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GLOBAL XR REVENUE OVERVIEW

AR = Smart glasses, software (games, apps, etc.), advertising
VR = Headsets, software, advertising, LBVR admissions

U.S. $ Millions
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is a greater
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to measurable ROI gains.
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AR glasses penetrate.
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U.S. $ Millions

CONSUMER AR DRILL DOWN

Consumer AR Hardware & Software Revenues
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U.S. $ Millions

CONSUMER AR DRILL DOWN

Consumer AR Hardware & Software Revenues

Excludes mobile network data & hardware revenue (smartphone shipments)
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ARCORE + ARKIT INSTALLED BASE

AR-Compatible smartphones versus active users (DETAILED VIEW)
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siness Model # 1
dvertising ..







Michael Kors
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Advertiser

It’s
already
working

Car visualization via
AR overlay, launched
from Kia’s Facebook
Messenger Bot.

Asus Facebook Messenger | Customers “virtually Achieved 10x
unbox” latest engagement compared
ZenPhone 5 via AR to non-AR campaigns.
visualization launched
from Messenger.

In-home furniture
visualization of a large

portion of Houzz s

11x increase in
purchase intent. 2.7x
increase in time-in-app.




$ Millions

GLOBAL AR ADVERTISING BY FORMAT
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Visual Search

“The camera is not
just answering
questions, but
putting the
answers right
where the
questions are,”

-- Aparna Chennapragada, VP of
Product, VR & AR, Google
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Mobile AR Categories

What types of mobile AR experiences have you used?

Other Utilities (AR tape Educational Visual Search Furniture or car Social (Snapchat Games (Pokemon
measure) (Monster Park, (using smartphone visualization (lkea selfie masks) go, NBA AR)
Night Sky) camera to identify Place, BMW
items) iVisualizer)
“‘ Intlﬂ},ﬁﬁsf;ﬂwae L}Z:[GISE}S Base = 3,118 US online adults (18+).
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Business Model # 2
In-app Purchases




Mobile AR Price Sensitivity

What’s the most you’d pay for a mobile AR experience?

. = AR USER
43% m NON-USER

28%

| wouldn’t pay for AR | wouldn’t pay for any $0.99 $1.00-$2.99 $3.00-$4.99 $5.00 or more
upfront, but would form of AR on my
consider in-app smartphone
purchases
. Thrive Analytics
Qi‘ smart decisions that drive success Base = 3,118 US online adults (1 8+)_
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Mobile AR Categories

What types of mobile AR experiences have you used?

Other Utilities (AR tape Educational Visual Search Furniture or car Social (Snapchat Games (Pokemon
measure) (Monster Park, (using smartphone visualization (lkea selfie masks) go, NBA AR)
Night Sky) camera to identify Place, BMW
items) iVisualizer)
“‘ Intlﬂ},ﬁﬁsf;ﬂwae L}Z:[GISE}S Base = 3,118 US online adults (18+).
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U.S. $ Millions

CONSUMER AR DRILL DOWN

Consumer AR Hardware & Software Revenues

Excludes mobile network data & hardware revenue (smartphone shipments)
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Business Model # 3
AR As A Service

Inteliigen
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Example:

3D Product Model
Scan/Creation Tools




Example:

Niantic’s Real World
Platform
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