO I GAMING APPS
2,98 |
$3B 2.4B
$2.5B
A . B - R - i
e T EEE 0
$18 — 28w
J4126M gl o L e R 910 | e R 155V [ L R 960 | {
$500M v -
2016 ) 2017 ‘ 2018 2019 2020 2021
Total Total Total Total Total Total
$420M $1.78 $3.2B $3.78 $4.4B $5B
Source: PricewaterhouseCopers

http://www.hollywoodreporter.com/news/virtual-reality-set-become-a-5-billion-industry-by-2021-1010193?utm_source=Sailthru&utm_medium=email&utm_campaign=THR%275%20Today%20in%20Entertainment_now_2017-06-

07%2007:04:30_ehayden&utm_term=hollywoodreporter_tie



Global VR Revenue, By Segment
In billions, USD

Hardware “ Consumer software/services

$37.70

$23.40

$13.60
$4.90 - $14.0
gy $9.5
$1.80 P L
e 55
2016 2017 2018 2019 2020

Source: SuperData Research VR Dota Network, February 2017 B l l N T E l__ L I G E N C E



FORECAST: Global VR Headset Shipments
By Category

M Smartphone-powered headsets PC-powered Headsets
M Game console-powered headsets

2015 2016 2017 2018 2019 2020 2021 2022

Bl INTELLIGENCE

Source: Bl Intelligence Estimates
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Unha producion de e esmerArte coasubvenciénde AGADIC 'l -

Dicector ALBERTO BAAMONDE Productor JOAQUIN MARTINEZ NOVE Cocifeirus son ANTONIO BOTANA, INAKI BRETAL, MIGUEL CAMPOS, XOSE CANNAS, RAFAEL CENTENO,
MANUEL COSTINA, XOAN CRUJEIRAS, YAYO DAPORTA, VAN DOMINGUEZ, ROBERTO FILGUEIRA, JAVIER GONZALEZ, ALBERTO GONZALEZ, HECTOR LOPEZ, JAVIER OLLEROS,
EDUARDO PARDO, PABLO ROMERO, PEPE SOLLA, BEATRIZ SOTELO, JAVIER R. PONTE “TAKY" y ALVARO VILLASANTE Gisor ALEXANDRE CANCELO Difecidn de Fofogr D
BLANCO et de Sor DAVID MACHADO Miisicis PABLO NOVOA Mortax= ALBERTO BAAMONDE Produciin [ xecutivs LAURA FONTAN, ALEXANORE CANCELD, CARLOS RODRIGUEZ
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The Independent Film Project Value Chain

(By activity. Conventional European / US indie, non-studio. © Peter Bloore, 2009)
(Source: Bloore (2009) Re-defining the Independent Film Value Chain)

Library (“long tail™)
Diistribartor: reizsues during first icense
Producer: salls new license after reversion
Prodirss ramaka [ sannal (hark i sfarth

-

)

Element Development Financing Production: International International Exhibition & Consumption
& pre-sales Shoot & Post Sales and Distribution Exploitation
Licensing
Screanplay Writer Producar (s) Drirector Intarmational Sales Agent Distributor ! Tarritorial Windows of exploitation are as Consumars (& word of mouth)
Source Writer (if any) Production Comparny Cast and mayba Producar Rights Holders - for each follows (in current appeox order Film critics, influencing
Producer Talent Agents / Manager Producer {markating and selling the territory in the world. (Some of value, but likely to change:) consumers {formal, and also
Talant Agent Director and cast (25 Cameraman unzold distribution rights distributors only buy 3 OVD and WHS sales | rental informal vie internat and
Talent Manager part of package) Crew licensas to the complated portion of rights for that Pay TV (satellite and cable) bulletin boards )
Developmant Exac Mational Broadcastar Editor and staff film; and receiving sales termitory, or buy them all and Cinama {a.k.a. Exhibitor)
Director {25 part of package Mational Distributor Financiers (in ganaral} commission and sales license some bo third Frea TV (PS8 or Advertising} Mate: This is usually the first
and collaborating with writer) Mational | subsidy CGIf Special effects EXPENSES recoupment.) partios. They may pay for Video On Demand (VOD) time the film or spin off
P|ﬂy&1’l Script Editor finance Wiritar the territory rights Online dovnload (rent or own} secondary product is seen by
Development Financier Intermational pre-sales Completion Bond Caollection agencies {advance), pay for prints {Mote that windows are mainly the end conswumer, and where
(organizations {via zales agant) Line Producar {gathering relevant and advertising (p&a), and controlled and negatiated by it true value can be assessed
or freelancers} The development stage often Thee Writer Production Company staff international revenues and then keep & proportion of the national distributor, not the and realized - after many years
lasts longer than other stages, Equity financiers {cash- Studio { location raturning it 1o the financiers, exploitation revenuss to producer). and many milions of pounds
{listed in and is high risk. A report in flowing pre-sales or gap) Support sendces far a fas) racoup thase costs. Tha hava already baan spent on
approx order 2007 found that only 18% of Co-prodn funds | prods Post Production and distribastor in each tarritory Physical distribution servicas creating the product. Note:
of creative films developed in the UK Exec | Assoc Producers Facilitizs This is the seling of the then controls the markating (reducing, to be replaced by However US studios often use
power and reach production. The money is Tex Braak Financirs Post production Supervisor completed film, and the and release of film, not the digital storage and fransfar test screenings, prior to the end
infleencea) re-paid on first day of shoot out (where relevant) Fim Labs {reducing) dalivering of it to those who producer. In the US studio managsment). of post production.
of production finance, and Completion Bond Irsurance have pra-bought it. system local national
funders dio not uswaly share Insurance. {Mote: Director, financiers International Film Marksts distributors are often Library Rights (see box aboval. Recoupment comidor: The
much in the final revenue. and producers are and Fastivals (Cannes, owned by the studio, and muoney handed over by the
The most complex stage sometimes all involved in AFM, Vienice, Berin, MIP, marketing control retained. ) Exploitation of “Spin-off” consumer for & cinema ficket,
Some development funding is of the process, where final edit sign offy Sundanca) provide sacondary praducts / VD purchase, or online
available from public subsidy multipls staksholders platforms and sales “Spin off" sacondary merchandising: toys; computer download, is then subject to
bodiss, aspecially in Europe. have to be made 1o say This is the process of opportunities for sales products [ merchandising: ‘games; book | scresnglay; revenua shares, marketing cost
“yes" simultaneously. actually making the film. agents. other companies somatimes soundirack (CD or download). deductions, and commissions
This pariod includes There is soma reduction of acquire these rights, tha These may inwolve vanous a3 it pesses back through the
“soft pre-production™ costs due to digitisation of production of which may profit shares. chain to the financiers and
racgas & casting. entire production and post hawe their own value chain. producar.
r N
| Marketing Marketing Marketing
Support | - ) ) |
Services | Studios with parmanent marketing staff may PR during shoot for early Markating creates sales Markating for sach territory and for each exploitation avenua. Some US studios carry |
employ marketing tachnigues and faedhack at markating, and create a info for use at Usually distributor drivan. Separate axhibition markating for out ongoing market |
I the development stage of the process. Howaver reserva of piciures. international markats cinema / chain as a leisure destination. Separate retail research duing the |
(hirad in for | mast indies and European companies usually do Praview screenings (7} and trade papers. Word markating for OVD stores. release, aimed at testing |
india | ot of mouth. behaviour and response.
production, | |
butoflenin- | T T T T s e——, T T = -
house for
siudios)

Lawyers and Accountants and Consultants (working across every stage of the valus chain)

Potentially higher risk investment, long period to return

&

L= Potentially lower risk investment, closer to consumer
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WIDE VR

International VR film distributionﬁ:

oFilm festivals
traditional
dedicated to new media

oVR equiped venues
cinema arcades
pop-up cinemas

oDigital platforms
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VR ARCADE

Sony IMAX nues/Theatre Bas

MK?2 e{f)‘(/ersmn Cinema,
Samhoud

Viveland (HTC Taipei)

Awesome Rocketship
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Carne Y Arena by Alejandro Gonzalez Inarritu

Official selection Cannes 2017: out of competition
6:30 min
Interactive

Subject: refugees

Distribution:

Prada Foundation in Milan
Los Angeles County Museum of Art

other museums



VR & AR MARKET LANDSCAPE ..

O soxce casthy

ONLY A COUPLE OF YEARS AGO, THE GLOBAL VIRTUAL REALITY ECOSYSTEM WAS QUITE SMALL WITH ONLY A FEW COMPANIES EVEN INVESTED IN THE Vs

SPACE. WITH EVERY NEW HMD PROTOTYPE, THE VR LANDSCAPE GREW EXPONENTIALYY AND NOW IT'S GETTING HARDER AND HARDER TO KEEP TRACK o ——
OF THE EVER GROWING VR COSMOS. THE TEAM OF VOLUNTEERS AT EUVR WANTS TO CHANGE THAT BY OFFERING A COMPREHENSIVE OUTLOOK ON G fue. AUGMENTED

THE VR LANDSCAPE. THIS OVERVIEW IS OSVIOUSLY NOT COMPLETE YET - THERE SWAPLY ARE TOO MANY YR COMPANIES BEING FOUNDED EVERY DAYI i REALITY N
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THE VR FUND 2017 EUROPEAN VR INDUSTRY LANDSCAPE .3},
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Top VCinvestors are making bets into the virtual reality sector

Salacted | tor Activity In Virtual Realit
14

B Kumber of Invest ments & Wumber of Companies Backed
12

1o

Mumberaf Investmeants
[=3]

B

[

= Venture Scanner The above count representsa subset ofoverallinvestor activity, March 20017 14
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VR Audience

Segments of the

population interested 76% 67% 66% 55%

in trying Interactive
Entertainment

Generation Z Millenials Generation X Baby Boomers










Future promises

VR will overcome the facination of something new and become a tool (like what
happened with cinema) — 99% is still first time userLegal framework

Business models .

Distribution models

Ethical rules

VR issolation & addiction

* VR as a next generation’s entertainment device vs VR next generation’s
networking device

* VRstorytelling designed to be shared and experienced together will have it’s
momentum
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Figure 1. The evolution of interaction

SHORTENED CHAINS OF COMMAND

........................................................................................ Augmented and virtual feality help accelerate the
coalescence of users with their device-powered
experience of the world, improving the fidelity of
intention, increasing efficiency, and driving innovation.

.....................................................

...............................................................................................................

HARDWARE

INTERFACE INTERFACE

......................

......................................................................

MESSENGERS SMART SCREENS INTUITIVE INTERACTION
Intermediate devices interact with Screens manipulated based on Devices respond to ambient cues
interfaces; virtually all input occurs environment facilitate direct physical ~ and intentional movements to create
through a mouse or keyboard. or spoken interaction with displays. empathetic, personalized experiences.
POINT CLICK TYPE TOUCH SWIPE TALK GESTURE  MOOD GAZE

Graphic: Deloitte University Press | DUPress.com








mailto:rb@eyeonfilms.org

