
Monetization	– Fox’s	The	Martian
Video	– consumer	level	(GoPro,	Ricoh	Theta,	Giroptic,	Kodak	PixPro)	
to	high-end	(NextVR,	Headcase)
Audio	– Spatial	capture	and	lavaliere	tracking	(Nokia)	and	
production	(DTS,	Dolby)
Workflow	– rapidly	streamline	(Jaunt	VR,	Lucas	Wilson)



Market	projection	– end	of	2016
By	Neil	Schneider,	Immersive	Technology	Alliance

20M	mobile	VR	headsets	(Cardboard,	
Gear	VR,	many	others)

3.5M	Sony	PlaystationVR
300K	PC-tethered	HMDs	(Oculus	Rift,	

HTC	Vive,	others)
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Some	VR	News	Since	January	1,	2016

Apple	hires	Doug	Bowman	from	Virginia	Tech	for	Apple	VR	Lab
Google	makes	Clay	Bavor VR	boss	to	take	on	Oculus
WEVR	raises	$25M	for	Transport	cinematic	VR	platform
Google	Cardboard	gets	Spatial	Audio	support	for	Unity	and	Android
Jaunt	Cinematic	Virtual	Reality	Lab	– 3-year	incubator	at	USC	SCA

Philip	Lelyveld,	Entertainment	Technology	Center	at	USC,	Plelyveld@etcenter.org



99	Results
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Some	courses in	a	VRSC	student-proposed	
Immersive	Media	minor

Experiments	in	Immersive	Media:	Intro	to	Virtual	Reality
Visual	Music
Technologies	of	Presence
Audio	Expression
Alternative	Control	Workshop:	Immersive	Environments
Worldbuilding as	a	Design	Practice	for	Storytelling
Exploring	New	Technologies	in	Journalism:	VR	Journalism
Interactive	Entertainment,	Science,	and	Healthcare
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Innovation	without	Age	Limits
By	Vivek Wadhwa,	Singularity	 University,	Jan.	2,	2016

Findings
More	successful	startups
- Over	50	than	under	25
- Over	60	than	under	20

In	VR	storytelling,	the	inherent	limitations	of	gaming	don’t	apply.
We	need	to	bring	cinematic	visual	and	audio	craftspeople	into	this	field
- Paraphrased	from	conversation	with	Jacqueline	Bosnjak,	CEO,	Q	Department
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