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How We Experience 3D

Monocular
Motion

Binocular

. [
Audio \/\\ “Visual-vestibular conflict”

Balance and other sensory input
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3D In Theatres
1 Tech Waiting in the Wing
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Consumer
Electronics
- 3D choices -

No Format War
~except Blu-ray~

Active Shutter Passive Polarized
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Glasses-free But wait!

3D! There’s morel!!ll




Immersive Technology

Meets

Human Physiology

How will you deal with...

- Binocular vision issues
- Visual motion hypersensitivity
- Epilepsy
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The Larger Ecosystem

Augmented Reality
Head Mounted Displays

Connected TVs
and displays




Consumers don’t buy technology,
they buy the experiences that
technology delivers




More than a special effect



Great retention

Greater understanding
of spatial relationships




3D

A potent component.ofithe =
immersive technology m|x
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