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Sponsor Details

EBERE'FLEKT

ABOUT

On-demand access to expert knowledge

RE'FLEKT isan Enterprise AR software company that
makes industrial maintenance, operation,andtrainingas
easyas usingasimple home appliance. REFLEKT helps
industry leadersleverage Enterprise AR to thrive in the

digitalera.

Ourvisionis thatanyone operatingand maintaining
machinery can become an expertinstantly. Our mission s
to buildan openand modular Operating System for
Enterprise AR that allows on-demandaccess to expert

knowledge.

Today, we simplify human-machine interaction.

Tomorrow, we turn everyone into an expert.

NAME

RE’FLEKT

WEBSITE

www.re-flekt.com
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Foreword - By Co-Chairs of Enterprise Committee

Now Is the Time for Inmersive Technologies

Aswe enterthe second half of 2020 (and what, for many, may be
the beginning of their2021financialyear), it’sworthtakinga
moment to consider how much the landscape forimmersive
technologies has changedin the last sixmonths, due to the global

businessimpact of COVID-19.

Not only have we seen millions working from home, business
travelalmost completely curtailed, much higher unemployment
ratesacross many sectorsand changed working conditions for all
front-line workers, but we have also beeninspired by the
innovative approaches many companies have takento tackling
the challenges created by COVID-19as theylook at strategies for

recovery.

The recovery from COVID-19is unlikely to return us to the world
that was. Mobility restrictions have changed the way we
communicate, the way we operate, the way we care, the way we

experience, the way we learnandthe way we work forever.

The impact of the pandemic has accelerated the development
andadoption of emerging technologies such asaugmented
reality (AR), virtual reality (VR),and mixed reality (MR) to help stay
us connected and boost productivity in times of social distancing
and globallockdown. Businesses are more interestedinimmersive
technologiesthan ever beforeas theyare looking forinnovative

ways to be more competitive in post-COVID environment.

Weare seeinganincreasing demand of XR technologies across
industriesas theyare facingimportant economic and regulatory
challenges where they need to design and deliver their productsin
asafety,fasterand better manner,andimmersive technologies
canreally help them overcome these demands. The future of
work is happening right nowand there are already many
companieswho has takenastep forwardto lead the newera

utilizingthe power AR/VR/MR technology.

Forinstance, GE HitachiNuclear Energy, world-leading provider of
advancedreactorsand nuclear services, is becoming more

competitive by introducing large-scale collaborative VR

simulatorsin their training programmes,improving the
capabilities of professionals through intensive training which

contributes to the reduction of both costsand risks.

Inthe healthcare Industry, Biogen International, one of the world’s
first global biotechnology companies, is enabling memorable
customer experiences at congresses through multi-user
immersive escape rooms, or Kessler Foundation,aglobal leaderin
rehabilitation research, who'is transforming neurorehabilitation

research by using VR-based systems.

Meanwhile, Porsche Cars North America, recently reported that it
hadtripled usage of its Augmented Reality-based Tech Live Look
platform for dealer service support from February to March of

2020.

Thisisjustabrief overview of the massive potential of immersive
technologies to create real value across the economy and society,
empowering organizations to help themsurvive inarapidly

changingworld.

Itis clearthat now is the time forimmersive technologies and the
VR/AR Association Enterprise Report for2020 shouldserveasa
stepping stoneforall those that are stillundecided to take astep
forwardand lead the new future with the products and

technologies featured here. We hope you find it useful!
Thanks,

The VR/AR Enterprise Committee

Geof Wheelwright
Director of Marketing Communications
Atheer,Inc.

David Moreno
=Y Head of Marketing & Business Development
Virtualware
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Foreword - Dirk Schart, CMO & President, RE’FLEKT

Now Is the Time for Inmersive Technologies

New technologies often followacommon course, starting with
initial hype followed by alonger phase of sideways movement,
thenfinallya breakthrough. We see this developmentin
technologies suchas Augmented Reality (AR) and Virtual Reality
(VR).

Thistimelast year,many startups that build productsin new
markets mainly wondered why adoptionisn'tas fastas expected.
Eventhough thereare numerous use cases that demonstrate
how AR makes life and work easier, daily use is still lacking. Today, in
2020, the worldfaces a pandemic crisisand from one day to the
next, our daily lives —and thus the way we learnand work-have
changed completely. Travel and access restrictions have led to

rethinkingandthus created the missing element: urgency.

Adoption = Value + Urgency

Whentakingalookat ARinthe enterprise sectorand comparing it

with Geoffrey Moore’s “Crossing the Chasm” construct, it is easy

tosee that the market isin the middle of the chasm. AR has already
left the earlyadoptersand s freeingitself more and more fromthe
ranks of the innovation labs. The first scalable platforms androll-
outsatlarge companies have begun,and adoptioniis slowly but

surelyincreasing.

Earty Mainstream
Markets Markets

THE
CHASM

el

Enthusiasts Vislonuacies Prageatiss Conservatives Skeptics

As pragmatic buyers, companies expect amature software
solution that meets the requirements for security, integration and
scalability. These factors join value, urgency and user experience
as crucial components. While usersin labs are already
experimenting, pragmatic buyers expect an easy-to-useand
“turnkey” application. Before the coronavirus crisis, the lack of
urgency was one of the reasons why AR didn’t get off the mark.
Change cannot be achieved gradually,and the pain was obviously

not big enough to replace existing tools.
The Rise of Remote

Duetothe crisis companies can nolonger fulfill service contracts,
in-person training can no longer take place, on-site sales demos
and eventsare canceled. Andthe solution:remote workand
support.Instead of “in-person”, we experience a shift to “on-
demand.” Remote collaboration tools areinthe sights of
companies from one day to the next,and we see enormous
growth. Particularly inthe case of conferencingtools suchas
Zoom, Microsoft Teamsand many others. At REFLEKT our
experience shows that most users do not make a distinction
between AR support and traditional conferencingtools yet but
enteraclassicappleand orange dilemma. After setting up office
workers with conferencing software like Microsoft Teams to work
fromhome, businesses turn to the same tools when reducingin-
personinteractionintheirindustrial operations. Especially under
thetime pressure of the current crisis,aremote collaboration tool
that other departmentsare usingalready seems like an easy

solution.
What’s next?

Urgencyisthetrigger for fasteradoption of emerging
technologies, but without easy operationand good user

experience, the growthis quickly over.

Big players now have the potential to change marketsand push
technologies. Apple completely turned the mobile age upside
downin 2007, Microsoft shaped the way we work on computers.

Salesforce changed the market for CRM software and paved the

6
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way forthe cloudin the late 1990s while the internet bubble was in
full swing. Itis precisely inthese times that there are great

opportunities for startups.

In2020,amidst a global crisis, AR seems to be findingits place in
the “augmented workplace” as industrial enterprises switch to
remote collaboration and on-demand AR guidance solutions
becomethe new normal. The next two years will be decisive for

both ARand VR.How exactly? We willfind out very soon.

Dirk Schart
President & CMO
RE’FLEKT

2020
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W senon AfterNow

Company Summary

AfterNowis aleaderin custom Augmented and Virtual Reality technology for the
enterprise. AsaMixed Reality partner with Microsoft since 2016, AfterNow has led

the transformation to Spatial Computing. Our latest productisa first of its kind

remote presentation tool for the enterprise compatible with HoloLens 1, HoloLens

2and Oculus Quest.

Contact
Name: Philippe Lewicki
Email: today@afternow.io

Website: www.afternow.io

Size of Company

Employees or FTE equivalent:10-20

Revenue:1M-5M

Type of Company
Internal meetings, high-stake meetings, sales presentations, training classes and

education

Customer Types and/or names
Fortune 500 enterprise including Boeing, Anthem, Hershey, T-Mobile, Sprint,
Raytheon, BD,Immersion as well as innovative startups like Verses, Trippand

Perceptoscope.

What do you want from the vertical/market/industry?

Toallowfor wide adoption of AR/VR technologies across the enterprises

2020

Why are you in this industry vertical/sector?

Through custom development work we have created alot of salesand pitch AR
presentations for high stake meetings. Since our product is now working remotely
we havean uptick indemand from trainingand educationsectors.

How does your solution address current global situations?
Current events have accelerated the need for remote work technologies,
propellingusinto the future of work. Workingand learning from home is not easy
andthetransition for education systems and companies comes with significant
challenges. AfterNowPrez Remote isan application designed to create stunning 3D
presentations for remote high-stakes meetings, collaboration,education,and
training sessions - the first of its kind that the XR industry has seen! Afternow prez
remoteisat the intersection of immersive virtual reality trainingand remote
collaboration. Enabling structured and organized content to be sharedinaremote
collaboration session.
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Amber Waves VR

Company Summary

Experience your data like never before. Amber Waves VR’s dataanalyticsand data
visualization tools and services enable you to see your data, touch your data,
experience your data. Amber Waves VR creates solutions that help you explore
your dataand create stunninginteractive visualizations. Backed by our deep
analyticaltools, our technology supports alevel of data understanding that is
unparalleled.

Contact
Name: Richard Senft

Email:rsenft@amberwavesvr.com

Website: www.amberwavesvr.com

Why are you in this industry vertical/sector?

Size of Company
Our Visualization-as-a-Service approach enables us to bypass incumbents, overcome
Employees or FTE equivalent:1-5 : )
culturalresistance to new tech, completely control the customer experience,and

Revenue: <$100,000 captureagreater portion of the economic benefits that we provide.

Type of Company

Augmented Reality/Virtual Reality/Mixed Reality (XR) Software How does your solution address current global situations?

We develop software and cloud-based services that allow customers to easily convert

big datasets into XR experiences,as wellas advanced tools for exploringand analyzing
Customer Types and/or names

N/A

bigdata.

What do you want from the vertical/marketfindustry?

As XRtouchesand disrupts every medium that has come beforeit, our goalis to be
the go-to solution for data visualization and dataanalytics to address industry’s
needsin this emerging new environment.
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Company Summary

Anansiis the UK Software Development and Solutions Provider company
specializingin buildingapplications for VR/AR, web and mobile platforms,as wellas
full-scale digital transformations foralarge number of industries.

We develop solutions that deliver value for our clients and their customers.

Atthe moment we are collaborating with universitiesand commercial partners on
two main products:

e AVR/AR/Mixedreality platformforenterprise

e AVirtualfittingroom that uses 3D Body Scanningand AR for Retail Estate

Contact
Name: Yuri Alfano
Email:yuri@anansi.london

Website: www.anansilondon

Size of Company

Employees or FTE equivalent:1-5

Revenue:N/A

Type of Company

Software, Innovation, IT Servicesand Consultancy,Imaging data, Al

Customer Types and/or names

Fashion Retails, Luxury, Museums, Government Organizations

What do you want from the vertical/market/industry?

We wouldlike to be recognizedas a partner for realinnovation.

2020

ANANSI

Why are you in this industry vertical/sector?

We believe we can make a positive impact in these specific sectorsand drive
innovation.

How does your solution address current global situations?
Imaging data technologies have been perceived as the way to go to create new
concept that take into consideration old problems as well as new necessities
(COVIDdistancing,etc.)

10



VR/AR INDUSTRY SECTOR REPORT: ENTERPRISE
wonmenr ANnotheReality

Company Summary

AnotheReality isaninteractive spatial company, that helps you maximize business
performances, delivering human proof immersive solutions, through a unique
combination of technological expertise,human centered designand creativity.

By leveraging our longtime experience in virtual gaming since 2014, we solve
enterprises’real business problems, through immersive applications,onthe
ground of customer/employee engagement, training, dematerialization of
marketingand sales processes and augmented human operations.

Toensure the richest demateralization experience, we master the full spectrum of
immersive technology and design: Augmented Reality, Virtual Reality, Mixed Reality,
Video Streamingand Conferencing, 360°webandvideos.

Ourboard membersare speakersatindustry eventsand visiting lecturersat
various designacademies and business schools such as Politecnico di Milano, SDA
Bocconi, NABA.

Contact
Name: Guido D’Arezzo
Email:info@anothereality.io

Website: www.anothereality.io

Size of Company

Employeesor FTE equivalent:10-20

Revenue:N/A

Type of Company
Immersive spatial company: we serve our customers withagile custom

development focused oninteractive and XR technologies.

Customer Types and/or names
Enterprise customersacross differentindustries - like ENI,IBM, TRENITALIA, MSC,
NOKIA, HUGO BOSS, WIDIBA, ASUS, OLIVET TI,PRADA.

What do you want from the vertical/market/industry?

Hardware miniaturization &wearability at a reasonable price: this will drive
technology adoption.

2020

We help companies

maximize business
performances through

human proof '

immersive solutions.

ANOTHE JEALITY

Why are you in this industry vertical/sector?

We believe spatial computingisan IT revolution,and that it willbecome the next
computing platformwithin 1o years.

How does your solution address current global situations?
We enabled dematerialized experiences mimicking physical people dynamics &
emotions inthe absence of physical spaces. We allowed the transition froma

purely physical process toanew remote-only or hybrid (remote + physical)

process. We have worked with our customers, together with ourimplementation
partners,on the following verticals: Virtual Collaborative Spaces for Showrooms

and B2B Sales, Virtual Eventsand Convention centers, Virtual Academies, Digital
Twinand Immersive Analytics.

11
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Appville Softwares

Company Summary

SOLUTION MATRIX

Appville Softwares is focused on Innovation and delivering next-generation XR

lution Matrix - Usecase & Technalogy

solutions,and smart IOT and Digital Twin solutions to drive enhanced success for . Technological Solutions
. d h . k h Id AR Browsar AR WR VR with Gloves | Mixad Reality | mndustrial 10T | Digial Twin
its customers and their stake-holders il p — g | BE
@ = a K|
markatng o ° °
Contact — e (] (]
Name: Bala § Troutleshooting [] [ -] (]
. o 3 wumoon °
Email: bala@appville.in :t ik o P e ® e
Website:www.appville.in s | O
Simulation with e
IQMMB 1 1 1 1 L
. fh ®
Size of Company
Employeesor FTE equivalent:5-10
Revenue: EUro 60000.00 Why are you in this industry vertical/sector?
Innovation for future tech
Type of Company
Software How does your solution address current global situations?

Highly rugged and economical solution

Customer Types and/or names
Contitech, L&T, Macdue,

What do you want from the vertical/marketfindustry?

Contactsinindustry

12
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.= AR For Everyone

4

AR for Everyone

Company Summary

ARFor Everyoneisamobile phone based Augmented Reality headset, allowing you
todevelopanddeploy training, experiences and content across the massive
mobile phone market. Our solutionsinclude hardhats and consumer HMD’s as well
asacardboardversion.

Contact
Name: Steven Taylor
Email: Steven@arx.studio

Website: www.arge.com

Size of Company

Employeesor FTE equivalent:1-5 Why are you in this industry vertical/sector?

Revenue: <200K To help partners scale the promise of spatial computing

Type of Company How does your solution address current global situations?
Hardware,AR experiences We have the ability to scale head mounted display AR using the mobile phone-

alleviating the high cost of integrated AR devices-this willallow your teams to get to

workimmediately realizing the promise of AR in the workforce. With our viewer you
Customer Types and/or names v gthep Y
can choose fromanumber of potential vendor solutions or work with us to de-risk

B2B,B2C, Industrial, marketing yourvery own

What do you want from the vertical/market/industry?

Tohelp them scale trials and pilots with our low cost solutionas we all learn what
use cases willactually winin the market.

13
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2020

L - = ==
' ARA: Virtual Heroes Division
Company Summary

Applied Research Associates, Inc. (ARA) is an employee-owned scientific research

and engineering company dedicated to producinginnovative solutions that tackle

critical national problems. At the Virtual Heroes Division of ARA we create
immersive, 3D interactive learning solutions and high-fidelity virtual environments.
Ourgoalisto create realistic, detailed trainingand educational solutions to
improve your safety, security,and way of life. We have been working with the
Department of Defense community for over fifteen years, developinginnovative

modelingand simulationapplications. Our cutting-edge virtual reality products are

currently in use by agencies such as the United States Special Operations
Command (USSOCOM).

Contact
Name: Randy Brown
Email: webcontact@virtualheroes.com

Website: wwwiyirtualheroes.com

Size of Company

Employees or FTE equivalent: 100+

Revenue:340M

Type of Company

Serious Games Software

Customer Types and/or names

o Office of Naval Research (ONR)

o US.Army Combat Capabilities Development Command - Soldier Center (CCDC
SC) SFC PaulRay Smith Simulation & Training Technology Center (STTC)

e Collins Aerospace

e SOCOM Joint Acquisition Task Force

o Defense Threat Reduction Agency (DTRA)

e Raytheon

o Amazon

What do you want from the vertical/market/industry?
Some companiesin our space are technology experts, while others have expertise
invirtual learningbut must outsource their technology needs. Our goal has always
beento bethe best of both worlds, leveraging our in-house subject matter
expertise in not only serious games development and deployment but also
instructional design, cognitive psychology,and military operations. We have the
depthand breadth of knowledge to create effective trainingapplications for
customers, towork with high- or low-end budgetsand deploy in diverse settings,
evenresource-constrained environments. All our software is GOTS; the defense
industryis movingaway from the constraints of proprietary software,and we have
always provided interoperable, open software deliverables with nolicense fees.

that improve your safety,
security, and way of life.

Why are you in this industry vertical/sector?

Through the efforts of ourimpressive team of creative, technical,and artistic talent,
we have won numerous awards by establishing ourselves at the nexus of cutting-edge
game technologies and world-class production values. From the beginning, our
approachtointeractive instructional designand experiential learning has focused on
simultaneously inspiringand educatingacross the enterprise. Our highly immersive,
dynamicandfun content links learning objectives to measurable performance
outcomes.

How does your solution address current global situations?
We pay close attention to evolving end-user needs. Our solutions can be deployed
anywhere fromastand-alone application onahandheld deviceinthe field,toareal-
time multi-player online experience with hundreds of users. Our remote-learning
platformis especially relevant in this time of COVID-19,since many individuals are

workingand learning from home.

Our After Action Review engine helps facilitate learning, providing feedback to players
about performance and storing this dataonan LMS to make it available for future
training sessions. Our VR applications are enabling military leaders to make important
decisions pre-deployment, en route, or during deployment, without having to move
andset up bulky hardware. With our Virtual Tactical Assault Kit (VTAK) application,
the Tactical Operations Center has gone virtual, with a laptop and VR headset
replacing heavy monitors,computers,communicationinfrastructure,and other

equipment.

In this post-COVID world, our VR-based systems can help track and visualize
populationsand data being generated from specific collection environments.

14
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aQrio. Ario

Company Summary

Foundedin2016,Ario’s mission is to create easy-to-use, knowledge-sharing
products that provide information whenand where it’s needed most. By supplying
spatially relevant data, our apps help buildasmarter, more digitally connected
workforce usingaugmented reality and make it easy for teams toaccess, capture
andshare informationin real-time. Using Ario makes teams more confident when
they step into complicated work environments, increasing their efficiency and
oftenresultingin upwards of a35%increase in productivity.

Contact

Name: Kensey

Email: Kensey@ario.com

Website: www.ario.com

Why are you in this industry vertical/sector?

Inour verticals,upwards of athird of the workforce is eligible for retirement and

Size of Company millions of jobs will need to be filled over the next several years. While businesses

Employees or FTE equivalent:10-20 strategize on how to digitally transform their workforce, their teams are often faced

Revenue: Not Disclosed with complicated, high-pressure work environments. Whether the goalis to reduce
downtime, increase accuracy onacomplicated workflow or quickly onboard a new
team member, teams need a solution that makes it easy to access, capture and share

Type of Company

proprietary knowledge. That’s where Ario comes in.
Softwareasaserviceapplications
Citation: https;/energycentral.com/news/third-utility-workforce-reaching-

Customer Types and/or names retirement-age-soon

Manufacturing, Energy and Utilities, Transportationand Logistics, Defense
How does your solution address current global situations?
What do you want from the vertical/market/industry? Ario offers two apps that help teams share knowledge,improve training processes,

) ) o ) decrease errorsand boost productivity.

Wed like to see an even closer relationship built between humanity and
technology. Asemerging technologies like Ario’s become more mainstream, we ) : : . . .
&Y gne ) g ) i o The Ario mobileapp uses augmented reality and spatial documentation to provide
hope to see them seamlessly integrated into companies’ workflows; this will make ) ) ) - .
T ) o ) teams withallthe information they need to do their jobs correctly and efficiently. By
it easier than ever foremployees to be more efficientand effective in their roles, o : ' P
) ) - o associating videos, photos, PDFs, quizzes and 3D models with a specific piece of
improving productivity across the organization. ) ’
equipment or machinery,teams have the exact resources they need, whenand where

they needthem.

Connect, Ario’s communication app powered by augmented reality,empowers
collaboration by giving colleagues real-time access to expert advice that exists within
their organization. The app provides asuite of placed information points (Pips) for the
callrecipient to dropinto the caller’s field of view to guide their work.

15
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Atheer, Inc.

Company Summary

Atheer uses Augmented Reality and Al to empower front-line teams to perform
mission-critical work. Founded in 2012, Atheer combines the power of Augmented
Reality with machine learningand Al to deliverasecure, flexible, enterprise-grade
platformaimedsquarelyat boosting productivity and speeding recovery.

The new Atheer Front Line OS™ isa suite of AR and Al-powered applications to
assist front line teams perform essential work. It’s loaded with features and
capabilities that enterprise can begin using straight away. No coding is required.

Atheeractsas the middleware that connects front-line workers toall the
assistance, expertise, guidance, processes, work instructions,and knowledge of
the enterprise they need -across smart glasses and mobile devices.

Atheer isaglobal company, with teams in Canada, the United States, France and
India. The Atheer platform s being used today by leading industrial enterprises to
transformthe productivity,accuracy, quality,and safety of their front-line teams,
providing real, measurable and radical businessimpact. Customersinclude
Porsche Cars North America, Volkswagen Group UK, Julabo USA, Thales, Anglo
American,and the International Air Transport Association (IATA).

Contact
Name: Geof Wheelwright
Email:gwheelwright@atheeraircom

Website: www.atheerair.com

Size of Company

Employees or FTE equivalent:50-100

Revenue: Private Company

Type of Company

Enterprise Software

Customer Types and/or names

Porsche Cars North America, Volkswagen Group UK, Julabo USA, Thales, Anglo
American, International Airlines Group, the International Air Transport Association
(IATA).

What do you want from the vertical/market/industry?

We wantan on-going partnership with our customers to keep pace with their

evolving needs duringa transformative time.

2020

Why are you in this industry vertical/sector?

Toserve the world’s front line teams by providing them with the assistance they need
to perform mission critical work.

How does your solution address current global situations?
Weare seeingsignificantly increased usage of our platformacross our enterprise
customers,whoare using it to tackle the challenges of reduced travel,need for social
distancing, remote access to work instructions and the requirement by many of our
manufacturing customers to meet hugely increased demand (which means reducing
downtime).

16
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augumenta Augumenta

Company Summary

Augumentadevelops intuitive and interactive Augmented Reality applicationsand
tools for enterprises. Our industrial AR solutions help companiesimprove
productivity in manufacturing, maintenance and repair as wellasin training.

The Augumenta easy-to-deploy smartglasses apps keep people on the shop-floor
andinthefieldinformedand able to react fast while leaving hands free to efficiently
completetasks. Our easy to use remote collaboration tools allow expertsandlocal

personnelindifferent sites to work seamlessly together. All our solutions are
device-agnosticand customizable by our customers.

The software companywas foundedin2012and s headquarteredinthe
technology hub of the Nordics: Oulu. With offices also in Taiwan and Japanand
over 300 companies engaged with us fromall over the world, we are a trusted
partnerservingour customers globally.

Contact
Name: Eve Lindroth
Email: info@augumenta.com

Website: www.augumenta.com

Size of Company

Employees or FTE equivalent: 10-20

Revenue: Software

Type of Company

Manufacturingindustry, maintenance, training

Customer Types and/or names

Manufacturingindustry, maintenance, training

What do you want from the vertical/market/industry?
We see and hope for digital transformation efforts to speed up and companies to
change the ways of working towards more efficientand at the same time more

sustainable ways.

Why are you in this industry vertical/sector?

We focus on Industry4.0 use cases, industrial companies need to find away to make
their most valuable asset usable: data. We help companies provide their workers with
the right data thatimproves the productivity and safety of people on the shop floor.

How does your solution address current global situations?
Our AR solutions are used for monitoringand controlling machines and providing
remote supportand guidance for workers. During the current global situation with
social distancingand travel restrictions, for example, real-time monitoring of
machinery viasmartglasses apps enables companies to diversify risks that come along
with centralized control rooms. Our virtual control panels are hygienic and perfect for
hazmat environments. Also, efficient remote collaboration solutions, like Augumenta
SmartEyes,are needed in situations when experts cannot travel butinstallation,
maintenance,advanced worker training projects must be kept ongoing.
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A Aumenta Solutions

AUMENTA
SOLUTIONS

Company Summary

Our Augmented Reality technology provides solutions that increase productivity
and efficiency inthe fundamental processes of your company.

These solutions enhance the efficiency of your teamand processes through
virtualtraining, intuitive access to geolocated information, remote assistance in
repairsand maintenance, tools that facilitate the planningand development of
productsand installations.

Contact

Name: Pere Roset

Email: pere@aumentasolutions.com

Website: www.aumentasolutions.com

Why are you in this industry vertical/sector?

Size of Compan We are working on AR for Industry since 2013, nowintegrating AR with |oT, BlockChain
pany and Machine Learning, Providing new solutions to unresolved problems on Industry.

Employees or FTE equivalent:1-5

Revenue: 150000 . . .
How does your solution address current global situations?

Ouraplications help companyies to create their own training programs using our
Type of Company step by step AR solution framework.

Integrator, Software

Customer Types and/or names

Seat, Nissan, Epson, Verizon

What do you want from the vertical/market/industry?

Increasing the number of industries to go to ARas a key technology.
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AVATAR  Avatar Partners

PARTNERS

Company Summary

AVATAR Partners - Unity’s first worldwide Platinum Resellerand Integrator -isa
world leaderin heavy-duty, industrial grade XR - AR, MR and Virtual Workforce
Collaborationfor Aerospace, Construction, Defense, Healthcare and
Manufacturing. AVATAR’s XR Product and Services portfolio and Partner Channel
continues to innovate to increase quality, efficiency, sales and profits throughout
the product life cycleand its digital thread. Solutions include Avatar CONNECT -

Remote Collaboration for the Virtual Workforce, Advanced MR Maintenance
Systems, Trainingand On-the-Job Performance Aidsand MR Scenario Planning
thatintegrateartificial intelligence, sensors and haptics,and SimplifyXR for
enterprise XR configuration management, standardization,and deployment.

Contact
Name: Marlo Brooke
Email: mbrooke@avatarpartners.com

Website: www.avatarpartners.com

Size of Company

Employees or FTE equivalent: 40-50

Revenue: $12,000,000

Type of Company
AR, MR and Virtual Workforce Collaboration for Aerospace, Construction,

Defense, Healthcare and Manufacturing

Customer Types and/or names

US Air Force, US Navy, Aerospace, Construction, Retail, Manufacturing

What do you want from the vertical/marketfindustry?

Higher quality, ruggedized, affordable AR hardware with high quality embedded
vision science that supports Production XR.

Why are you in this industry vertical/sector?

To enable sustainable, high quality and low cost enterprise-wide XRadoption.

How does your solution address current global situations?
We skip the prototype stage and deliver Production-ready XR that gives immediate
ROL.
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BtBOP BeBop Sensors

Company Summary

BeBop Sensors makes smart fabric sensing platforms to help people
communicate with technology ininnovative ways. We create intuitive, flexible
interfaces between humansand machines, changing how people interact with
theirtechnology.

Haptic Glove Controllers - BeBop Sensors’ Forte Data Gloves® take workplace
training to the next level by enabling natural hand interaction and haptic feedback
to create the mostintuitive and immersive XR training experiences for developing
skilled workers.

Smart Fabric & Custom Designed Sensors - A team of R&D engineers, application
developers, Ul/UX designers,and fabricators are on staff to create custom fabric
sensorsand haptics to meet specific project or operational needs. The team has
scaled proof-of-concept projects to full production programs for Fortune 500

companies.

Contact
Name: BeBop Sensors
Email:kmikalsen@bebopsensors.com

Website: www.bebopsensors.com

Size of Company

Employees or FTE equivalent: 20-30

Revenue: Privately Held - Not Disclosed

Type of Company

Hardware, Software, Sensors, Smart Fabric

Customer Types and/or names

Commercial Enterprises, Simulation & Training, Aerospace & Defense

What do you want from the vertical/marketfindustry?
We want to be the industry’s leading haptic glove controller for Enterprises of all
sizes that build cost-efficient,immersive XR training developing skilled workers
throughout the organization. We want to change the way instructors designand
deliver trainingto make their students better,more effective employees when they
reachthe field.

We want to provide precise control over remotely operated devices and robots
that allow employees to work smarter, safer,and more productively withan
advanced human-machine-interface HMI that fully replicates human touch for

boththe machine and the human.

2020

Why are you in this industry vertical/sector?

BeBop Sensorshas beenat the forefront of cutting-edge immersive controllers for
Commercial Enterprise and Military training developers for over three years. We are
inthis market because our haptic glove controllers provide a comfortable, realistic
natural motion of the hands with atactile, haptic experience in VR and AR training that
improvesimmersionand training results.

We believe that haptic engagement of the hands in VR, AR, or MR completes the
immersion required to buildlasting training that is realistic,and students canlearnand
apply inthe field much more quickly.

Haptic gloves open upawhole world of telerobotic controlin dangeroussituations to
operate robots, machinery,or UxV devices anywhere in the world, safely. Combine
haptic gloves with data visualization 3-D light displays and AR-based data visualization
tools to manipulate the data with their hands - pullapart, bind together, or reshape
dataasthey workwithit in front of themvirtualized space.

How does your solution address current global situations?
Today, VRand AR training can offer stunning visual and auditory immersion. However,
recreating natural human motion and usinghandsin a realistic manner using

traditional controllers or camerasis lacking.

Controllers use point/click/buttons/joysticks to substitute for grasp, turn,manipulate
-that doesn’t create real muscle memory beyond basic point-click; users have to
unlearnto performthe taskin real-life. Body/hand/finger occlusion blocks the camera
views of when performing complextasks andlagin performance. Haptics in most
controllersare rudimentary with simple buzzjjolt/clicks; they do not replicate the feel
ofasurface,interaction with buttons/knobs/tools.

BeBop's Forte haptic glove controllers overcome the limitations of today’s
controllersand competitive solutions that are typically much bulkier and costlier.
They include additional functionality with verbose haptics, open/clean design that is
easy touseand deployinthe classroomatalower cost.
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¥ Beebox Studios

BEEBOX STUDIOS

Company Summary

BeeboxStudiosisastartup,incubated by IIT Madras Incubation Cell, Chennai, India,
developingadvanced visualisation using AR/ VR at various stages of product life
cycle.Our core expertise lies in creating highly realistic, interactive &immersive 3D
solutions for Sales &Marketing, Industry4.o Data Visualisation, Industrial Training &

Education. =
Virtual 3D Machine - F5y
Realistic, Interactive §
We offerarange of 3D interactive services that includes AR Sales & Marketing using e & in Real Size

Smartphone, Interactive 3D User Manual, Digital Twin for O & M with real time Data
Visualisation, IndustrialTraining for oil & gas, heavy machine, construction
industries &different 3D solutions for after sales support.

Our solutionusing Smartphones & Tablets increase customer empathy &reduce
the customer conversion duration. Our Immersive &interactive customised

industrial training solutions increases efficiency &knowledge retention time of Why are you in this industry vertical/sector?

SOPs & guided workflows. Salesand Marketing team of High Value complex machinery OEMs are havinga
probleminshowcasingthe entire capabilities of their products with the existing

In Operations & Maintenance, we enable visual debugging and visual feedback marketing practices to their potential customers. It involves more specialised skills

system usingsmartphones that uses loT dataas part of Industry4.0This drastically than just 3D modelingand programming to address this problemarea. By creating

reduces the downtime & obviates the need of physical inspection of the site orat customised solution for each client, we are addressing their pain points with

the controlstation. adoption of latest technologies like AR/VR/Interactive3D.

Also,we create education modules for few STEM subjects & multiple interactive . . .
5 | How does your solution address current global situations?
3D user manuals.

Improving productivity

Contact IOT dataanalysis- Real time visual debugging using a digital twin of aremote machine.
SOPs & guided workflow training with reduced dependancy on experienced work
force or SMEs

Name: Prasad Sukumaranunni
Email: prasad.s@beeboxstudios.com

Website:wwwbeeboxstudios.com Decrease service resolution time-addressed using smart phone based digital twin,

anywhere,anytime. Increase learning retention - as it is visual & interactive with near

Size of Company realtime feedback system.

Employees or FTE equivalent:5-10

Oursolutionsare utilised in different stages of a product life cycle in different industry
Revenue: Not disclosed segments. Oil & Gas,HeavyMachine, Construction & Education industries. Pre-Sales,
Sales &Marketing, Installation &implementation, After Sales supports for easy part

identification, Interactive 3D user manuals etc.

Type of Company

Software Solutions, Industrial Training, Oil & Gas, Construction & Education )
Bottomline:

Educationatalllevels,smartmarketing of all products-anywhere,anytime, onany
Customer Types and/or names device using AR, VRWeb 3D

Caterpillar, Tata Projects, Tata Digital, Toshiba Machines, Asian Paints

What do you want from the vertical/market/industry?
Asaservice provider, seeking connection to decision makers of OEMs exploring to
implement AR/VR Solutionsas part of their company. Educate & create awareness
onthe potential of AR/VR Solutions in Heavy & Complex products for training,
visual debugging, sales etc. Also, to showcase our expertise in creating AR Solutions
for Pre-Sales, Installation Support,Operations with Digital Twins &

|oT Data, After Sales with interactive 3D user manuals etc.
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Werovr BeliNgVR

Company Summary

BeingVR specialise in VR enhanced blended learning solutions for human skills. We
create custom 360 simulations toincrease understanding of real life application of
these leadership skillsand behaviours in the workplace. We lean on storytellingand
user interactivity forincreased engagementand superior learning retention.

Contact
Name:
Email:info@beingvrio

Website: www.beingvr.io

Size of Company

Employeesor FTE equivalent:1-5 Why are you in this industry vertical/sector?

Revenue:under $1m BeingVR was founded onapassion to disrupt and innovate the education sector to
make learning funagain.

Type of Company

How does your solution address current global situations?

The current global situation sees a change to the way we communicate, connect and

Contentcreation

learnforever. Virtual reality forms avital part of this new solution to train people for

Customer Types and/or names . . . . . .
yp / oftenintangible and difficult to understand concepts like collaboration, diversity and
Cross-industry. relevant for training all people managers. inclusion,empathy, emotionalintelligence and giving and receiving feedback - skills

that directlyimpact wellbeing, productivity and adjustment to our new norm.

What do you want from the vertical/market/industry?
The time is ripe to make the leap into digital education and support the enormous

potential to apply emerging technology in this rewarding space.
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BSD Bit Space Development Ltd.

Company Summary

Bit Space Development Ltd.is aninteractive digital media studio that specializes in

creatinginnovative learning experiences for the classroom and workplace. We Solving Business

work with educatorsandindustry professionals fromaround the world to develop Problems With

effective solutions for education andtraining using cutting edge digital media

Interactive Innovation

technologies.

Contact BSD-

Name: Kevin Carbotte
Email:kevin@bitspacedevelopment.com Why are you in this industry vertical/sector?

Website:www.bitspacedevelopment.com Bit Space Development was founded in 2015 when VR development was just getting
started.BSD first catered to the Real Estate market, but we quickly discovered that the
constructionindustry had abigger hunger for this technology for safety training.
Size of Company

Employees or FTE equivalent:5-10
How does your solution address current global situations?

Revenue: $500,000+ N/A
Type of Company

VR/AR Solution Provider - Custom tailored software solutions for business needs.

Customer Types and/or names
Our customersare inthe Construction, Manufacturing, Aerospace,

Transportation,and Educationindustries.

What do you want from the vertical/market/industry?
Through the years, more and more people have caught on to the benefits of virtual
realityand augmented reality technology. We've seen asignificant uptickin interest
since the Covid-19 Pandemic began, but we're not seeing many companies commit
totheinvestment inthis technology yet. We're confident that interest will
continuetoincrease forthe foreseeable future and that companies will soon
adjust their budgets to accommodate this promising technology.
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®
BODYSWAPS

Company Summary
What's Bodyswaps?

BODYSWAPS isa complete soft skills training solution for corporatesand
education organisations that combines behavioral science, dataand immersive VR
simulationsto create deep and lastingbehavioural change.

70 bodyswaps

Our platform offers off-the-shelf trainingmodules designed by domain experts,
and tested with global organisations.

How it works

BODYSWAPS simulates realistic workplace scenarios to let learners role-play with
virtual characters, explore problematic and challenging situations andlearn by
observingtheir own behavior. The platform offers personalised analytics to guide Why are you in this industry vertical/sector?
thelearner’simprovement over time. Deployingsoft skills training at scale is a huge and now mission-critical challenge that
current methodologies can’t tackle well. Face-to-face training albeit effective, is too
Contact costlyand logistically complex to deploy at scale whilst e-learningand virtual

classrooms don'tallow for the kind of practice necessary to master new behaviors. As

Name: Christophe Mallet aresult, VR is uniquely positionned to disrupt that industry by offering solutions that

Email.chris@bodyswaps.co combine the learning performance of f-2-f training with the scalability of digital
Website: www.bodyswaps.co solutions. With VR learners can practice anytime,anywhere, safely.

Size of Company How does your solution address current global situations?
Employees or FTE equivalent:1-5 The Covid 19 crisis has put afocus on the need forinnovation in educationand

learning technologies. Organisations are rapidly transforming themselves to ensure
Revenue: <£500k ] ) N )
they canbe fully operational inaremote context. Therefore, upskilling their workforce
forthis newworld of work has become astrategic imperative.Immersive learning,
Type of Company onceavery steepadoption curve has been met, will materialise the potential of
Software remote experiential learning delivered at scale. BODYSWAPS opens an erafor
practicing soft skills safely, anytime, anywhere, which,when programmesare

deployed throughout organisations, will truly transform the way we work together.
Customer Types and/or names

Corporate Training (in-house), Learning Providers, Higher Education. Allaround

soft skills.

What do you want from the vertical/market/industry?
Besides software, the mass B2Badoption of VR for trainignisatoughask onclients
:new hardware, new infrastructure, need to onboard and train staff..etc. Software
vendorsand Hardware manufacturers need to work hand-in-hand to offer
solutions better tailored to B2B deployment, that includes flexible legal
frameworks, user-friendly hardware, top-notch technical support and improved
distributioninfrastuctures.
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W)Q Cavrnus, Inc.

CAVRNUS

Company Summary

BN LR A ) ) *l e
Cavrnus™ Spacesis the world's easiest and most intuitive spatial virtualization and : =
collaboration platform. Cavrnus enables customers to quickly create and share
immersive 3D content for training, design and engineering reviews, planningand
selling Participants shareavirtual space populated with multiple sources of 2D and
3D data. Multiple users canjoin these virtual spaces and interact from any device,
includingtablets, laptops, desktops, Augmented Reality (AR) devices, Virtual
Reality (VR) headsetsand fromaweb browser.

The platform features include multi-user co-presence, space persistence andan
import pipeline that supports 30+ 3D file types; making this data available to more

peopleinsideand outside of an organization than ever before. Modify and script 3D

objects to dream of new immersive solutions in real-time.

The Cavrnus platform can be leveraged in the cloud or deployed completely On- Why are you in this industry vertical/sector?
premisesinless than 1o minutes. Ifacompany has 3D data of any kind, Cavrnus is the best platform to easily share that
datawith theiremployees, partnersand customers. While our customers covera
Use Cavrnus APlsand SDK to automate processesand build customsolutionswith - diverse set of verticals, they all share an expertise around creating, manipulatingand
your own dataand software. Plus, performance and security are builtinto the core employing spatial datato generate value.
of Cavrnus Spaces.
The Cavrnus platformalso delivers the performance, interoperability, reliability and

Contact security required by enterprise IT teams. Meeting the highest demands of these

customers enables Cavrnus to continuously improve the product for everyone.
Name: N/A

Email:info@cavrn.us N . .
) How does your solution address current global situations?
Website:www.cavrn.us
Cavrnus hasalways been built for the future of work by accelerating the ability to
replace travel with remote collaboration, reducing the risk to employees and

Size of Company customers withvirtual meetings,and enabling the creation of new workflow

Employees or FTE equivalent: 10-20 efficiencies duringeconomic uncertainty.

Revenue:N/A o o
Amulti-national energy-sector company is using Cavrnus™ Spaces and Cavrnus APIs

todigitize andautomate planning for moving equipment onand off job sites saving
Type of Company valuable time and money. Two nuclear power generators--one in the United States
Software, Software Platform and onein Japan--are using VR to train thousands in how to safely shut-down
dangerous equipment, leaning in to spatial learning’s vastly better cognitive retention.
A Japanese auto-parts supplier employs the video-conferencing tools alongside the

Customer Types and/or names spatial tools to conduct engineering design reviews internally and with their

Aerospace, Automotive, Architecture, Engineering, Construction, Design, customers.

Education, Live Events, Experiential Marketing, Energy

What do you want from the vertical/market/industry?

Cavrnusis excited to connectand work with customers where we can help
accelerate the use of 3D in howthey train, operate, planandsell. We believe inthe
spatial future andare working with partners everywhere to help make it happen.
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2020

€2 Cleanbox Technology

CL=AN3OX

THE FUTURE &F CLEaM

Company Summary

Cleanbox Technology, Inc. based in the United States is a premiumand eco-friendly

smart tech hygiene company specializingin the decontamination of HMDs,
communication headsets, eyewear, masks and other shared devices.

Cleanboxengineering utilizes UVClight inan LED providing safe hospital-grade
decontamination without the need for chemicals, heat or liquids. Cleanbox
patented products have beenindependentlylab tested and kill 99.99+% of
bacteria, viruses and fungiin 60 seconds, including COVID-19.

Cleanbox provides products for HMDs, earphones, broadcaster headsets,
eyewear, respirator masks and small personal electronics and accessories
(earbuds, tablets, controllers, mics, phones, keys).

Contact
Name: Amy Hedrick
Email:ahedrick@cleanboxtech.com

Website: www.cleanboxtech.com

Size of Company

Employees or FTE equivalent:10-20

Revenue:1million +

Type of Company

Hardware

Customer Types and/or names
Healthcare, entertainment, enterprise, training, education, government, telecom,

aviation,automation, manufacturing

What do you want from the vertical/market/industry?
Cleanboxis the first mover in smart-tech, commercial grade XR hygiene and
provides modular plug-and-play products for storage, chargingand cleaning.
Cleanbox’s CX products are designed to elevate the commercial use of XR,
addressing operational pain pointsand reducing barriers of entry to broad
corporate and consumeradoption of immersive technologies. Other Cleanbox
products address separate operational hygiene concerns, including the cleaning
of masks, phones, tablets and other devices.

Why are you in this industry vertical/sector?

Cleanboxis usedinavariety of industries including healthcare, enterprise,
broadcastingand education. The overall growth of the use of VR and AR in enterprise
necessitates operational and logistical infrastructure that will support asuccessful XR
deployment. Cleanbox products are hardware agnostic and can be used inany
industry or business consideringan XR strategy.

How does your solution address current global situations?
Cleanbox’s proprietary engineering used acrossiits product lines, has been lab tested
inabiohazard level3laboratory against SarsCov-2 (COVID-19) and triple validated
throughadditional substitute viral lab testing. Cleanbox’s newest product,
CleanDefense™ (for the decontamination of 4 respirator masksina2 minute cycle), is
adirect COVID-19 response initiative: a point-of-use product that can clean 100 masks
per hour, reducing potential viralload onamask throughout the day,and thus
minimizing contagion transfer risks.

Cleanbox’s CX series of products built specifically for HMDs and other headset based
hardware, provide hospital-grade hygiene that eliminates the element of human error
foundinmanual cleaning efforts,and does so inashorteramount of time, allowing for

continued throughput and consistent results.
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dawadl Deloitte Digital (Canada)

Company Summary

Deloitte Digital Canadafocuses on creating projects that help our clients drive
their digital transformation through in-house design, delivery and engineering. We
firmly believe inthe power of digital mediaand how it canimprove the workflows

andtouchpoints of our clients and everyday lives of their customers. - -

U

Weare a powerhouse consultancy with more than 5000 employees, providing
servicesforalonglist of clients,inawide range of industries and that may seem like
amammothwhenit comes to fast-evolving technologies like Mixed Realities.
However this power enables us to act fast and agile whenever we see
opportunitiesinthese emerging fields.

We react by creating nimble teams with hands on design and
development skills as we did for our XR teamand work proactively on research
and client projects tofurther our understandingand experience in this space. Why are you in this industry vertical/sector?
We strongly believe Mixed Realities will help our clients to succeed in their
We also work closely with our US Digital Reality team and frequently exchange our competitive and challenging environments. Benefits will be especially around
know-how for various XR projects. increasingawareness foracause oraservice/product; trainingandlearningand
workingremotely while reinforcing the tangible and collaborative nature of different

work environments.
Contact

Name: Mert Ozcan As strong believers of digital technologies, we've been witnessing the huge

Email: meozcan@deloitte.ca cognitive rewards and convenience factor of Mixed Realities with its
Website: www2.deloitte.com/ca/en.html immersion, embodied interactions and tele-presence,thatareimpossible to
reach with traditional screen based digital media.

Size of Company Thus we’ll continue to push the boundaries of what can be achieved in this exciting

Employees or FTE equivalent:100+ verticalwhenit’sapplied to broaderindustries.

Revenue: $1.000.000 +

How does your solution address current global situations?
Type of Company As a big company with many employees, we had to adapt fast to this challenging
Digital Consultancy pandemic timesand new work styles. Like many other companies we hadto try
different thingsand see which ones work and change our tools and workflows

accordingly. Throughout the way, we learned all the upsides and downsides of using

Customer Types andlor names these remote working tools that are widely used now, captured by a survey by our

Retail, Shipping, Finance, Automotive, Manufacturing, Energy, Healthcare Mixed Reality team.

What do you want from the vertical/market/findustry? Our findings lead us to create our owninternal tool foracollaborative working space,
y y: specifically in VR. We're targeting the 6 DOF headsets and will be working on

rgoalinthi isunderstanding how XR solutions canimprove th . .
Ourgoalinthis space s understanding ho solutions canimprovethe featurestoimplementalmost all the qualities one would expect fromin-person

efficiencyand quality of our widely varied clientsand their customers’ experience. - .
communicationand collaboration.

Withthe support of ourin-house research teams such as Doblin® and Market . :
Ourteam hasalso been working onvarious research projects to see how the new

Gravity®,we delve deep intoanalyzing customers’problemsandlookat it from normal -aphysical distanced lifestyle - can be improved by using the XR technologies

various anglesincluding behavioural economics, user experience and market ) ) )
g g p thatare hard to achieve by the standard screen based environments, such as in retalil,

validity. healthcare and manufacturing,

Thesefoundationswillhelp toimprove the XR industry as a whole by Weare hopingto share our findings with the public once we canstart user testingon

nstantly feeding th merand market research, revealingthe realn n . . .
constantly feeding the customer and market research, revealing the realneedand ourimplementations and have through usability test reports.

thus the potential of these technologies soall key players in the market can benefit.
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Digitalnauts

Company Summary

Digitalnauts helps companies achieve real businessimpact by givingthemthe
technology and expertise to strategically implement VR training across their
organisation.

VIRTUAL

Throughout our years of experience working with some of the world’sleading REALITY
organisations, we recognised that for most companies adopting new technologies T RA I N I N G

feelslikealeapinthe dark.In ordertoshedlight on the unknowns of VR adoption, F 0 R B U s l N E ss
-

we developedastructured approach to sustainably implement VR at scale and
deliver superior business results.

Ourtriedand tested Digitology® is an end-to-end VR solution which guides and

supports customers’VRadoption through Advisory Services, Content

Development and Deployment, Hardware Supply, Maintenance and Support. We scale and prices of VR content will come down, allowing smaller companies toalso

believe that there is no one-size-fits-all whenit comes to VR adoption, so benefit from the technology. Another crucial milestone along the way is that more
regardless of acompany’sindustry or experience with VR, we are here tohelpany standardisationis needed across the industry - standards foradoption, for content
company,atany stage of their journey. development, processes and even case study production.

Our missionisto make VR trainingaccessible to everyone and pioneer the

. .. . >
mainstream adoption of immersive learning. Why areyouin this mdUStry vertlcaI/sector.

Getting real practice in many industries can be difficult, expensive and potentially
dangerous. Thatis why industrial sectors, requiringa lot of hands-on tasks are

Contact particularly onthe look foratraining solution which is safe and can be delivered on-
Name: Mark Baxter demand. Theseare perfect use cases for using VR trainingand proving its impact on
Email: mark@digitalnauts.co.uk the businessasawhole. We operate in the specificindustrial sectors mentioned

Website: www.digitalnauts.co.uk above because throughout the years we gained experience and a breadth of

knowledge. We learned how these sectors operate, their niche needs and challenges.
Moreover, we established long-term connections and currently have industry
Size of Company champions in these sectors, which allows us to penetrate further in our already
Employeesor FTE equivalent:1-5 existing markets, create consortiaand keep on top of industry updates. Last but not

Revenue: 200k least, our backgroundand expertise in eLearning, serious games, 3D designand

software platform development provides our team with the broad skill set neededto
operateinsuch sectors.

Type of Company

End-to-end VR training solutions provider . . .
How does your solution address current global situations?

Our updated end-to-end solution services allow enterprise customers to train their

Customer Types and/or names employees remotely during the COVID-19, ensuring compliance and decreased

We operate acrossallindustrial sectors, but our current customersare downtime post-pandemic

predominantly from the pharmaceutical, marine, constructionand

telecommunications sectors. Some of our clients who trust us for theirimmersive We support the latest mobile VR technologies such as the HTC Focus+and Oculus
needsinclude StenaLine, Openreach, Takeda Pharmaceutical, Construction Quest for Business and our HoloHub platform provides a universal means for
Scotland Innovation Centre (CSIC), Construction Industry Training Board (CITB), distributingand managingall types of VR training - fast, remotely and on demand.
and more.

Arecent project, High Voltage Pole training for Openreach, could serve asan

. . excellent example of a program whichimproves productivity, reduces errors and
What do you want from the vertical/market/industry?
y / / y increases learning retention.It was also fully developed duringlock down.

We wouldlike to see more mainstreamadoption of the VR technology acrossall
industrial sectors. We want to see more companies across different sectors Given recentincidents, it was of utmost importance for Openreach to ensure the

changingtheir perceptions towards new technology adoptionandfully embracing well-being of its employees. In response, we created an engaging VR experience, which

the power of VR tonot only transform their workforce butalso deliverrealimpact allows engineers to gain practical safety training remotely and achieve lasting real-

andalign with their strategic objectives. We hope that with more mainstream VR world benefits suchas fewer accidents and better job performance.

adoptionamongenterprises, companies will be able to achieve economies of
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DiSTI DIiSTI Corporation

Company Summary

The DiSTI Corporationis the leading provider of both turn-key and customized 3D
virtual maintenance training solutions for:

-Embedded Target Systems

- Desktop

-Mobile

- Virtual Reality

- Augmented Reality

DiSTIsoftware productsand professional services have pioneered the
advancement virtual maintenance training for Global 500 companies, military
organizations,and commercial clientele fromaround the world.

DiSTlIsoftware and solutions are highly adaptable and can be implementedinto
virtuallyany industry withaneedfor virtual,augmented, desktop, or mixed reality
training

Ourvirtual training development platform, VE Studio combines over 15 years of
developmenttoolsand patented processes intoasingle platform, providing users
the freedomto focus on creating content, not hand-coding or developingtools
themselves. VE Studio virtual training tools and software have been used to
redefine the development of virtual, making the development of Unity-based
virtual training easier, faster,and more cost-effective than comparable solutions.

Contact
Name: Jessica Haulter
Email:jhaulter@disti.com

Website: www.disti.com

Size of Company

Employees or FTE equivalent: 50-100

Revenue: $15000,000

Type of Company

Software, Content, Professional Solutions

Customer Types and/or names
Aerospace, Automotive, Commercial, Defense, Industrial, Medical, Power and

Energy

What do you want from the vertical/market/industry?
To continueto leverage DiSTI’s expertise and software solutions to improve
training for clients and organizations worldwide. We are committed to remaining
at the forefront of remote collaboration, guided workflows, improving learning
retention,and increasing training efficacy.

2020

Why are you in this industry vertical/sector?

DiSTlhas over 25 years of experience working in these industries,and has provideda
wide-array of complex, scalable solutions andvirtual training systems for clients.

How does your solution address current global situations?
DiSTloffers School House,a Managed Virtual Training Solution. With deployments in
the Aerospace, Defense, Automotive, Industrial,and Medical industries, School
HouseTM enables virtual training with real-time 3D rendering through astandard
internet browser.

School House is primarily an Application Streaming Service optimized for graphically
intensive 3D applications. This approach doesnt require any locally installed
applicationsand because content s rendered in the cloud, the local computer does
not needto contain high-end graphics rendering hardware. Thisalso means that the
Windows applications are accessible on Mac, Linux, Chromebooks and Windows
without any software modification orinstallation.

DiSTr's SchoolHouse TMallows organizations the freedom to host nearly any training
content, utilize the LMS of their choice,and deploy it quicklyand toscale.
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AUSTRALIA

Company Summary

The Simulationand Immersive Digital Technology Group is comprised of a
multidisciplinary earlyand mid-career researcher team who investigate the use of
immersive technology, suchas virtual reality, for real world simulation and
educational needs. Spanningthree ECU schools, this unique collaborative team
bring together skills which cover health sciences research, simulation education,
serious game theory,game design,animationand biomechanics.

Through use of the industry standard 18 camera ECU motion capture studio, high
fidelity, human focussedvirtual simulations can be produced and evaluated which
aredifficult to replicate in real-world conditions. Scenarios range from mass
traumaand disaster triage, violence and aggression de-escalation, procedural
managementand enforcement of Occupational Health and Safety regulations and
drugandalcohol education.

Formative and evaluative research contribute to the evidence base informing best
practices forapplied immersive simulation and education. Real world engagement
andimpactis recognised through consultation with industry partnersand end-
users,and the implementation of the immersive simulation experiences whichare
developed for bespoke industry needs.

Contact

Name: Dr. Brennen Mills

Email: b.mills@ecu.edu.au

Website: www.ecu.edu.au/schools/medical-and-health-sciences/our-
facilities/ecu-health-simulation-centre/simulation-and-immersive-digital-

technology-research

Size of Company

Employees or FTE equivalent:5-10

Revenue:Medium-large

Type of Company

Edith Cowan University specialisedin higher educationand research. The
multidisciplinary Immersive Technology Team within the University specialises in
developingimmersive content for education and training purposes acrossall

facets of healthand healthcare.

Customer Types and/or names

Educationand trainingin the health sciences; Disaster and emergency
management; dealing with violent patients; drugand alcohol education;
occupational health and safety training; military research and development

applicationsfortraining.

What do you want from the vertical/market/industry?

This group hasaunique blend of academic and technical expertise that ensures
best-evidence/practiceis utilised throughout the development process,and upon

2020

Edith Cowan University - Simulation and
Immersive Digital Technology Group

implementation through rigorous evaluation. This group is looking for medium-large

scale projects with partnersinterested in developing engaging content that can be
demonstrated to make adifference to end users through ongoing evaluation of

Why are you in this industry vertical/sector?

The Edith Cowan University Immersive Technology group leverages expertise froma
range of individuals from both the Immersive Tech industry,as wellas motion capture/
biomechanics, health educationand training, simulation-based learning, research
methods and through University links and partnerships can access academicand
industry expertise acrossallfacets of educationand training,

How does your solution address current global situations?
N/A
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emfeq Emteq

Company Summary

Emteq uses biosensing, wearable technology to measure and interpret emotional
responses in Virtual Reality. Their technology,emteqVR™ is the only commercially
available VR system that enables multi-modal sensing using facial EMG (electrical
muscle activity) as wellasintegrated heart rate / heart rate variability and
contextualactivity monitoring. It offers the most ecologically valid insights, plus
contextual recordingand interpretation of the measured responses. Emteq is
focused on helpingindividuals improve their wellbeing, with aspecific focus on
Mental Health. Emteq has collaborated with leading universities including Harvard
and Cambridge and has secured over £3Min researchawards for their patented
wearable solutions. Theyare actively seeking further opportunities within
academic, clinicaland market research as wellas for optimising education and
training

Contact
Name: Graeme Cox
Email: Graeme@emteq.net

Website: www.emteq.net

Size of Company

Employees or FTE equivalent: 20-30

Revenue: £1-20M

Type of Company
Integrated VR for Health Tech

Customer Types and/or names

Clinical Psychologists, Academic &Market Researchers

What do you want from the vertical/market/industry?

The understanding that objective measurementis a requirement for the
successfulimplementation of remote therapies & training,

2020

Why are you in this industry vertical/sector?

To useacombination of expertise in medicine and Al technology to help people
improve their lives.

How does your solution address current global situations?
Emteq’s biometricinsights in VR are used to provide objective measurement of
emotion/stress response to stimuli. We can only manage what we can measure,and
whetherthe VR simulationis for healthcare (e.g. P-TSD therapy) ortraining (e.g:
presentation skills),remote, self-guided learning interventions demand objective
feedback to drive behavioural change. Inthe physical absence of atrainer or therapist,
emotion response measurementand Alis the key enabler —-and s the core of emteq’s
platform.
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* Enduvo

enduvo

Company Summary

Enduvo empowers everyone to create and share meaningful experiences that
enrich people’slives. Our powerfully simple,immersive content platform gives
people amuch better way to communicate, collaborate and share knowledge.
Enduvo letsanyone rapidly create, distribute and consumerrich, interactive virtual
experiences. Military, government, healthcare, industrial and education
organizations use Enduvo to reduce development costs, speed delivery time and
boost theimpact of their content.

Contact

Name: Tim Quinn

)

Email:tim.quinn@enduvo.com

Website: www.enduvo.com
Why are you in this industry vertical/sector?

Size of Compan We want to support organizations that are seeking ways to more effectively share
pany knowledge and thatare looking to interactive immersive experiences to achieve this

Employees or FTE equivalent:10-20 goal. However, creatingand sharingimmersive content has been expensive, time-
Revenue: Undisclosed - weare a private company. consumingand out of reach for most. By eliminating these obstacles, we unlock the

valueandimpact people can have on each other, theirworkand the world at large.

Type of Company
How does your solution address current global situations?

Organizations areatan inflection point,accelerated by the current world crisis. It is

Software - sectors = government, military, healthcare, oil & gas, aerospace, medical

essential that people have access to technologies that facilitate collaboration and

Customer Types and/or names knowledge sharing regardless of their location or socio-economic status. Studies

Enterprisesacrossall sectors find value in the Enduvo platform. Organizations are showimmersive experiences are more engagingand drive greater understanding.
using our platform to share knowledge, create trainingand collaborate about Giventhe affordability,accessibility and ease of using our platform, we are seeing
safety practices, maintenance, customer support, medical proceduresand increased interest inoursolution.

operational processes.

What do you want from the vertical/market/industry?
We hope to expand our customer base, build new partnerships and collaborate
across theindustry to help companies achieve their business objectives. We also
look forward to collaboratingacross the industry to build out an ecosystem of
thought leaders that highlight the benefits of immersive content.
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‘®  Ententee
ENTENTEE

Company Summary

Pententee

Ententeeisa Czech software development company delivering exceptionally
smart solutions toinnovative enterprises & ingenous Startups in the US, Germany,
Switzerland, United Kingdom and the Czech Republic for the last 15 years.

Ourexpertise is mainly based on:innovative userinterfaces (AR/VR),applied Al

algorithms, new &interactive media, automation &robotics, e-learning & ed-tech S g . W are -W i t h-‘
andthe healthcare ecosystem:interoperability, EMR systems, patient engagement, S m a rt E S S e n C e y

Contact SOFTWARE DEVELOPMENT I APFLIED Al | DIGITAL HEALTH | STARTUP CONSULTING

population health, digital healthand medical devices.

Name: Jan Miksatko

Email:info@ententee.com
Website: wwiw.ententee.com Why are you in this industry vertical/sector?

Weaimto deliverinnovative IT solutions to any industry with out cutting-edge

si fC technology and consulting expertise. However, our major expertise and focusisin the
1ze or Compan . [ v
pany healthcare sector, where we support the transformation and digjtalization of a wide

Employees or FTE equivalent:10-20 variety of areas amongit, in order to automate, simplify and improve processes

Revenue: $2000000 behind patient care.
Type of Company How does your solution address current global situations?
Information Technologyand Services Ourapproachaims to simplifyimprove/automate processes in the healthcare sector

_Healthcare inordertodeliver better patient care, whichis nowadays required to ease the crisis

~Manufacturing impact. Some of the fields we cover toimprove the healthcare areaare: hospital

- Automatization & robotics integration systems, patient records, remote monitoring, interoperability, etc.
-IT

- Retail

- Transportation &logistics

-e-Learning & ed-tech

Customer Types and/or names
-IT Consulting

-Hospitals

- Healthcare vendors

-Incubators

- Startups

-Investment groups

-Insurance companies

- Transportation/Trucking/Railroad

What do you want from the vertical/market/industry?
With our expertise, we want to contribute mainly to the transformations of the
healthcare area by deliveringinnovative I T solutions which simplify, digitalize,
automate processes and systems. We also aim to supportinnovationinawide
range of sectors by bringingand sharing our capabilities.
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e/« ESI Group

Company Summary

ESIGroupisaleadinginnovator in Virtual Prototyping software and services.
Specialist in material physics, ESIhas developed a unique proficiencyin helping
industrial manufacturers replace physical prototypes by virtual prototypes,
allowingthem tovirtually manufacture,assemble, test and pre-certify their future
products. The ESI Virtual Reality solution, IC.IDO (pronounced eye see, | do), has
been used by leading manufacturing enterprises for decades to provide an
experiential environment for performing virtual build or virtual assembly process
validations,immersive product packaging and space claim evaluations,and
interactive service or maintenance process assessments.

Coupled with the latest technologies, Virtual Prototypingis nowanchoredinthe

wider concept of the Product Performance Lifecycle™, whichaddresses the
operational performance of a product duringits entire lifecycle, from launch to
disposal. Why are you in this industry vertical/sector?

Itis where we started, with first full car crash simulation in 1980’s and grew to other
ESIsolutions help world-leading OEM’s and innovative companies in making sure verticals.
that their products will pass certification tests - before any physical prototype is

built-and that new products are competitive in their market space. . . -
P P P How does your solution address current global situations?

We provide acollaborative virtual workspace where engineering teams can
Contact experience for themselves their proposed product designs in the context of
Name: Eric Kam manufacturingassembly,human operation, or service maintenance processes. Either

Emaik eric kam@esi-group.com co-located orat-a-distance teams canintegrate large CAD datasets into fully

) ) o interactive virtual pilot, or prototype, environments and conduct physically reliable
Website: wwwuirtualreality.esi-group.com ) v ) ) )
virtual buildand virtual maintenance reviews.
Size of Company

Employees or FTE equivalent: 100+

Revenue: 120 M€

Type of Company

Software (enterprise engineering & computeraided engineering solutions)

Customer Types and/or names

Automotive, Aerospace, Heavy Industry, Ground Transportation OEMs

What do you want from the vertical/marketfindustry?

Toassure that products are engineered to achieve requirements for performance,
manufacturing feasibility, serviceability, durability,and safety
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E><XO exo Insights Corp

INSIGHTS

Company Summary

EXOlnsights helps global energy companies drive the full performance potential
of theirworkforce in high-risk, mission-critical environments where safety and
precisionare top priorities, usingadvanced AR/VR systems. EXO Insights measures
the “how” of work, allowing workers and training leaders to improve their
knowledge and work capacity.

Our EXO Biometrics solution transforms and builds on existing industrial safety
and training standards to move organizations past traditional training methods,
buildingworker capacity for informedand accurate decision-makingin high stress
situations, while increasing behavioral awareness andimproving judgement.

The EXO Analytics engine consolidates trainee’s knowledge and behavioral datato
provide organizations with actionable insights to address industrial safety and
productivity,whileimproving operational efficiency to minimize the risk of revenue Why are you in this industry vertical/sector?

threatening events and operative downtime due to critical errors. Energyand Aerospace
Contact How does your solution address current global situations?
Name: Fernando Preparingthe workforce to learn more efficiently

Email: fernando@exoinsights.com

Website: www.exoinsights.com

Size of Company

Employees or FTE equivalent: 10-20

Revenue: 3,500,000

Type of Company

System Integrator

Customer Types and/or names
Confidential

What do you want from the vertical/market/industry?

Keep great momentum
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S
FactualVR, Inc.

W

Company Summary

Ourmissionfocusis on creatinga proprietary HyperTunnel™ SaaS enabled
platform that delivers areal time, sensory immersive maintenance and training
commercial applications forindustries such as the utilities, oiland gas, advanced
manufacturing, law enforcement and the military.

The company has continuedto developiit’s Hyper Tunnel™ platform undera US.
Department of Energy SBIR Phase llaward for Advanced Grid Technologies. This
mixed reality remote collaboration system willenable techniciansin the field to
collaborate with remotely located supervisorsand experts inasynchronized
sharedimmersive virtual environment providing guidance and instruction.

FactualVRis committed to definingand capturing the market for remote
collaboration while making the adoption of AR/VR capabilities more widely
accessible across industries. The goal is to evolve the technology into an innovative
widely adopted platform which will eventually become the preferred standard for
remote collaboration of distributed workforces. This would support everyday
proceduresincommercial enterprises deeply engrained into the end-to-end
operationsand complextraining processes.

Contact
Name: Eduardo Neeter
Email-eneeter@factualvrcom

Website: www.factualvr.com

Size of Company

Employees or FTE equivalent:5-10

Revenue: Private company

Type of Company

Software

Customer Types and/or names
Electric Utilities, Oiland Gas, Advanced Manufacturing, Military Applications

What do you want from the vertical/marketfindustry?

The hopeis that HyperTunnel™ will be adopted by the industry because it provides
significant benefits whichinclude:

-Commercial: Leverage supervisors or other experts across multiple remote sites
-Technical:Improved quality and efficiency of repairs and upgrades

-Economic: Cost savings from eliminating co-location requirement and reduced risk

-Societal: Faster response during outages

2020

Expert / supervisor
at headgquarters

Field technician at
remote worksite

Why are you in this industry vertical/sector?
FactualVRreceivedaUS. Department of Energy SBIR Phase llaward for Advanced
Grid Technologies, so the utility sector was our initial focus. We have also seen agreat
deal of interest for our HyperTunnel™ platform from the Oiland Gas industry and the
US. Department of Defense.

How does your solution address current global situations?
Currently, field support teams, including experienced supervisory personnel,are
physically distributedinlocations needing repair and/or upgrades. Training is also
accomplished by bringing field personnelintoacentrallocation for expert personnel
totrain. Thisapproach limits the execution efficiency of the number of personnel
available to be trained, especially given the constraints of the current global situation
with Covid-19.

HyperTunnel™ enables field technicians to summon an expert for side-by-side
guidance and supervision through a shared immersive virtual environment. This
leverages the expertise of supervisory personnel that will remain safely inacentral
location overseeingmultiple field technicians operating as aremote workforce.

The demand for this technology has never been greateras we continue to navigate

Covid-19fortheforeseeable future. Our platformallows enterprises to continue to
traintheirworkforcesanytime any place 24/7.
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First Forward Future Lab | 3F-Lab

rstorwardiuture

Company Summary

We arean Italian SME foundedin Milan in 2013 by a group of professionals from
different sectors (university research, neuroscience, marketing, and consumer
behavior) and with over 20 years of experience in the field of new technologies and
serious games.

We have been operatingin Europe since 2017,and we aim to further
internationalize inthe near future.

We create closed, interactive,and multilingual digital platforms for training,
research,and business.

In particular, we develop 3D|VR|AR platforms for remote advanced professional
training, mainly focused onsoft skills development and for the growth of the online
business.

We have developed solutions particularly for players from the pharmaceutical,
medical,and health world, however, we are also expanding our business scope to
othersectors,suchas high-quality industry and craftsmanship,and the fashion
industry.

We are members of The VR/AR Association since 2019.

Contact
Name: Lauralacovone
Email: laura.iacovone@s3f-lab.com

Website: www.3f-lab.com/en/home

Size of Company

Employees or FTE equivalent:1-5

Revenue:<gmillions

Type of Company

Immersive Technologies, Business and Training Solutions, Counseling

Customer Types and/or names
Big Pharmacy Companies, Management & Business Schools, Luxury Goods

Companies (jewelry, high-quality furnishings)

What do you want from the vertical/market/industry?
New technologies can create value only if we can measure the data generated by
their use. Our platforms are run by Al algorithms that measure everyaction
performed by usersand provide qualitative and quantitative feedbackin real-time.
Oursolutionsalso generate behavioral profiles and insights based on cluster
analysis, whichallows companies to measure the ROl of training,

Therefore, we want this sector to be increasingly focused on dataand

measurements-driven projects.

We need companies to be aware of the potential of these technologies, the

irstforwardfulure

benefits,and the positive and provenimpact they have on professional training

processes.

We hope thatimmersive solutions will become more and more essential assets for
the development andimprovement of businessand life quality.

Why are you in this industry vertical/sector?

We passionately operate in this sector because we believe in the potential of
immersive technologies inimproving people’s quality of life and the levels of
effectiveness and efficiency of processesin organizations and businesses.
Moreover, the specific skills acquired during over 25 years of experience in the
pharmaceuticaland health sector,allowed us to develop algorithms and protocols
that can make a difference because theyincorporate the specific sector dynamics
and know-how.

We believe that technology creates value onlyif itincludes and integrates
mechanisms, processes,and dynamics specific toa professional field.

Everyyear from 2017to 2019, we have received prizes and awards at the Aboutpharma
Digital Awards, the main event on the digitalization of the pharmaceutical industryin
Italy.

How does your solution address current global situations?
Ouradvanced training solutionsare innovating remote professional training
methods. They offer many benefits both to enterprises and final users: the learning
process is more effective because the Userisanactive protagonist inside a realistic
context. Theinteractivity and realism activate the mirror-neurons, allowing the
transfer of the skillsacquired during the simulation into reality.

Thanks to proprietary Alalgorithms, our platforms provide performance feedback
thatallows user self-evaluation. They are tools allowing companies to centralize
training monitoringand make investments in professional training more efficient.
The centralization of the training activity control enables the company to monitor
eachemployee’s training as wellas the ROl of the training activity.
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Q Foundry 45

FOUNDRY 45

Company Summary

Foundry 45 puts VR to work by creating virtual reality training experiences for
enterprise partners. We work closely with clients to create immersive virtual
environments that drive positive business outcomes. With backgrounds focused
inscienceand engineering, we are a perfect fit for translating process-based
proceduresinto interactive training initiatives for our clients. Since 2015, we've

delivered100s of VR training programs for Fortune 100 clients.

Contact
Name: Westley Heagy
Email: westley.heagy@foundry4s.com

Website: www.foundry4s.com

Size of Company

Employees or FTE equivalent: 30-40

Revenue: Privately Held

Type of Company

Virtual Reality, Training, Enterprise, Software, Content

Customer Types and/or names
DeltaAir Lines,Chevron, AT&amp;T, Weather Channel, US.Bank, Coca-Cola, John

Deere

What do you want from the vertical/market/industry?
Upskilling/reskillingis a hot topic today. Now, more than ever, organizations should
beinvestingin VR training. We help organizations unlock the power of VR to
achieve their business goals. Through our proven methodology and three-step
process,we can help enterprise companies deploy, manage,and scale VR training
across the organization—improving retention, reducing speed-to-competency,
andlowering costs associated with equipment downtimeand travel.

2020

WELCOME

DELTA ACS VR
AIRCRAFT WALK |
AROUND

Q FOUNDRY 45

Why are you in this industry vertical/sector?

Foundry 45 has deep expertise in creating scalable, effective procedural training
solutions that focus on the learning objectives and the needs of trainees. Our
innovative processand approach are rootedin theimportance of integrating VR
solutionsintoaholistic, manageable traininginitiative. We're passionate about using
leading-edge technologies to create process training outcomes that affect positive
behavior change andimprove trainee performance.

How does your solution address current global situations?
Inaworld thatis always on, taking down equipment or stopping production to
provide hands-on trainingis not always asafe or viable approach. That's where we
comein. We use our deep expertise in creating scalable, effective proceduraltraining
solutions that focus on the learning objectivesand needs of trainees.

Through ourinnovative process and methodology, we take a holisticapproach to
developingimmersive andinteractive VR training environments that engage and
improve performance. Since everythingis virtual, trainees can learninafail-safe
environment, enhancing training efficacy while increasing productivity and efficiency.
The goalis to create real-world scenarios without the associated risks and costs.

Workingin collaboration with our clients, our objective is to enable them to reach

their business goals with VR training And we have the client relationships and
referencesto backthatup.
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2020

@raunhoter Fraunhofer Singapore
Company Summary

Fraunhofer Singapore isa cutting-edge applied research centre that solves real-
world problems with interactive digital media technology.

Asthe first Asian affiliate of Fraunhofer, Europe’s largest applied research

organisation geared towards people’s needs, we steer digitalisation with advanced

innovationsinscience and engineeringacross Europe and Asia. We offer novel
solutionsin Virtualand Augmented Reality, Medical Computing, Visual Analytics,
Visual Haptics, Neuroscience Marketing, and Human-Computer Interaction.

Since the Singaporean government’s launch of the Smart Nation initiative,
Fraunhofer Singapore has developed many technologies impacting smart
manufacturingand Industry 4.0, Services 4.0, experiential learningand industrial
training, healthcare, intelligent living, urban mobility, aviation, energy, scienceand
engineering,as wellas maritime. Fraunhofer Singapore is the product of atwo-
decade-long partnership between Nanyang Technological University Singapore
(NTU)andFraunhofer-Gesellschaft.

Contact
Name: Benjamin Tan
Email:info@fraunhofersg

Website:www.fraunhofersg
Size of Company
Employees or FTE equivalent: 40-50

Revenue: 5 million

Type of Company

Software, Smart Solutions, Advanced Manufacturing, Maritime, Aviation, Medical

Customer Types and/or names
GreatEarth, SMRT, LKC School of Medicine, Singapore Polytechnic, TUMAsia

What do you want from the vertical/market/industry?

New collaborations

Why are you in this industry vertical/sector?

Fraunhofer Singapore solves real-world problems with cutting-edge interactive
digital visualisation.

How does your solution address current global situations?
VRand AR provides business continuity by overcoming the challenges of COVID-19
social distancing, as training may take place anywhere, anytime. Singapore
Polytechnic uses our VR for Firefighting training to ensure the safety of their trainees,
and Our AR for Maintenance provides remote assistance, guided workflows and
improves productivity by reducing errors foremployees in multinational
corporations.
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From The Future

Company Summary

Fromthe Future creates next generation Virtual Reality training. We use the power
of virtual reality to improve safety and performance. Our platformis designedto
improve the quality of learningand solve today’s content creation and delivery

issues.
We design for high levels of focusedinteraction andimmersionand areable to
delivertoa classroom full of 20 or more people at atime as well as support group

traininginthe same VR world.

Our proprietary VR training classroom system, Hololab"™, supports multiple

headset manufacturers. Our VR training platformallows a trainer to manage 20 or
more traineesand individually assign VR headsets and content. Our VR Hololab can
manage multiple trainees across different locations in VR training scenarios. The
systemalso includes VR analytics, cloud integration, classroom management,LMs ~ Why are you in this industry vertical/sector?

integration,and employee authentication. Toincrease the quality of learningand reduce training errors.

Virtual Training Solutions for Improving the Human Condition. . . .
How does your solution address current global situations?

Our platform provides remote trainingand collaboration guided by instructors while
Contact improvingarange of cognitive skill sets.
Name: Mark Talkington

Email: mtalkington@ftfstudios.com

Website: www.ftfvr.com

Size of Company

Employeesor FTE equivalent:10-20

Revenue: $1,200,000

Type of Company

Software

Customer Types and/or names
Heavy Industry, Oil & Gas, Construction, Air&Space

What do you want from the vertical/market/industry?

Improve training to lower costs and increase safety
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% Gemba by The Leadership Network
GEMBA

Company Summary

Reducing waste, breaking silos and developinga culture of enterprise excellence,
used to be desirable for multinational organisations - now it’s essential.

Developed by leading executive education company The Leadership Network®,
Gembaenhanceslearningand team collaboration to help enterprises upskill global
teamsto meet these demandsatafraction of the time and cost of classroom

training

Now you canjoin the world’s most innovative and forward thinking businesses in
rolling-out compellinglearningat scale, tracking improvement and coaching global

teams through change -allin stunningreal time virtual reality.
Visit www.thegemba.comtojointhe virtual learning revolution:

. Delivering off-the shelf VR learning programmes to over 200,000 people
worldwide

. Providing Fortune 2000 companies withafirst class solution to enhance
virtual meetings

e  Takingthevirtuallearningexperience toawhole new level with VR
Masterclasses

. Helping multinational organisations slash their carbon footprintand
internationaltravel budgets

. Delivering customised and cost-effective AR/VR learning solutions to

Fortune 2000 companies

Contact
Name: Karolina Komarnicka
Email:karolina@theleadershipnetwork.com

Website: www.theleadershipnetwork.com/vr-learning

Size of Company

Employees or FTE equivalent: 50-100

Revenue: £3.5-£5m

Type of Company

Training provider

Customer Types and/or names
Multinational organisations across the Industrial manufacturing, Automotive,

Healthcare, Life Sciences, FMCG and Technology sectors

What do you want from the vertical/market/industry?
From multinational organisations we always want faster,bolder and more agile
decision making Learning new ways is no longeran option -it’s the only way to
preserve andbuild for the future. That means back to the classroomfor every
industry professional. And, with Gemba, classrooms can be accessed anytime,
fromany location, without travelling.

From the market, of course we welcome better infrastructure,improved hardware,

more software providersand continuously, relentless innovation - everywhere.

Why are you in this industry vertical/sector?
In2013,Nathan Robinsonand Victor Lewis founded The Leadership Network® onthe
hard truth that most leaders at the sharp end of business know too well;thereis no

additional secret apart from quality execution of the right strategy.

Since then, we developedaunique Masterclass trainingformat and established strong
partnerships with companies like Toyota, BMW, Nike, Philips to help senior industry
professionals from non-competing sectors do things better,smarter, fasterand

cheaper.

Through our Masterclasses, we have provided the template to meet the developing
demands of the digital era to over 3,000 delegates from world leading companies.

Afteryears of customer feedback, one theme kept recurring; how can our members
take back what they have learnt at aMasterclass and disseminate it across their
organisation? Toaddress this major challenge, we assembled a world class teamand
worked closely with our partners to map out exactly how best practice training can be
translated intoan interactive virtual reality experience. Frominception to completion
the process has taken over three yearsand amajor investment, but the result has been

describedas ‘stunning’and ‘transformational’

How does your solution address current global situations?
Gembais the world’s only VR enterprise training solution that is developed and
delivered by anaward winning executive education company.

Gemba combines state of the art multi user software +accredited off-the-shelf
learning content +guidance and support fromworld leading experts.

Implementing Gemba helps businessesimmediately reduce unsustainable business
travel - contributes to the reduction of carbon footprints - and helps businesses learn
how toinnovate, adapt and eliminate wasteful practices from the global supply chain.

And, if there were ever atime that multinational organisations needed a culture of
learningandimprovement, itis now.

41



VR/AR INDUSTRY SECTOR REPORT: ENTERPRISE

®smes . Gemba Systems
Company Summary

Inlean manufacturinglingo,”Gemba”is the shop floor, the place where the work
happens,and the place where value is created (sometimesalso referred toas the
“place of truth”!). Gemba Systems’ mission is to empower people on the shop floor
with smarter technologies that supportand enable better processes, resultingin
higher productivity, better quality,and improved morale.

Contact
Name: Alain Decartes
Email:alain@gemba.systems

Website:www.gemba.systems

Size of Company

Employees or FTE equivalent:1-5

Revenue:N/A

Type of Company

Softwareand Consultance.

Customer Types and/or names
Manufacturing, MRO, Warehouse, ...

What do you want from the vertical/market/industry?

Clear strategy inindustry 4.0 solutionimplementation for their operations.

2020

AUGMENTED REALITY %
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PROQUCTIVITY Locatian & AUGMENTED REALTY **
TRACKING & REFORTING Condition WAREHOUSING & LOGISTICS

Tracking

INDDOR ASSET
LOCATION TRACKING

©
AUGMENTED REALITY
OPERATOR TRAINING

Why are you in this industry vertical/sector?

Toempower People through Smarter Technologies: To join the coveted realm of
smartindustryand dramatically increase productivity and competitiveness through
step changeimprovementsin uptime, quality,and performance, companies must
connect theirequipment, processes and people viathe Industrial Internet of Things
(IloT)and empower them through asuite of advanced technology-enabled
capabilities suchas scheduling optimization, manufacturing intelligence, location
tracking, digital work instructions,and remote technical assistance.

How does your solution address current global situations?
Inorder to create more value,companies need to reduce waste, reduce variation,and
improve their responsiveness and agility. To achieve this, they need well-trained
people, performing well-defined and controlled processes, assisted by capable, fit-for-
use,and reliable technology. Gemba Systems Inc. supports manufacturing companies
inthe digitalization of their operations, especially focused onimproving their
manufacturing execution systems. We help companies navigate the complexand fast-
evolving landscape of smart manufacturingand the Industrial Internet of Things. We
offer guidance, tools,and hands-on supportin the selection and implementation of
those industry 4.0 solutions that will best support our clients’most critical business
processes,and the people who perform them.
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GlassUp

Company Summary

GlassUp makes thermal glasses, that display to the user the temperature of things,
like inthe movie Predator.

Contact
Name: Francesco Giartosio
Email:francesco@glassup.net

Website: www.glassup.com

Size of Company

Employees or FTE equivalent:1-5

Revenue: 80000

Why are you in this industry vertical/sector?

Because it’s fun to produce something so special

Type of Company
Hardware

How does your solution address current global situations?
Customer Types and/or names Ourthermal glasses serve to detect leaks, overheatings, dangers, product quality,

preys,game players, etc. Inthe current global situation theyare particularly useful to

FCA, CNH, Bucci, Dana, SBB, Philip Morris, Huawei control the body temperature of people inacrowd.

What do you want from the vertical/market/industry?

We have acomplete product but we need the money to produceit,ora
partnership.
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Gronstedt Group

GRONSTEDT
@ GROUP

Company Summary

Gronstedt Groupisadigital training company innovating the future at the
intersection of gaming, virtual reality and corporate learning.

Ourteam of seasoned serious game development pros develop state-of-the-art

immersive learning for leading Fortune 5o clients. Our Walmart Sims-style mobile
management game has half-a-million downloads onthe app stores. “Spark City”is

revolutionizing the way the world’s largest employerattracts and developsanew

generation of managers who have spent more time playing games than they have

inthe classroom. We help pharma leader Pfizer minimize travel with a multi-player

virtual reality “flight simulation” where pharmacist instructors interact remotely
with studentsinavirtual reality lab. Novartis employees learn life-savinglab skills,
DaVitaassociates hone their customer service skills,and AAA students learn
driver-safety in our high-fidelity VR sims.

The Gronstedt Group has been thought and practice leadersin the industry for23

years. We help clients boosts performance and drive business results through
digital transformation of the learning function in the age of social distancing.

Contact
Name: Anders Gronstedt
Email:anders@gronstedtgroup.com

Website: www.gronstedtgroup.com

Size of Company

Employees or FTE equivalent:10-20

Revenue: $3million

Type of Company

Custom developer of learning simulations for enterprise clients

Customer Types and/or names
Walmart, Pfizer, Novartis, DaVita, HP, Microsoft, KPMG, Intuit, Google, Kimberly-
Clark, AAA, Department of Transportation

What do you want from the vertical/market/industry?

Fast-trackingimmersive learning transformation.

2020

Spark City 5,2

Walmart >,<

andersi@gronstedtgroup.com

Why are you in this industry vertical/sector?

We're beenindustry leaders for over two decades in usingimmersive learning to re-
skillemployees and driving company-wide transformation for enterprise clients.

How does your solution address current global situations?
Walmartassociates by the hundreds of thousands are learning management skills by
playing our “Spark City” learning game on their phones and iPads (you can go to your
mobileapp storeandtry it for yourself). Meanwhile Novartis lab workers rehearse life-
saving cancer treatmentsin our virtual reality “flight simulator.” Pizer will be using VR
to conduct trainingfor clinical trials instead of flying instructors and students to
classroom sessions. Pharmacists can strap on the Oculus Quest headset and step into
avirtual labwhere they caninteract remotely with peersandinstructors while
practicing compounding medication. We are usher inanew generation of simulation-
driventraining programs where students learn by doing, progressingat their own
pace, multiplying reps and sets of practice and building muscle memory with our
think-forward clients.
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\5 <=« HoloForge Interactive

Company Summary

HoloForge s part of Asobo Studio, the biggest Frenchindependent video games
studio. Thanks toaunique partnership with Microsoft onthe very early stage of the
HoloLenstechnology, HoloForge is a pioneerand one of the most experienced
studiosinthe world on Mixed Reality. The mission of HoloForge is to make Mixed
Reality accessible to everyone by creating professional solutions that meet all the
high level norms of video games quality.

Contact
Name: B. Gambet

Email: contact-holoforge@asobostudio.com

Website:www.holoforge.ioffr

Why are you in this industry vertical/sector?

Size of Company _ . , . .
As Mixed Reality pioneers, we develop universal solutions that can be applied to every
Employees or FTE equivalent:10-20 sector: health, industry, construction, culture.

Revenue: 1M €

How does your solution address current global situations?
Type of Company Oursolutions redefined the bounds between people, places and systems. Being able
Mixed Reality software developers toteleportsomeone inyour space,or to share your space in 3d real-time to someone
else remotely, is the perfect answer to the global current situation. When we will live in
aworldwhere smart glasses are as widely deployed as mobile phones (somewherein
Customer Types and/or names the decade), we will be able to counter a pandemic in no time witha minimumimpact
Industry (Framatome, Naval Group, Safran,...) onoureconomy.
Health (Nomadeec)
Construction (Vinci, Pichet)
Culture (Musée des Plans-Reliefs, Museum of Historyand Industry,...)

Entertainement (Microsoft)

What do you want from the vertical/market/industry?
We want the professionals to understand that the future of work will have less flat
screensand more smart glasses. While the hardware is not yetaccessible to
everyone, they should get prepared today with devices suchas HoloLens, Magic
Leap or nReal if they want to take some precious market shares when the next
technological revolution willkickin.
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s’ Hoppin' World

Company Summary

Hoppin’isaMulti-User VR SaaS solution that allows businesses, organizations and
experience providers to teleport their sales prospects and clients/users directly
into their real-world location/experience using 360° videos (pre-recorded or live).
Withan Oculus Go, marketersand sales teams can hop inthe VRapp andliterally
meet their prospectsasavatars and give themin-(virtual)-person guided tours of
any location of their choice without either party needing to be physically presentin
thatlocation.

This canbe used to give guided tours (ie. museums, art galleries, zoos,aquariums,
theme parks); to selltoanyone around the world (ie.commercial real estate agents
sellinghotels without havingtofly inthe investors), to survey existing facilities (ie.
manufacturing plants, mininglocations, oil rigs, etc.),and for training (ie. remote
live training of aspecific engine room onaspecific type of cargo ship). There are
countless use casesand new ones showing up everyday.

Contact
Name: Joaquim
Email:joaquim@hoppinworld

Website: www.hoppinworld/business

Size of Company

Employeesor FTE equivalent:5-10

Revenue: 30000

Type of Company

VR SaaS Solutionfor;

- Tourism - Guided Tours

-Entertainment - Guided Tours
-Manufacturing - Walkthroughs
-Commercial RE - Sales

-LuxuryItems, Auctions & Experiences - Sales
-Energy &Mining - Training & Sales
-Pharmaceuticals - Collaboration

-Education- Teaching Tours

Customer Types and/or names

Event Companies like EWS Events, Sports Companies like Okkulo, Tourism Boards
like Tourisme Rougemont, Automotive companies like Panoramic VR. Others
include High Ticket Item Sellers (Art, Yachts and Private Jets), Commercial Real

Estate Brokersand Smart Manufacturing Plants.

What do you want from the vertical/marketfindustry?
Forthemtodemo ourapplication. Over 80% of the qualified companies who have
tried ourapplication have showed interestand said this can be useful in their future
processes.

2020

Why are you in this industry vertical/sector?

Weare focussingonall the sectors that canimmediately benefit from beingable to
remotely meet with their stakeholders directlyinany location.

How does your solution address current global situations?
Oursolution gives every enterprise the ability to teleport people into real world
places without either the hosts or the attendees needing to be present onsite. This is
crucialinlocation-focussed or experience-focused sales, training programs and
guided tours of any type. It opens up the opportunity to reduce unnecessary travel,
savingtime and moneyall the while havinga smaller carbon footprint,and increasing
collaborationand productivity. Used properly, it could quickly become a core part of
their business process given the current globallockdown.
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Company Summary

Reduce repair time
by as much as 50%

IBMisaleading cloud platform and cognitive solutions company. Restlessly
reinventingsince 1911, we are the largest technology and consultingemployerin
the world, with more than 350,000 employees serving clients in 170 countries.
With Watson, the Al platform for business, powered by data, we are building
industry-based solutions to real-world problems.

Contact

Name:Sinem Guven Kaya

Email: sguven@us.ibm.com Augmented Reality
Website: wwwibrm.com technology from IBM

1

Size of Company Why are you in this industry vertical/sector?

Employees or FTE equivalent:100+ Asthe world-leader in technical support services, we continue to provide the latest

Revenue: Over $78B technologyandinnovation to our clients toaddress their T support needs. We
believe Augmented Realityis a key enabler of next generation technical supportasit
helps us scale our expertise to effectively support our clients’ ever-growing T

Type of Company

portfolios.
Cloud, Software, Services

How does your solution address current global situations?
Customer Types and/or names IBM Augmented Remote Assist is atwo-way collaboration application for remote
B2B,B2C, Large Enterprise, SMB visual guidance. Itis a highly scalable technology that can be used inany remote
guidance scenario without requiring previous knowledge of the context. Itisalso
highly practical as it runs on everyday mobile devices suchas smart phones and

What do you want from the vertical/market/industry? bl
tablets.

We hope to see the high quality, high precision 6-DOF tracked AR head-worn
displays become more affordable. This would enable us to offerimmersive AR ) )
Inthe context of technical support, IBM Augmented Remote Assist enables remote
solutionsto our clients at the same scale as we do with mobile phone-based AR , ) ) ; _ ,
D supporttechnicians to provide AR-driven visual guidance to field techniciansand
solutions today.
Y clients when resolvingcomplex|T problems. This helps reduce time to resolution,and
increases first time fix rates. IBM Augmented Remote Assist has beenin use by 19000
IBM support specialists across the globe since 2017 servinghundreds of IBM clients.
IBM Augmented Remote Assist is also available inthe Apple App Storeand the Google
Play Store to enable our clients to solve their IT problems through AR. Thisapproach
notonly cuts down wait times for our clients, butalso significantly decreases the
number of field trips for our technicians, which is especially valuable in the COVID

environment.
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©

ICwhatUC

ICwhatUC Inc.

Company Summary

ICwhatUC isanamazingly simple way for field,and customer service teams to
deliverinstant remote service. ICwhatUC is 100% browser based, noapp or loginis
required by your customers.

All calls feature augmented reality markup, are recorded, organized and securely
accessible sothey can be usedfor training, workflow, sharingand team review. No
datais ever stored onadevice,all datais secured in your dedicated workspace, so
you can easilyand confidently comply with your privacy obligations.

Contact
Name: G. Salazar
Email: gsalazar@icwhatuc.com

Website: www.icwhatuc.com

Size of Company

Employeesor FTE equivalent:1-5

Revenue: 100,000

Type of Company

Software

Customer Types and/or names
Atco Group, Brookfield Properties, Bravo Safety Target, AltaGas, FortisAB,
Enbridge, Alberta New Home Warranty, BC New Home Warranty, PrepnSell,

SuperSave, etc.

What do you want from the vertical/market/industry?

Customer, Investor, technology Introductions, mentorship

2020

Why are you in this industry vertical/sector?

The utilities & construction industryis quite traditional in its approach to digitization,
thereisasignificantamount of value we can deliver.

How does your solution address current global situations?
ICwhatUC enables yourteams to activate their sales, field and customer service teams
with personal, confidential,and remote interactions, eliminating frustrationand
excess costs of traditional service, establishing contactless interaction channels,and
creatinga new standard for mobile service that is efficient and customers enjoy.

ICwhatUC is 100% browser based,noapp or loginis required by your customers, so it
can be usedforall of your customers or 3rd parties with zero application footprint.

All calls feature augmented reality markup, are recorded, organized and securely
accessible sothey can be usedfor training, workflow, sharingand team review. No
datais ever stored onadevice,all datais securedin a dedicated workspace, soyou can
easilyand confidently comply with privacy obligations. ICwhatUC serves as your
permanent corporate memory for the work your teams perform.
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/@o Igloo Vision

Shared VR Erviranmenits

Company Summary

Igloo Vision is the Shared VR company. We design, develop and deliverimmersive
360° domes, cylinders,immersive workspaces and all of the enabling technologies.

Steppinginside an Igloo immersive spaceis a bit like steppinginsideagiant VR
headset. And, because groups of up to 750 people can get inside, it's always a
shared experience.

Inour10+year history, we've worked on severalhundredassignments
for many of the world’s biggest brands, delivering from our bases in the UK, USA,
Canadaand Australia. Clients use us for four mainapplications:

Simulation - Immerse your teams in any scenario-ideal for training, educationand

familiarisation.

Visualisation - Bring your designs to life-with a fully-immersive, highly- engaging,
surprisingly-affordable visualisation platform.

Collaboration - Make meetings more productive - enable project teams to see,
share, discuss,and update all of their dataand documents.

Experiences - Engage, inspire and entertain- use wraparound sound andvision to
create unforgettable eventsand experiences.

Contact
Name: Jake Rowland
Email:jake@igloovision.com

Website: www.igloovision.com

Size of Company

Employees or FTE equivalent: 50-100

Revenue:N/A

Type of Company
Hardware - structures, projectors, media players
Software - Igloo software suite, with integrations

Deliveryand set-up of eventsand installations

Customer Types and/or names
Architecture, engineering & construction, Education, Utilities, Oil &gas,

Healthcare, Consulting, Events, Military

Accenture, Microsoft, NTT, AECOM, Segro, Skanska, WarnerMedia, Automobili
Pininfarina, Ford, Uber, Telstra, Cushman & Wakefield, Beacon Capital Partners,
Dell,Crowe, SAP, Lanes Group plc, Siemens, BP, Sky, Michigan State University,
University of Brighton, Deakin University, University of Adelaide, Loughborough

University, Mid Sweden University, Hyundai America, Adidas,and more.

2020

What do you want from the vertical/market/industry?

We envisage a time when companies all over the world have an Iglooimmersive
workspace as part of their offices. We can turnany existingroom into an immersive
workspace, that can be used by anyone, since our technology s deliberately
designedto be user-friendly, without the need for specialist AV knowledge.

We want to help facilitate the changes that are comingin terms of remote work
and collaboration.

Why are you in this industry vertical/sector?

While events are where we started,and have always beenanimportant part of our
business,more-and-more enterprise clientsare finding that Igloo Shared VR can offer
key benefits for their businesses. They're using it to work faster, smarter,and safer. Our
technology allows clients to set free their tools and data, into an immersive space that
groups can get inside. Data is no longer confined to asingle desktop screen - it can be
expandedtoallthe wallsaroundyou.

Because our software integrates, out-of-the-box, with awide range of business tools,
any business can find benefits. For example, we integrate BIM tools suchas Revizto,
Autodesk Tools, or simulation tools such as Kairos3D or XVR, or your web-based tools
suchas Google Suite and Office 365,or CRMs like Salesforce.

How does your solution address current global situations?
Before the coronavirus hit,we had already been working on video conferencing
solutions with our Igloo systems. Since then, we have accelerated the development so
that standard tools such as Zoom, Microsoft Teams, Google Meet,and more, can be
usedwith ease inlgloo Shared VR. Remotely-based colleagues can be seen more easily
across the fourwalls of aconference room, rather than confined to ascreen. Plus,
collaboration tools such as Microsoft Whiteboard can be shown at the same time,
allowing colleagues to contribute remotely alongside colleagues in the conference

room.

This can easily be adapted for use cases such as virtual seminars, or lectures, or virtual/
hybrid events that allow people fromall over the world to be brought into a shared
space. Inaworld where business travel was already coming under scrutiny, we can
offersolutions that reduce the travel needed by participants.
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“himmerse  [mMmerse

Company Summary

Immerse is the technology company behind the industry-leading virtual reality
platform,Immerse VEP. Built for enterprise from the ground up, the platformhelps
companies create, scaleand deploy VR trainingand maximise their ROI.

Virtual Reality is enhancing human performance in ways that were once
unthinkable. Today, it is transforming the way we learn, exploreand interact. Asa
frontrunnerintrainingand education, we recognised this potential early and
focused on developingan open platform to help companiesincrease their ROI.

Weare uniquely positionedin that we've invested time in understanding the needs
of large enterprises. Asaresult, we've developedatrue open platform. A platform

which answers the nuances and challenges of deployingand scaling VR training,
and which helps maximise employee performance.

Why are you in this industry vertical/sector?

Toenable companies to get the maximum value and impact from VR training.
Contact

Name: James Watson
How does your solution address current global situations?

Asaresult of the global lockdown we have had to rely on technology more than ever

Email:james.watson@immerse.io

Website:www.immerse.io
before. Thishasled toanincreased openness to using new technology,andan

appetite tolook at different ways of workingand training. Our Virtual Enterprise
Size of Company Platform (VEP) gives companies the opportunity to get the maximum value from VR
Employees or FTE equivalent: 40-50 training,enablingthemto evolve their training to fit with increased employee

Revenue: N/A expectationsand demands.

Type of Company

Software, Content

Customer Types and/or names
Shell, DHL, BP, QinetiQ, Facebook, GE Healthcare

What do you want from the vertical/marketfindustry?

Increased understanding of the enterprise benefits of VR
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ivmy. IMMY Inc.

\ J/

Company Summary

IMMY Inc. Troy, Michigan, USA. IMMY’s revolutionary “Mirror Optic”3D AR/VR
glasses can be worn for 8 hours aday without eyestrain, eye fatigue or nausea.
IMMY has solved the Vergence/Accommodation Conflict (VAC) whichisthe
problem that has held the industry back from realizingits potential. IMMY’s
patented Mirror Based Optic produces volumetricimagingand does not use
lenses or waveguides, the only “lens” is your own eye. Imagesare infocus at any
distance because we use mirrors to produce ourimages. IMMY’s glasses have the
largest AR field of view inthe industry, 62 degrees,and can be used indoorand
outdoor. IMMY’s AR/VR glasses are ideal for Enterprise, Entertainment, Medical,

Military and Educational applications.

Contact
Name:DougMagyari Why are you in this industry vertical/sector?
Email: doug@immyinc.com To create safe,amazing user experiencesfor everyone.

Website: www.immyinc.com

How does your solution address current global situations?
Size of Company Weare working withindustry partners to help them obtain the right hardware for the
Employees or FTE equivalent:10-20 right application. The“one shoe fits all”approach that many hardware companies are
Revenue: Less than MM usingis notagoodanswer. It'stime for the tailto stop wagging the dog. IMMY is

helping companies build the right hardware to match the application, thisincludes the

processors,Ul's,sensors, power requirements, cleanabilityand more. We believe the
Type of Company bestway toasuccessful programandareal ROI is by working directly withindustry to
Hardware getthe product designed properly for theirapplication. Thisapproach controls cost

and durabilityand other real-worldissues.

Customer Types and/or names

Enterprise, Military, Medical, Educational and Entertainment

What do you want from the vertical/market/industry?

We want to help each market sector reach its potential with asafe and
comfortable AR/VR headset.
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Infinadeck

Company Summary

Infinadeck is the only true omnidirectional treadmill in the industry. Infinadeck fully
realizes the virtual reality experience by allowing users to naturally walkinany
direction, allowing true and fullimmersion within the VR environment.

Contact
Name:Kenneth C.Bossung, CEO
Email:kbossung@infinadeck.com

Website: www.infinadeck.com

Size of Company
Employees or FTE equivalent: 10-20

Revenue:N/A

Type of Company

Hardware and software

Customer Types and/or names

Health care, military, enterprise training, universities, gaming, fitness, LBE

What do you want from the vertical/market/industry?

Expanded client base and partnerships

2020

Why are you in this industry vertical/sector?

Ourdeviceappliesinallthese verticals

How does your solution address current global situations?
The Infinadeck omnidirectional treadmillis applicable in every market. VRis growing
rapidly with the current uncertaintiesin the world and adding true natural walking to
VR/ARIs becominganincreasing need.
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iQ3Connect

Company Summary

iQ3Connect providesavirtual reality collaboration platform that empowers
individualsand teamsanywhere in the world to meet, work, interact and train
together with complex3D datain secure 3D workspaces. Users are applying
iQ3Connect to meet digital transformation initiatives in the product development
life cycleto bring products faster to market inan environmentally sustainable way.
Ourusersare usingiQ3Connect solutions to efficiently manage all touchpoints
andinteractions for their Employees, Customersand Suppliers. VR/AR/XR
collaboration provides the next generation of productivity and efficiency gains
over traditional communication tools,andis an integral part of any digital
transformationinitiative. Foundedin 2017, our teamincludes a deep bench of
successfulindustrial software professionals from ANSYS, Oracle, ESI,and MIT.
iQ3Connect was born out of the researchand startup ecosystemat MIT.

Contact
Name: AliMerchant
Email: sales@ig3connect.com

Website:www.igzconnect.com

Size of Company
Employees or FTE equivalent:10-20

Revenue: $1M+

Type of Company
B2BSaaS

Customer Types and/or names
Energy,aerospace,automotive, semiconductor,industrial machinery,

construction

What do you want from the vertical/marketfindustry?

Abetter understanding of the AR & VR applications. The application spaceis large
and no one technology, or software provider willaddress all use cases.

2020

Digital Transformations
Through Immersive VR Collaboration

Why are you in this industry vertical/sector?

Technologyand domain expertise of the founding team make us perfectly suited to
understandthe challengesand how best to apply VR to overcome them. We believe
VR/ARwill have meaningful businessimpact in enterprise applications. Our endeavor
is to bringa solution that eliminates the performance, scalability,and cost barriers, so
that VR solutions can be used by Anyone, Anywhere and at Anytime asan integral part
of the core productivity tools.

How does your solution address current global situations?
Companies today have distributed teams who need to come together for critical
designreviews or training requirements onaregular basis. In the present situation,
andthe foreseeable future, the ability to meet face to face is not going to be possible.
The current document level collaboration and screen sharing solutions are not
sufficient to make the right decisions, especially for workflows involving complex 3D
product data, creating bottlenecks within product development, manufacturing,and
training foragrowingremote workforce. Immersive collaborationis the right
approach, but needs to be scalable, easy to use,and well-integratedinto the business
processfortrue enterprise adoption.iQ3Connect meets those requirementsandis
acceleratingthe adoption of VR at our enterprise customers for their complex
product engineeringand training needs.
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2020

sondun - Jorjin Technologies Inc.

Company Summary

Jorjin Technologies Inc. was founded in 1998 in Taipei, Taiwan, originallyas a
manufacturer of System-on-Module (SoM) and System in Package (SiP). Its core
expertise in miniaturized electronic circuitry led Jorjin to focus on two fast
growingsectors:loTand AR. For the past 6 years, the company has beenat the
forefront of the developmentin Asia of Smartglasses and of other sensing
technologies whichare critical to deliver a meaningful AR experience to the user,
particularly ina Professional environment: Imaging, Inertial Measurement Unit
(IMU), Time of Flight (ToF), mmWave radar, etc... Jorjin has fully embraced the
concept of smart spaces and is working diligently to provide total solutions aiming
atsatisfyingthe use cases of its customersin this field. The companyisalso
collaborating with OEMs worldwide by providing them with subassemblies
optimized for AR applications, such as SoMs based on AR-optimized low-power
Application Processors, WIFI/BT modules, Display unitsand AR Hardware &
Software Design Kits (HDK & SDK).

Contact
Name: N/A
Email:sales@jorjin.com

Website:wwwijorjin.com

Size of Company

Employees or FTE equivalent: 50-100

Revenue:USD 20M

Type of Company

Hardware and Software. Jorjinis developingand manufacturing full Smartglasses,
both monocularand binocular models. Our initial core competencies are wireless
electronics,computing,imagingand other sensing technologies. We believe that
one-size-fits-all doesnt apply wellto the smartglasses industry. So we design our
products with modularity in mind, so that we can easily create derivatives

depending onthe requirements of our customers.

Customer Types and/or names

Some of our customers can simply be AR end-users, for business applications or
forentertainment. But we are also very much willing to collaborate with OEMs
worldwide whoare looking for custom AR solutions, i.e.such companiesactivein
Healthcare orin Manufacturingand needing AR functionality as part of their

product offering.

What do you want from the vertical/market/industry?

Wide adoption of AR technology in the Professional Environment

Why are you in this industry vertical/sector?

Jorjinbelieves that Augmented Reality and Smart Spaces are paradigm shifts which
willbecome essentialin the near future. Furthermore, this revolution will require the
adoption of technologies for which we have invested for several years already:
Wireless communication,advanced sensors, Edge computing, Artificial Intelligence,
modular smartglasses, etc...

How does your solution address current global situations?
VYears before the havoc caused by Covid-19, Jorjin has been investing heavily in
solutions for remote support. These are smartglasses specially designed for being
associated with a2-way audio/video, cloud-based, communication systemin order for
an on-site technician to communicate seamlessly and hands-free witharemote
expert. Those solutions, which are available now, can be applied to remote
maintenance, thus allowing experts, located inafactory oradesign center, to avoid
dangerous travels during the epidemy if acomplex maintenance is needed far away.
They canalso be used by healthcare workerslocated in secluded areas and needing to
getan easyinteractionwith doctors based inafar-away hospital whena patient
requiresattentionfromaspecialist.
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v Kognitiv Spark
Company Summary

Kognitiv Sparkis a software company focused on the secure and reliable delivery of
mixed reality remote worker support solutions. Its flagship platform, RemoteSpark,
is currently in use by organizations suchas the Royal Canadian Navy, Royal
Canadian Air Force, the Canadian Department of Fisheriesand Oceans, the Electric
Power Research Institute and many more across industrial verticals. Whena
remote technician encountersa problemthat theyare unable to diagnose or solve,
RemoteSpark enables the worker to dawnaMicrosoft HoloLensand establisha
secure (end-to-end encrypted), low-bandwidth call with a subject matter expert.
The two parties can communicate in real time and the expert can leverage a variety
of mixed reality features to assist in coaching the remote technician through the
task. Some featuresinclude:

- Photo capture with mark-upannotations

-Microsoft office and PDF file transfer (documents appear as spatially aware
holograms).

- Transfer of multi-step,animated holograms (or loT enabled digital twins) of
relevant systems to intuitively communicate a step-by-step process.

Reduce equipment downtime, eliminate costly expert travel and facilitate
knowledge transfer. RemoteSpark connects our workforce, where everyin the
worldtheyare.

Contact
Name:Sean
Email: sean@kognitivspark.com

Website: www.kognitivspark.com

Size of Company

Employees or FTE equivalent: 20-30

Revenue:N/A

Type of Company

Software

Customer Types and/or names

Aerospace and Defence (Royal Canadian Navy, Royal Canadian Air Force, Canadian
Army, Valcom, others), Manufacturing (Rogers Electricand Machine, OMAX,
others),Nuclear (Undisclosed), Energyand Utilities (Electric Power Research
Institute, others), Industrial Engineeringand Mining (Stantec, LookNorth, Arctic
UAV, Smartlce, BHP, Hatch, others), Oil & Gas (Surepoint Group, Suncor Energy,

others)

What do you want from the vertical/market/industry?
What Kognitiv Spark hopes to see from the AR/MR market is anincreased
understanding that spatial computing devices are not one-function technologies,
rather, the future of computing Purchasinga HoloLens and only using
RemoteSparkis like buyingalaptop and only using Outlook.

2020

These devices are multi-functional platforms and the app market is developed

enough nowin 2020 to have multiple industrial-focused MR/AR apps contribute to
the same workflow. Aworld exists in which a team of power-grid field techs meet with
their supervisor viaspatial, leverage vGIS during the work day and establisha
RemoteSpark callwhenthey encounterabarrier. Spatial Computing systems are not
onetrick ponies. Theyare the future of how humans interact with data.

Why are you in this industry vertical/sector?
Remote worker support has benefits that reach far beyond the scope of any one
sector. RemoteSpark is uniquely equipped to serve many sectors foracouple of

reasons:

1) The core benefits of RemoteSpark (reduced equipment downtime, reduced travel,
increased speedto delivery of service,and facilitated knowledge transfer) are
capabilities that speak to the bottom lines of many organizations, whether in the form
ofimmediate cost reduction orincreased efficienciesand learning that can be
translated to cost reduction down-stream.

2) RemoteSpark isable to functionreliablyin full mixed reality in low-bandwidth
environments (256kbps). It’s build to use in the field, not the boardroom. Many clients
useitinlow-connectivity areas by leveraging LTE connection generated froma
mobile hot spot.

3) It passes even the most rigorous of security audits. RemoteSparkis also network
agnostic. It can operate inthe cloud or on premise, complying with an organization’s
datagovernance policies.

How does your solution address current global situations?
RemoteSpark has experienced significant uptick ininbound inquiries and adoption
since the onset of COVID19. The system allows essential workers toaccess support
digitally, despite geographical separations between themand the subject matter
experts they needto complete their work and solve problems. This system ensures
that expert resources can work effectively fromisolation, eliminating the need for
themto travel to supportarepair, whichinturn eliminates the need for the remote
technicianandthe expert resource to come into human-to-human contact. This
technology also allows organizations to maintain operational tempo and delivery of
services while ensuringthe workers are safe, connected and efficient.
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Lenovo

Company Summary

LenovoisaFortune Global 500 company with 50,000+ employees and $43Bin
global salesin160 +countries.

Contact
Name: Mattney Beck
Email: mbeck@lenovo.com

Website: www.lenovo.com

Size of Company

Employees or FTE equivalent: 100+

Revenue: $43B

Why are you in this industry vertical/sector?

Lenovo’s Think Reality Platform allows enterprises to easily build, deploy and manage
Type of Company / 5 y Py &

custom ARand VR Software Applications across multiple operating systems, cloud

Personal computers, tablet computers, smartphones, workstations, servers ' : ' ' -
P ’ P ’ P ’ ’ ’ services,and ARand VR hardware devices. The device and cloud agnostic solution will

electronic storage devices, software, and enterprise solutions allow enterprises to be more efficient,and more quickly bringto market new
applications. Device management and application provisioningallows for more
Customer Types and/or names flexibility and control over deployments across aglobal ecosystemwithadiverse

) workforce.
Global Fortune 500, Large Enterprise, Public Sector, SMB, Consumer

. . How does your solution address current global situations?
What do you want from the vertical/marketfindustry? _ o , o
ThinkReality is conceived for today’s world and the future. You can connect existing

The ThinkReality Platformis designed as a horizontal solution that can provide ARand VR devices and add advanced new devices as they become available. The

benefits to many different enterprise industries. With our A6 headset,and many platformallows you to develop and deploy apps and content remotely throughout

other great AR headsets in the ecosystem, we expect tosee the ThinkReality the enterprise while managing devicesand applications fromasingle interface.

Platformusedacrossanyindustries.
ThinkReality is built for collaboration across multiple disciplines with dashboards for
visibility of all deployments. Work with third-party tools and applications for fast time-
to-value and use pre-existing platform tools for rapid app and content creation.

Get the same global support for AR/VR development that has made Lenovo a$408B
worldleaderinthe technology marketplace.

ThinkReality delivers smarter technology wherever youare onthe journey. You have

continuousaccessto the latest upgradesand new developmentanda clear path from
Lenovofor future product/solution developmentand enhancement.
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Loom.ai

Company Summary

Loom.ai empowers virtual communication through continuous digital avatar
presence across text, video conferencing,and XR.

Contact
Name: N/A
Email: partners@loomai.com

Website: www.loomai.com

Size of Company

Employees or FTE equivalent: 20-30

Revenue: Not publicized information

Type of Company
Software and underlying SDKs

Customer Types and/or names

Samsung, VMWare, Verizon

What do you want from the vertical/market/industry?

We're looking for enterprise customers who'dlike toimprove the health and
productivity of their remote work-force.

2020

powering virtual
communication with
avatars.

Why are you in this industry vertical/sector?

Loomai’s deep learningalgorithms enable virtual presence across digital
communication mediums. In particular, LoomieLive allows remote workers to
communicate onvideo conferencing with reduced “Zoom fatigue”,improved
personal/environmental privacy,and improved productivity - by usingaudio to drive a
real-time personalized avatar.

How does your solution address current global situations?
LoomieLiveallows the presence of video,and the privacy of audio. It allows remote
workers to drive their digital personas (3D avatar) via their voice, allowingthemthe
comfortof lookingaway from the screen, take notes, pace around, etc. By removing
the cognitive overload associated with video conferencing, employees can be more
relaxedand productive.
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~chgone  NEetingRoom

Company Summary

MeetingRoom s ayoung company based in Dublin & London that has builtavirtual
meetingroomservice.

Ourmissionis toimprove collaborationand participationamong teams working
remotely.

We provide virtual-space asaservice, using virtual meeting rooms to allow true
digital transformation capabilities for the enterprise.

We reduce friction whenintroducing this new form of collaboration and mobility
tolarge organisations, fromideation stage to end deployment and further rollout. -

Contact Why are you in this industry vertical/sector?
Name: Jonny Frustration with the problem of small group collaboration. The teamis experienced in
Email:info@meetingroom.io the industry witha previous exit in the space to Cisco.

Website: www.meetingroom.io

How does your solution address current global situations?
Size of Company The platform provides virtual meeting rooms you can rent. Our task-orientated
Employeesor FTE equivalent:1-5 virtual meeting rooms are filled with useful virtual tools, for the specific use case you

. aresolvingincludingremote site visits, design workshops and strategy sessions.
Revenue:>1 millioneuros

These rooms provide flexibility for companies to expand the usage of virtual meeting
Type of Company rooms intheir daily processes.

Software
-Improve Productivity

-Increased Responsiveness
Customer Types and/or names

-Enhanced Team Working
Large-enterprise: energy, software, management consultancy, financial services, -Support Remote Working
pharmaceutical -Reduced Travel Costs

-Reduced Absenteeism
What do you want from the vertical/market/industry? -Decrease IssueResolution

: : ! . o -Improved Training
Lookforwardto introducing the next generation of virtual collaboration with

more Global 2000 companiesin 2020.
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MeetinVR

Company Summary

We are creatingabrand new universe optimized for business meetingsin
distributed teams. MeetinVRis one of the leading startups working with enterprise
VR collaboration.

Ourtoolis designedand developedto help businessesimprove the quality and
effectiveness of their remote meetings. MeetinVR enables activities that are
impossible orvery hardto do remotely such as to present and review products,
brainstorm, sketch, mind-map, prototype, and have team-buildingactivities.
What’s more, businesses can eliminate unnecessary travel, reduce their
environmental footprint,and reach their Sustainable Development Goals.

Contact

Name: Tomas

Why are you in this industry vertical/sector?

Email: tomas@meetinvr.com . . . ) )
@ We are not focusing onaspecific vertical. Its ageneric meeting tool

Website: www.meetinvr.com

How does your solution address current global situations?

Size of Company Our solution helps companies to work remotely so we directlyimpact the quality of

Employees or FTE equivalent:10-20 team collaboration, cohesion, and engagement during remote meetings. The current

Revenue: Confidential global situation forced many to look for tools enabling remote collaboration,
therefore the demandfor solutions like ours increased.

Type of Company

Enterprise-oriented SaaS

Customer Types and/or names
We are working with anumber of Fortune 500 companies in IT,Healthcare,
Automotive, Engineering, Banking, Insurance, FMCG, and the largest global

consultancies. For more specific references, please contact us.

What do you want from the vertical/market/industry?
Further diffusion of VR technology for Enterprise collaboration. Our clientsare
moving from pilots toalarger deployment, headsets are getting cheaperand more
powerful,and remote work more common. Therefore believe that the tipping
point has been reached and we expect nothingbut exponential growth.
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< mirari Mirari

Company Summary

Mirarihas over 20 years of industry experience developing 2D and 3D CGlI
(Computer Generated Images), using DCC (Digital Content Creation) software
and Real-Time gaming platforms such as Unity and Unreal Engine.
Weareanagile partner that continues to push the envelope of Visualization,
Extended Reality (XR) and Digital Twins.

Our Researchand Development team manage and support LTU’s Centrepolis
Accelerator’s Prototype, 3D Printingand Extended Reality (XR) Labs.

Contact

Name: David Pollock
Email: david@mirari.us
Website:www.mirarius Why are you in this industry vertical/sector?

We assist companies with the development, utilization andadoptioninallareas of XR -

. AR/VR/MR.
Size of Company

Employees or FTE equivalent:5-10

How does your solution address current global situations?
Revenue: $500,000 ) : ) : .
We specialize in Remote Assistance and Remote Operations as wellas trainingand

workflowwhichare now more essentialthan ever.
Type of Company

Automotive, Manufacturmg, Agriculture, Transportation, Aviationand more

Customer Types and/or names

Ford,Heaven Hill, Centrepolis, Cirrus Aviation

What do you want from the vertical/market/industry?

We want to help the industry push the boundaries of XRadoptionand
deployment.
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0"& Modest Tree

modest tree

Company Summary

Modest Tree isanaward-winning modeling, training,and simulation company that
uses leading-edge software to provide 3D immersive content for customized
trainingand client engagement solutions. Recognized asleadersin training
innovation, we work with OEMs, airlines,and defence clients toaccelerate learning
and facilitate remote collaborationandsales usingimmersive technologies. Our
innovative,award-winning software is already used internationally,and it is the first
ofits kind to enable simultaneous, remote, platform-agnostic collaboration within
each 3D virtual environment. Our dedication to developing innovative content
solutionsempowers us toimprove contentaccessibility and disrupt geographic
barriers to enable remote, collaborative, multi-platform engagement.

Contact
Name: N/A
Email: Ibohnert@modesttree.com

Website: www.modesttree.com

Size of Company

Employees or FTE equivalent:30-40

Revenue: Prefer not to disclose

Type of Company
Software, Custom Software Solutions/Immersive Training Software, Immersive

Sales Software, Remote Meeting Platform, Distance Learning Application

Customer Types and/or names
Afewexamples of our customersinclude: Original Equipment Manufacturers
(RENK AG, GE Healthcare, MAN Energy Solutions); Government (Canadian

Department of National Defence); Airlines (Jazz Aviation LP)

What do you want from the vertical/market/industry?
We hope to become thought leadersinimmersive technology and the industry
standard for high-quality, remote training, sales,and marketing solutions. In doing
so,we hope to give our clients aleading edge in theirindustries so they can help to
advance the potential forimmersive technolog

2020

Why are you in this industry vertical/sector?

Modest Tree was founded on the realization that technological innovations could
resolve asignificant gap in enterprise operations,andin resolving that gap, that it
couldsignificantly benefit enterprise. The company began developing software
solutions that leveraged advanced immersive technologies to fulfill enterprise
initiatives and optimize enterprise-level trainingand sales operations. Today, Modest
Tree continues tolead the industry with the most innovative and disruptive
technologiesandideas.

How does your solution address current global situations?
Modest Tree offersanumber of solutions that are playingacritical role in the current
state of the global market by enabling enterprises to continue operations despite
remote working conditions:

Our newest solution, Distantly, is designed by enterprise for enterprise to allow
businesses tofacilitate interactive and collaborative B2B sales meetings, client
engagement,andvirtual eventsinasecure,comprehensive,and integratedvirtual
eventhosting platform.

Leaf providesasecure, end-to-end encrypted communications platform for remote
datasharingandinternal or external communications.

Modest3D Xplorerallows users to rapidly buildand deploy advanced, interactive,
remote operationaland maintenance training solutionsand remote supportina
secure 3D virtuallearning environment that facilitates different levels of immersion
acrossall device platforms (PC, VR, mobile). It is currently the platform of choice for
the Canadian Department of National Defence.
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Modu XR

Company Summary

We build XR apps for enterprise. Led by Sky Nite,author of two books about VR /AR
and experienced developer, we have helped companies build useful XR apps from
craneinspector trainingto online retailand beyond.

Contact
Name: Sky
Email: sky@moduxr.com

Website: www.moduxr.com

Size of Company

Employeesor FTE equivalent:1-5

Revenue: 80000

Type of Company

XRSoftware development

Customer Types and/or names
Triple Phase Training, Agora VR, Kinotech

What do you want from the vertical/market/industry?

Partners who have problems well suited to XR use, so we can provide alot of value.

2020

Why are you in this industry vertical/sector?

XR can help businesses save costs and increase performance. As XR experts, we want
to help businesses thrive with the use of XR.

How does your solution address current global situations?
We work entirely remotely,and leverage Git to make this workflow seemless. Each
customeris different, but one example is Triple Phase Training using VR to train crane
inspectors to better-recognize faulty machinery.
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MondoDX

Company Summary

Born with the mission of promoting digital culture asa means for transformation
andimprovement of people and business realities. We provide from customto
enterprise-ready AR/VR softwares, allaimed at solving the innovation and digital
transformation challenges of the new economy.

Here we're presenting NDESTRY, our solution for Maintenance and Inspection for @ mon d o DX

the Industry 4.0 powered by Augmented Reality. A solution toall kinds of digital
maturity leveland that could progress as you master the solution.

Contact
Name: Danilo

Email: danilo@mondodx.com
Website:www.mondodx.com Why are you in this industry vertical/sector?

Backgroundin Automation Engineer withyearsin T consultancy firms, always look to

. maximise productivity in the industrial sector.
Size of Company

Employees or FTE equivalent:5-10 . . .
How does your solution address current global situations?
Revenue: USD 250k/year ) ) -
Oursolution gather and distribute knowledge around workers, avoiding the need to
always be physically present with each other, decrease the human error andimprove
Type of Company first-time fixrates using videos, images and augmented reality. We auto-analyse idle
Software times in checklists, showing where optimisation is needed and comparing the real
work done inthe shop-floor with the plans and methods. We deliver remote

collaborationamong operators using the solution.
Customer Types and/or names

Kimberly-Clark, Ball Corporation, CBA, Motorolaand others

What do you want from the vertical/market/industry?

Toevolve, beingmore agile, efficientand using less space and less human
resources. To be part of this new industrial revolution that could start anew page
forthe mankind.
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Company Summary

ONE Digital Consulting is a global Hi-Tech company founder by ateam of
entrepreneurs with more than 25 years of experience in the “New Advanced
Technologies”world. We help our clients imagine, design, buildand operate
innovative XR experience with the “Best in Class” consulting services and solutions,
forthe Smart Society of the future.

Ourmission is to provide support in the definitionand assessment of future digital
Smart Educationand Smart Cities scenarios and subsequent innovation paths.
OurXR Servicesand Solutions for the enterprise can reduce cost, increase
productivity and improve customer value. With our global network of selected
partners (HP, Vuze, Pico), further development and technology implementation
can be successfully provided.

ONE has been finalist of the “Siemens Next47” Startup program,and shortlisted for
“Top10 Government Tech Startups” in Europe 2020.

Contact
Name: Carlos Ochoa
Email: madrid@onedigitalconsulting.eu

Website:www.onedigitalconsulting.com

Size of Company

Employees or FTE equivalent:10-20

Revenue:1

Type of Company

Consultancy, Content Development, XR Software,and Training Services

Customer Types and/or names
Enterprises, Industrial Companies, Governments, Training Institutions, NGO...(HP,

Siemens, MO Education UAE, Local Governments, European Union...)

What do you want from the vertical/market/industry?

Our Technology Vision for2025: The “I” Experience.

We have been creatingimmersive experiences for many years, that now can be
sharedin Collaborative Platformsintoanew dimensionand interactive context.
Thisisarevolutionary way of livingand feeling new experiences beyond your
imagination,as you neverimagined before. Where the senses interact with your
brainandtransport youtoanew visionary world. Our “Magical and Mystery Tour
around Cultural Heritage” experience, has been shortlisted by iLRN organizationas
one of the Top References worldwide.

The future of Immersive Reality will probably have to deal with these technologies
andothersto come.

2020

CEEE ONE Digital Consulting

Why are you in this industry vertical/sector?

We believe XR technologies will transform the way Smart Citizens will collaborate in
Future of Work.

Immersive Learning: “SmartEducationLabs” is changing the paradigm of future
educationandtraining, providing high value to the new Learning Ecosystem.

Virtual Events: “Virtual Fair” transporting customers toanother world to showcase
innovative productsand lettingthemtry it Virtually.

Smart Tourism: “MySmartDestinations” in tough times for tourism, imagination and
innovationare amust.Improvement of service quality, high-value brand identity,
employee loyalty and providinga highly profitable result for the corporation.

We provideacomplete immersive services platform, with high value channels for
your Smart Hotel. Information, communicationand entertainment services can easily
beaccessible fromyourroom orat home.

How does your solution address current global situations?
First of all,in ONE we are already working with collaborative tools with universities,
educational centersandinstitutions. Thisallow us, to be in permanent contact with
customersand usersand to trackin real time the evolution of the projects and
trainingsessions.

Inthe other hand, we have beeninvolved in many virtual education sessionsand

virtual events, promoting XR technology all around the world.

In ONE we want to guarantee our customers know how to safely use XR devices and
other XRlabartifactsinaclean and safe environment. We developedamethodology

based in best practices for hygiene/cleaning XR devices.

Finally,in ONE we are working with Top Companies developingalow cost “New
Immersive Platform”, tointegrate all our VR apps into aworking training space,
without any potential risk with full XR functionality, interactivity and total immersive

perception.
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OovA OVAinc.

STELLAMX

Company Summary

OVAisatrusted partner for software development whenit comes to Extended
Reality (XR) technology for many companies invarious industries and our
experience acquired over the past 7 years has allowed us to be well prepared and
knowledgeable when it comes to evaluatingand developing XR solutions. The
technological contribution brought by our organization toany project relies both
ontechnical expertise and proper consultingin order to provide the best ROl for
your project.

With ourvery own creation/deployment platform named StellarX, every subject

matter expert can now be an XR specialist with our compelling UXand visual
scriptingtools. This way,anybody can then either create, modify or deploy their
very own simulations without the need to have any experience in programming,

Contact
Name: Félix Leblanc
Email:fleblanc@ova.ai

Website: www.ova.ai

Size of Company

Employees or FTE equivalent:20-30

Revenue: 15M$ CAD

Type of Company

Software Developper/Software Vendor

Customer Types and/or names

Bombardier, Hydro-Québec, Royal Canadian Navy, Quebec’s metallurgy council.

What do you want from the vertical/market/industry?

We're looking to change the way people look at XR technology into something
accessible and user-friendly,and not a super techy and complicated tool for

training purposes. Just like internet was a revolution early 2000,and later changed

training with e-learning, we know that V-Learningis the next big shift.

Why are you in this industry vertical/sector?

Those industries necessitate very specific and extensive training, sometimes
expensive and possibly risky in some cases. Through Extended Realities, we are able to
provide to thses industries a proper Return on Investment by both saving time, money
and possibleinjuries occured during training, as well as increasing operationnal
effectiveness through the use or Augmented Reality on the factory floor forinstance.

How does your solution address current global situations?
With StellarX, we've built this platform to fixa certain problem when it comes to both
the creation of these simulations,and the deployments at the client’s locations. In
fact, StellarX gives the tools to the subject matter experts to adapt the simulations
we've created for them,and not being tied or ressource-less when it comes to modifiy
some simulations because of equipment change or any otherreason. In addition to
the building tools, we've release a military-approved, high security networking
solutiontoallow teams to collaborate, share filesand much more, opening the
classroom capacity toafewhundreds of people at the same time.

65



VR/AR INDUSTRY SECTOR REPORT: ENTERPRISE

4 Overit OVerlT

Company Summary

We streamline Field Service Management operations through state-of-the-art
products toincrease productivity, efficiency, collaboration and safety of industry-
leading companies. Recognized as “Leaders”and “Visionaries” by the major IT
consulting firms, we serve the Energy & Utility, Oil & Gas, Industrial Manufacturing
and Transportationindustries with specific product templates. The know-how
gainedin over 20 years of concrete and operational experience, has enabled us to
help hundreds of multinational companies transforming their processes, thus
leading us to heraldanew Field Service Management era, where tasks debriefing is
now totally hands-free. By relying on innovative technologies such as Augmented
Realityand Artificial Intelligence to optimize activities, over 100,000 of our clients’
resourcesare improving operational performance and customer satisfaction,
while reducing costs.

Contact
Name: Francesco Benvenuto
Email:francesco.benvenuto@overit.it

Website: www.overit.us

Size of Company

Employees or FTE equivalent: 100+

Revenue:N/A

Type of Company

OverlTisasoftware product company. With our two products, Geocalland
SPACE1,we provide state-of-the-art Field Service Management powered by AR and
Alforwide range of use cases and industries, such as Transportation, Energy &

Utilities, Industrial Manufacturingand Oil & Gas.

Customer Types and/or names
Industry-leading companies worldwide, relying on heavy assets and equipment, as

wellasappointment-centric use cases.

What do you want from the vertical/market/industry?
We transform the way activities are performed connecting users, supporting
hands-free maintenance operations, reshaping training, presentation, scheduling
activities and taking knowledge management toawhole new level of efficiency.
Our ultimate goal is boosting quality,accuracy, safety and productivity standards,

while driving continuous improvement across our clients’ organization.

2020

Why are you in this industry vertical/sector?

Most of the companies operating in our most targeted industries have a critical
number of linear, complexand risk-sensitive assets to maintainand inspect, as well as
multiple resources to train,manage and schedule onadaily basis. Furthermore,
nowadays’ global scenario, characterized by restricted access to showrooms, to on-
siteinspectionsand to face-to-face trainingand meetings, provides companies
worldwide with further challenges to face and with the need to findan effective way to
adapt their business operations. Leveraging our twenty-year experienceand the
know-howacquiredin several business fields, we aim at supportingindustry-leading
companies by providing groundbreaking Al-and AR-driven tools, specifically designed
forbroadening collaborationand delivering service excellence inany kind of situation,
eveninallthose environments where bandwidthand network connectivity are most
challenged.

How does your solution address current global situations?
SPACE1Augmented Collaboration provides our customers with afully collaborative
solutionand with awide set of applicationareas, suchas:

e Extended Maintenance: leveraging AR-driven remote collaboration between
multiple users and step-by-step digital work instructions;

e Extended Training: leveraging hands-free operativity, resolution procedures and
advanced Mixed and Virtual Reality features, thus engaging usersinavirtual training
and providingarealistic,immersive 3D environment for them to gainacomplete
understanding of any equipment or procedure.

e Extended Presentation: providing organizations with engaging AR tools to present
products, services, facilities or productionssites.

Akeyrolein our SPACE1 product is played by knowledge management, which, thanks
to Artificial Intelligence, allows companies to reduce the skills’ gap by capturing,
enhancingand sharing expertise within the organization. In this way,any kind of task
can be troubleshooted easier than ever.
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plx%) PIXO VR

Company Summary

The PIXO VR team of AAA-game designers,award-winningartists,and pioneering

XRengineers have beeninnovating Virtual Reality Training experiences for
enterprise since 2016. We work with customers in high-impact industries such as

construction, manufacturing, energy production &distribution,and public safety.

Ourfullyimmersiveand interactive experiences offer photo-realistic

environments, behavior-changing story narratives,and first-to-market features like

Multi-user Functionality, Scenario Randomization,and Real-time Reporting &
Analytics. Headquartered in Royal Oak, Michigan, our missionis to revolutionize
the performance improvement industryand empower people to do their best

work. www.pixovr.com

Contact
Name: Marco Maceri
Email: marco.maceri@pixovr.com

Website: www.pixovr.com

Size of Company

Employees or FTE equivalent:20-30

Revenue: We've achieved 150% revenue growthin 2020vs."19

Type of Company

SaaS-based Extended Reality software solutions company

Customer Types and/or names
Bosch USA (Manufacturing), Intel (Software), Ford (Automotive), Barton Malow
(Construction),GTI (Energy)

What do you want from the vertical/market/industry?
We want to make it possible for public and private sector organizations to realize
VR, AR,and MR’s full potential by making it easy to deploy, use,and manage —at
scale.

2020

PIXO

“VIRTUAL
TRAINING FOR
ENTERPRISE

Why are you in this industry vertical/sector?

PIXO VRis passionate about the power of Extended Reality asan emerging
technology to unlock human potentialand empower teams to do their best work. By
deliveringmore meaningful experiences, we believe we canimprove people’s lives —
andtheworld.

How does your solution address current global situations?
Our VR Trainingand XR distribution solutions have helped organizations continue
theirimportant work even in this time of profound social and economic disruption. By
incorporating VR and XR technology into existing trainingand other programs, we
allowbusinesses and public sector agencies tolearn, practice,and collaborate
remotely —all within the safety of avirtual environment, providing the advantages of
real-world training without real-world cost and risk. Asaform of experiential learning,
our VR Trainingimproveslearning retention, reduces human error,and creates

greater efficiency and productivity, allowing companies to simulate scenarios that
would be too difficult,dangerous, or expensive to conduct “in real life”. Better still,
with our multi-user functionality, we make it possible for up to dozens of team
membersinlocationsallaroundthe world to communicateand interact as if they

were inthe same room at the same time.
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C)pinar PLNAR

Company Summary

Plnarisaleaderinunlockingthe power of digital photos with technology. Since its
launchin2017,our originalaugmented reality dimensioning app has been
downloaded more than 400,000 timesand helped users create thousands of
projects. Today, PLNAR gives insurance companies and contractors alike the
power to generate fully realized 2D-and 3D-models of interior spaces all with the
snap of photos using their smartphones. PLNAR gives digital photos the power to ' -

C)plnar

Adjusting...For A New Reality

automate amillion tasks and help people work smarter, fasterand with more

purpose.

Contact
Name: Andy Greff

Email:andy@plnarai

Our beliefis PLNAR technology, powered by guided augmented reality, artificial

Website: www.plnar.ai
intelligence and computer vision, will allowinsurance carriers to scale their claims
management processes based on the simplicity or complexity of claims so they can

Size of Company spend more time servicing customers and building relationships.

Employeesor FTE equivalent:10-20

Revenue:>$1M Why are you in this industry vertical/sector?

Huge inefficienciesand huge market
Type of Company

InsurTech How does your solution address current global situations?

Inthe past fewyears,insurance carriers started shifting fromanalog, in-office

Customer Types and/or names
Insurance Carriers, Service Providers to the Insurance Industry and Independent

Adjusting Companies

What do you want from the vertical/market/industry?
The market landscape for insurance continues to undergo major shiftsand the
speed of change is not slowing down. Largely due to rapid digital transformation,
what was once thought of asa “Meet the Jetsons” fantasy, is nowareality.
Augmented reality (AR) software is no longer relegated to expensive video game
headsets—instead, we can use AR applications as a guide to simplify complex
instructionsand toimprove workflows and processes. With advanced computer
vision, we can train computers to see what our human eyes would see, capturing
more nuance and context than ever before. These kinds of technology
applications,and others, continue to change our behaviorand expectations
around information access and how easy certain tasks should be.

With the speed with which technology changes, many industries struggle to keep

workflows tovirtual claims management, but COVID-19 has made those shifts top-
priority and vital to everyday operations now that customers and adjusters alike face
social distancing guidelinesand imperatives to avoid in-person contact and address
shortage inavailable adjuster workforce. PLNAR enables continuity of businessin
uncertaintimes while:

. Providing excellent customer service leading to outstanding customer
satisfaction

. Reducinglossadjustment expense (LAE) and improve loss cost management

. Shortening cycle times by creating repeatable processes

Even before the challenges brought on by COVID-19,PLNAR helped revolutionize
virtualinsurance virtualinterior property claims by allowing claimants to use their
smart phone app to take photos that generate 3D models with all measurements and
context so carries can reduce claim cycles from days to minutes.

up. Theinsurance industry s historically conservative and slow to make sweeping
changes, which has caused aserious lag in technology adoption. As non-traditional
techdisruptersenter theinsurance field, insurers absolutely need to take a careful,
critical lookat how they build relationships with their customers and whether or
not their current userjourneys, experiences and processes cultivate a high level of
satisfaction. The claims processis burdened with changing consumer
expectations and inefficienciesandinsurers know there is significant roomto
transform the claims experience to boost profits,improve customer satisfaction
and stay competitive.
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¥ Program-Ace

Company Summary

Adhering to our customer-first philosophy, we develop innovative solutions,

featuring Augmented Reality, Virtual Reality,and Mixed Reality solutions, including

Web-based ARand VR apps. Our solutions not only contribute to the success of

our clients’ businesses but also give them a competitive market advantage. = \
AN OPEN SPACE

FOR INNOVATION

A

Contact
Name: Oleg Fonarov

Email: rfp@program-ace.com

Website: www.program-ace.com

Size of Company

Employees or FTE equivalent:100+ Why are you in this industry vertical/sector?

Revenue: N/A Program-Ace started outasadesign studio over 20 yearsago. As time went onand
our expertise grew,we began to branch out into new directions, including VR, AR,and
MR. Thankfully, because solutions of this kind require not only code but also

Type of Company

substantialart design, we managedto easily set afoothold inthe new market.
Type of company:software development service provider

Fromthe earliest VR/AR projects, we had a feeling that there is great potentialinsuch
Industries: Automotive, Manufacturing, Energy & Utilities, Healthcare, Education, work,andit turned out to be right. Furthermore, our extensive workin the game
Media & Entertainment, Marketing & Advertising, Retailand etc. developmentindustry helped us add animpressive level of immersion to the ARand
VR experiences we built for businesses around the world.

Customer Types and/or names
yp / Itbrings us great joy to stand at the forefront of innovations and harness the power of

Automotive, Machinery, Manufacturingand Engineering Enterprises,as wellas VR/ARfor purposes no one could have imagined just 10 years ago, The visual and

Education, Entertainment &Gaming, interactive potential of the technology exceeds real-life physical limitations, so much

of what we build seems out of this world. It is quite afulfilling experience.
What do you want from the vertical/market/industry?
Asacompany thatisabigfan of the technologies, we hope to see increased AR/VR How does your solution address current global situations?

adoptionacrossvariousindustries. There are so manyingenious conceptsthatcan  asan example of our contributionsto the industry and overall situation, we can bring
be transformed into reality with the technology, but they need to be financially upavirtual training SaaS platform that we are currently developing, This will be a one-
appealingfirstand foremost. size-fits-all solution based on AR technology, allowing Mechanical & Industrial

Engineering, Manufacturing, Machinery,
Thus, if more companies were to take risks and select AR/VR platforms for their

software, it would be beneficial for everyone. AR providers woild have more Automotive companies to create training solutions relevant to their line of business.
opportunities toapply theirexpertise, businesses could do more to set themselves Theywill beable to create AR training/digital operations with animations,

apart from competitors,and end-users would be able to enjoy technological prerequisites, actions for machines/tools/production lines to encourage remote
innovations. learning

We expect the AR/VR market to undergo ample growth in the next several years
and put great faithin the technology. We will continue investingand contributing
toitintheforeseeable future.
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2020

%" Question What's Real
Company Summary

“Questions whats Real” or QWRisan evolutionary startup,founded by ayoung
hustler andvisionary SurajRavi. QWR as the name suggestsis built to question the
status quo, disruptive and create world-class Immersive tech products at
affordable costs thus driving scalable adoption.

QWR provedthatits possible to bootstrap animmersive Deep-tech company out
of India. This upstart from the hearts of Mumbai has been covertly solving the
biggest problems in the immersive industry. Adoption. Suraj believesina
contrastingapproach to solving this problemin the industry & wentfromoto,
bootstrapped.

QWR built asuite of hardware and software solutions that have taken on contracts
versus big global tech giants. Our goal is simply to build another disruptive tech
unicornfromIndia. Are you ready to “Question What's Real”?

QWRislookingto disintegrate the existing hardware and software roadmap for
immersive techand give it adifferent kind of spin. It believes the main reason
adoption has not been democratized is because the right market, product &
platformfitis yet to be discovered.

Thefirstline of QWR’s product range includes:
“AURL” - First step towards smart fashion
“VRone.”- Cinematic 4K VR, forall.
“LiteX”-UltraModular Head-up Display

Contact
Name: Sanan
Email:info@questionwhatsreal.com

Website:www.questionwhatsreal.com

Size of Company

Employees or FTE equivalent:50-100

Revenue:N/A

Type of Company

Ecosystem/Platform (Hardware, Software)

Customer Types and/or names

Humans (how many humans? 6,05,728)

What do you want from the vertical/market/industry?

Open, unbiased and non traditional problem solving

QWR"

Augmenting the future of Humanity

Why are you in this industry vertical/sector?

Because it excites us

How does your solution address current global situations?
We have takenasimplifiedapproach towards solving the adoption of head-worn
devices. Oursuite of hardware and software solutions allows humans to pick the level
of interaction theyare comfortable with, rather than been given a shopping mall of
features that confuse youto performatask youwere previously performing usinga
“printed manual”. We are far away from understanding the actualimpact that a head-
worndevice can have versusthe printed manual to the digital screen curve. But
believe strongly that, different people, would perform different tasks differently &
they’d use tools providedto them, at their discretion and at their level of comfort. Soa
fragmented hardware ecosystem might just be the answer to adoption. And that is
QWR’sapproach.
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rReFLekT RE'FLEKT

Company Summary

RE’FLEKT isaMunich based technology company that enables any business or

industryto create their own in-house Augmented and Mixed Reality applications.

By making AR and VR affordable and scalable for business, RE'FLEKT’s
groundbreaking human-centered platforms empoweranyone to simply infuse
theirindustry knowledge into customized ARand MR solutions. With clients
including Audi, BASF, BMW, Bosch, Eon, Hyperloop, Hyundai, Leybold, Porsche,
Seepexand Thyssen Krupp, the international team delivers technology solutions
toavariety of leading global markets. Since its foundingin 2012, RE'FLEKT has
growntoateam of over 60 employeesin Munichand San Franciscoandis
recommended by leadinganalysts including ABI Researchand Gartner (Gartner
Cool Vendor).

Contact
Name: RE'FLEKT
Email:re-flekt@re-flekt.com

Website: www.re-flekt.com

Size of Company

Employees or FTE equivalent:50-100

Revenue:N/A

Type of Company
Technology - Enterprise Augmented Reality

Customer Types and/or names
Automotive, Energy, Manufacturing Medical Devices, Pharmaceuticals,

Production

What do you want from the vertical/marketfindustry?

Today, we simplify human-machine interaction. Tomorrow, we turn everyone into

anexpert.

2020

Why are you in this industry vertical/sector?

Ourvisionis that anyone operatingand maintaining machinery can become an expert
instantly. Our mission is to buildan open and modular Operating System for
Enterprise AR that allows on-demand access to expert knowledge.

How does your solution address current global situations?
The Enterprise AR Suite from RE'FLEKT provides a powerful content creation
platform (REFLEKT ONE) andaremote expert solution (REFLEKT Remote) to
empower workers with flexible and customizable smart instructions on mobile
devicesand smartglasses - forincreased efficiency and reduced errors. The content
creation platformintegrates into existing enterprise software and enables companies
to easily convert existing CAD dataand media content into Mixed Reality applications
formaintenance, trainingand operations. The Remote Expert tool connects workers
toimmediate Augmented Reality support with dedicated expertsin one simple click.
Both solutions allow enterprises to easily implement remote collaboration at scale
acrosstheir global operations, helping them tackle current challenges suchas travel
restrictionsandsocial distancing regulations.
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Sk)) Sector 5 Digital

Company Summary

Sector 5 Digital isanaward-winning studio that leverages a unique blend of master
creative, strategicinsight andludicrous technology to create brilliant brand
experiences for our enterprise clients. One of S5D’s core values is to dream the
impossibleandthen make it happen. Our goalis to create next level content like
you've never seen before,and you may never have thought possible.

Marketing budgets go farther with usas we alwayslook at how we can reuse assets
from previous projects and across departments. We create digital assets usinga
“build once, deploy often” strategy and leverage our 25+ years of industry
experience to meet our clients’ objectives and maximize their ROI.

We stay on the bleeding edge of technology tokeep our clients on the leading
edge. Beingrecognized as one of the leading enterprise immersive content

Why are you in this industry vertical/sector?

creatorsallows usto get access to theindustry’s best technology before it has

beenreleasedto the general public. Weare also”tech geeks” - ourteam Our customers have the need to show things that are challenging to visualize. This

continually researches technology that may be years away from hitting the
mainstream. Infact, we have had to invent some of the tech to pull off these
amazing experiences for our clients.

Contact
Name: Jeff Meisner
Email: Jeff Meisner@sectorsdigital.com

Website: www.sectorsdigital.com

Size of Company

Employees or FTE equivalent:20-30

Revenue:<$10 MM

Type of Company

Enterprise Content

Customer Types and/or names

- Customersinclude:aviation,aerospace, defense, medical, healthcare, specialty

chemicals, HVAC, technology, industrial, entertainment, architecture,auto parts

- Typically focused on:training, education, simulation, facility tours, product
demonstrations, meetings & presentations, events, conferences, tradeshows,

prototype design, marketing

What do you want from the vertical/market/industry?

To provide enterprise organizations with the ability to deliver content-rich

immersive experiences virtually that allow remote collaboration with their clients.

could be dueto the product havingalong developmentlead time so there’s nothing
to photograph before they need to start marketing or simply due to the nature of the
product or service being hard to showand communicate. S5D has excelled in
visualizing the impossible - fromadigital cadaver to future aircraft and holograms, SsD
takes the client’s vision and makes it a reality.

How does your solution address current global situations?
Current events have made it difficult to conduct business that relies on face-to-face
communication. Video conferences and webinars address only part of this issue. Our
new S5D RUSH platform offers universal flexibility that is easy to use, works
everywhere andrequires no installation. Imagine if you had the ability to walk around a
virtual settingand experience products first-hand, just as you would in the real world.
Virtual environments provide the freedomto go beyond and show content from
perspectives that would typically be difficult or costly to see. Free yourself from the
confines of aslide deck or traditional video and tap into the potential of next-
generation storytelling! https;//sectorsdigital.com/news/ssd-rush/
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Lo Sentient Computing

Company Summary

We are aPerth-based software development company which specialisesin
providing powerfulandimmersive VR Training, 3D Visualisations, Process Control
and Automation Solutions for our clients in the Miningand Resources industries.

We take pride in ourinnovationand creativity, with asmall, passionate and
experiencedteam of engineers, developersandartists.

Contact
Name: Scott Dumaresq

Email:info@sencom.com.au

Website: www.sencom.com.au

Why are you in this industry vertical/sector?

Size of Company _ v . . .
Basedinastate thatis stronginthese industries
Employees or FTE equivalent: 20-30

Revenue: $3million . . .
: How does your solution address current global situations?

N/A
Type of Company

e-Learningand software development, Mining, Oiland Gas

Customer Types and/or names
BHP/Rio Tinto/Woodside/Shell

What do you want from the vertical/market/industry?

Aincrease in the use and awareness of the benefits of VRand AR
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SENTIREAL

Personal Immarsive Leaming

Sentireal Ltd

Company Summary

Sentireal® was establishedin 2013and is based in Belfast, Northern Ireland. At
Sentireal, we specialise in the creation of software applications using Augmented
and Virtual Reality technologies, combined with Artificial Intelligence, to deliver

personalimmersive learning.

Oursoftware providesimmersive training using smartphones, tablets and
augmented reality/virtual reality headsets. We witness how users become
immersed intheir virtual environments,and the engaging delivery leads to
increased retention levels. Learning experiences are accessible toa wider
audience,and the contentis scalable to include many new environments and

scenarios.

Sentireal operates primarily in medicaland healthcare markets, but has additional
customer bases in markets comprising tourism, construction, education, safety
trainingand manufacturing. We strive to work in partnership with newand existing
clients, producing bespoke applications to meet their needs.

Since inception, we have witnessed a huge rise in the use of immersive technology,
atbothenterprise and consumer level,and we aim to capitalise on this growth. Our

company has grown steadily,and we have exciting expansion plansin place.

Contact
Name: Nuala Trainor
Email:nuala.trainor@sentireal.com

Website: www.sentireal.com

Size of Company

Employees or FTE equivalent:5-10

Revenue: £150,000-£200,000

Type of Company

Softwareapplications

Customer Types and/or names
Health Authorities, Education Authorities, Tourism, Constructionand

Manufacturing,

What do you want from the vertical/market/industry?
We continue to witness anincrease in the use of immersive technology as
companies realise the benefits to be derived fromimmersive training - namely
increased engagementand higher retention rates, as wellasincreased scalability
andaccessibility. We hope to see continued acceptance of immersive hardware
andsoftware productsinallareas,as consumerand enterprise reluctance fades,

andimmersive training becomes the new norm.

2020

QUALITY

L.

Why are you in this industry vertical/sector?

Our primary focus is the provision of immersive training applications in medicaland
healthcare sectors,and we have worked with local and national organisations in this
field. Oursuccessinthisareahasallowed us to target other safety criticalindustries,
andto venture into manufacturingand construction. These market verticals are
perfectly suited to benefit from the "risk free’ training provided by ourimmersive

applications.

How does your solution address current global situations?
Oursoftware trainingapplications provide Personal Immersive Learning experiences,
which canbe downloadedand delivered remotely toavariety of devices, negating the

needfor ‘onsite’training.

The use of XRimmersive technologies in our applications provides higher
engagement, leadingto increased retention rates. The abilitytotryandretryas
necessary promotes enhanced learning, leadingtoareductioninerrors,and
increased productivity. This is especially significant for safety critical industries we

operatein.

We blendthese XR technologies with Artificial Intelligence to produce individual
learningexperiences, tailored to the need of individual learners.

Oursoftware has the capability to monitor individual performance,and report
progress back to training managers, reducing the time and cost of assessment
overheads.
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sovant - Signiant

Company Summary

Signiant intelligent file transfer products are relied upon by media companies of all
sizes to move petabytes of dataevery day around the globe with speed, reliability
and security. While file acceleration remains central to Signiant, its SaaS platform
has evolved toinclude media-specificintelligence that solve challenges Beyond
Fast File Movement. Thanks to its leadershipin file acceleration, its commitment to
storage independence andits continued innovation in cloud-native Saas, Signiant
enterprise software connects the global media supply chain.

Contact
Name: N/Afor printing
Email:info@signiant.com

Website: www.signiant.com

Size of Company

Employees or FTE equivalent: 100+

Revenue: Wearea private company and don’t disclose this

Type of Company

Software

Customer Types and/or names
Signiant software is used by more than 25,000 mediaand entertainment
companies of all sizes from every country in the world. Many of our customersare

listed here:

https;/www.signiant.com/who-we-work-with/customers/

What do you want from the vertical/market/industry?
Aslive sports beginto come backand movies and television go backinto
production, were excited to see the Media & Entertainment world get back to
work while making sure to do so safely. We're proud that Signiant software playsan
important rolein helping the industry work remotely during these unusualand
challengingtimes.

2020

Why are you in this industry vertical/sector?
Media & Entertainment is our core market and always has been. Our team has years of
experienceinthisindustryand our platformis a perfect fit for the challenges faced by
M&E companies: massive file sizes, complex global workflows and security risks. These
challenges are exactly where are platform provides unique value.

How does your solution address current global situations?
Signiant has been fortunate inthat its Media Shuttle product is widely used for remote
workand remote collaboration. Shuttle is unique inthe market in the way it enables
remote access to large mediaassets fromany storage but all managed fromthe cloud
-evenwhenassetsare in on-premstorage. This hybrid SaaSapproach was
instrumentalin helping Media & Entertainment companies fromaround the world
scramble to set-up remote work environments during the pandemic. Media Shuttle is
theindustry standard for people to securely access and share large files fromany
storage,anywhere, fast.
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wonsc: - SUare Comp

Company Summary

We offer our own proprietary Smartphone based Virtual Reality Headset &tailor
made VR Content to Manufacturing Companies for the technical training of their
blue collar workforce. We help these companies reduce their existing training
related costs to more than 509%and leads to the up skillingand re skilling of their
frontline &assemblyworkersinatime effective manner.

Contact
Name: Srinivasan Yagnanarayanan
Email:srinivasan@grahasvr.com

Website: www.grahasvr.com

Size of Company

Employees or FTE equivalent:1-5

Revenue: Early Stage

Type of Company

Smartphone based VR Headset - Hardware & VR Content Creation - Software.

Customer Types and/or names

Manufacturing &Industrial Companies.

What do you want from the vertical/market/industry?
Generally thereisaperception that Industrial side of the globe is not much prone
todigital transformation and technology adoption. But, COVID1g has usheredinan
eraof digital transformation and remote working. We are developing solutions
towards enabling these distributed workforce a holistic approach for these
Manufacturing bases. We intend to work hand inhand with them towards realizing
thisgoal.

2020

rd

P GRAH

—

Why are you in this industry vertical/sector?

Overthe past fewyears technology has disrupted a lot of domains across sectors. But
one such domainwhich has remained largely unaffectedis the learningand
developmentinthe Industrial space. With Virtual Reality we have enormous potential
to change the face of trainingand other R&D related activities in the Manufacturing
space. We are here to make spatial computing mainstreamin the traditional
Manufacturing Sector.

How does your solution address current global situations?
We offer VR based training modules onthe Smartphone platform. Our VR Headset is
compatible withany smartphone irrespective of the make, model,form factorand OS
type. We also tailor make the VR Content specific to our client’s requirements. This
helps our clients towards the up skillingand re skilling of their workforce and engage
themin other employee engagement activities without the hassle of any other
advanced hardware requirements at the end of their employees. As our VR Headset is
universally compatible, it becomes more easier for the companies to roll out their
projectsand other re skillingwork without any hassle and other additional hardware
requirements like a high end standalone VR Headset or other highend PC based VR
devices.
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start beyond- start Beyond

Company Summary
(@ DL et

Start Beyond delivers spatial learning solutions that accelerate knowledge

retention, inspire & enrich teams,and drive better learner outcomes.

The combination of interactive cinematic realism with our market-leading
software products; delivers powerful learning solutions.

Oursuite of learning solutions enables HR and L&D teams to deliver scaleable
spatial learning programs, that accelerate knowledge retention,improve soft skills
andincrease productivity.

Our content studio leverages our knowledge of interactive storytelling,
instructional design & user experience; to deliver compellingimmersive learning
solutions that captivate, motivateand educate.

Why are you in this industry vertical/sector?

Ourvisionis of aworld where spatial computing transports imaginations and
Contact P putingtransp e

moves people to see the world differently,improve productivity andlearning,and

Name:Kain Tietzel v .
enhance the enjoyment of life.

Email: kain@startbeyond.co

Website: www.startbeyond.co . . .
How does your solution address current global situations?

We offer companies the ability to deliver purposeful and impactfulimmersive training,

Size of Company sales &marketing presentations and social collaboration services to remote workers

Employees or FTE equivalent:5-10 across VR,smartphone and desktop devices. Thisincludes the setup, installationand

Revenue: $aM+ delivery of VR hardware, personalised one-to-one onboarding and hygienic cleaning

as part of afullend-to-endservice.

Type of Company
End-to-endimmersive contentand software production for VR & AR headsets,

smart devicesand desktop.

- Advanced capture: 360°video, Photogrammetry & Volumetric
-3Dmodellingandanimation

- UX,Uland Motion design

-Software development (Unity & Unreal Engine)

Customer Types and/or names

-Enterprise Training (Lion, Westpac, St John Ambulance)

- Tertiary Education (TAFE, UTS, University of Newcastle)

-Secondary Education (ANSTO, Sydney OperaHouse)

-Sales &Marketing (Qantas, Samsung, Telstra, Pernod Ricard, News Ltd)
- Medical (Social Wise VR, Sony Foundation)

What do you want from the vertical/market/industry?

- Deliver exceptional quality immersive learning to remote audiences
-Employees can be trained 4xfaster

- Trainingremembered 4xlonger

- Highly cinematic and believable training simulations

- Actionable dataandinsights

We want to enable companies to deliver scaleable immersive learning programs,
that accelerate knowledge retention,improve soft skills and increase productivity.
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astegeeing ST ENGiNeering Antycip

Company Summary

Since1996,ST Engineering Antycip, formerly knownas Antycip Simulation has
supported customersacross the globe, in defence,academia,commerce and
industry,to become betterat what they do. Asan expert provider of simulation,
analysis, modelling, display and virtual reality solutions, ST Engineering Antycip
combines itsin-house technical expertise with an unrivalled range of products
from software and hardware providers.ST Engineering Antycip isasubsidiary of ST
Engineering’s electronics sector. For more information visit steantycip.com

Contact

Name: Audrey Zarlenga

Email:audrey.zarlenga@steantycip.com

Website: www.steantycip.com/

Why are you in this industry vertical/sector?

Size of Company To help customers see the future and to show themthe art of possible

Employees or FTE equivalent: 40-50
How does your solution address current global situations?

Working remotely with Virtual Reality:

Revenue:N/A

With the recent democratizationandavailability of VR technology, many companies
Type of Company areracingtoadapt VR to the workplace. If it may be too late to develop new remote
Integrator, Hardware, software, content, visual displays work policies, businesses can still make the experience productive for their

employees by givingthem the right equipment to collaborate on their projects.

Customer Types and/or names Workingwith ST Engineering Antycip & TechViz,companies can set-up ashared VR

Academia, commerce,industry, defence, automotive workspace foremployees to ensure you keep your competitiveness.

What do you want from the vertical/market/industry? VR for Product Development:

) : : : The pandemic has led toamassive lockdown. VR technologies canfill the gap and
We want for VR to be seenasan enterprise solution that is broader than just P I ‘ W W k sl thegap

: ) make possible to accelerate the normal development cycle.
headsets, but comprises of many visual displays such as VR Caves, powerwalls, P P Y

. By gathering peoplearoundavirtual model,itis possible to better explain technical
curvedscreens, motion platforms, etc.
challenges,approve design proposals, iterate and make decisions,enhancing team

work.

Techviz VR software enables teams to work simultaneously in the same VR
environment, withany 3D application (Solidworks, Catia...) &onany VR display system.
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-l:l- TalentQuest

TALENTQUEST

Company Summary

Experience custom learning transformation with TalentQuest. Award winning.
Innovative. Highly engaging content. Exciting technology!

At TalentQuest, we help organizations deliver world-class learning experiences
that maximize the potential of each employee and support the overall growth of
the business. Our Custom Learning Solutions feature:

IMMERSIVE LEARNING

Increase competency and reduce costs with custom, high-value training
applications that provide realistic training simulations usinginnovative
technologies suchas 3D, virtual reality (VR),augmented reality (AR), gamification,
and more - with individual, multi-player or multi-location modes.

eLEARNING

Interactive learning withamodern web-based interface, video,animation,
gamification,and interactive exercises, we create compelling learning experiences
with content designed to help youacquire the skills you need and drive business

success.

BLENDED LEARNING

Ourblendedlearningsolutions incorporate relevant content shared through the
most effective training delivery methods, ensuring the material is successfully
absorbed, retained,andimplemented by learners.

LEADERSHIP LIBRARY
Micro-learning video-based courses designed toimpart critical leadership skills,
techniques,and approaches.

Contact
Name: N/A
Email: lets-talk@talentquest.com

Website: www.TalentQuestimmersive.com

Size of Company

Employees or FTE equivalent: 100-200

Revenue: Confidential

Type of Company
Custom Learning Solutions and Content Development across avariety of

industries.

Customer Types and/or names

TalentQuest client names can be provided upon request.

2020

learning with
creative, immersive,

interactive,
experiential learning.

! Revolutionize your

What do you want from the vertical/market/industry?

TalentQuest offers best in class technologies and assists our clients in evaluating the
right technology forthe proper use case ensuring powerful and engaging

experiences.

Why are you in this industry vertical/sector?

At TalentQuest, we currently service allindustries includingairlines, transportation,
foodservices,and more.

How does your solution address current global situations?
TalentQuest’simmersive learning solutions are scalable across global organizations,
easily distributable and extremely cost effective. Our solutions enable employees
fromaroundthe world to complete necessary hands-on trainingand assessments
fromwherevertheyare.
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Company Summary

We build software products for startups and custom solutions for enterprise
clients.Our expertise includes 10T, AR/VR, GIS,and Healthcare. We have
successfully delivered over 100 engagements since ourinceptionin 2007. Our

diverse client base includes Silicon Valley Fortune 100 technology giant, Japanese

conglomerates, to early stage venture funded startups like Zonehaven.

Contact
Name: Supriyo Sanyal
Email:supriyo.sanyal@teamta.net

Website: www.travancoreanalytics.com

Size of Company

Employees or FTE equivalent: 100+

Revenue: Under $10M

Type of Company

Software development

Customer Types and/or names

Software product companies & Enterprise training

What do you want from the vertical/market/industry?

Ability to showcase some of our Proof-of-Concept case studies and help clients
getstarted to gather early insights.

2020

Travancore Analytics

Why are you in this industry vertical/sector?

We help companies leverage AR VRand learning solutions toimprove learning
outcomes while reducing costs.

How does your solution address current global situations?

Oursolutionsare customized to client requirements.

For example,one of our clients deployed a Hybrid Training Solution to impart MRO
training for their technicians. This supplements classroom training sessions with
Simulated ARVR training.

The VR trainingmodule was developed to deliver onthe key aspects asidentified by
theinstructors. These were identified as Understand Engine functioning, Build
knowledge of parts & Dismantling practice.

Thisapproach reduces the need tovisit the Engine room in person, minimizing

security considerations, reduce costs &alsoaddress the recent health
considerations.
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UL

Company Summary

UL helps createabetter world by applying science to solve safety, security and
sustainability challenges. We empower trust by enabling the safe adoption of
innovative new products andtechnologies. Everyone at UL sharesa passion to
make the world asafer place. All of our work, from independent research and
helping with standards development, to testingand certification, to providing
analyticaland digital solutions, helps improve global well-being. Businesses,
industries, governments, regulatory authorities and the public put their trust inus
sothey can make smarter decisions.

Contact

Name: Ibrahim Jilani

Email: consumertechinfo@ul.com
Website:www.ul.com Why are you in this industry vertical/sector?

UL isworkingwith industry, retailand government experts to develop testing plans

andstandards for AR/VR devices to give brands confidence that their consumers will

Size of Company experience the performance, safety and seamless connectivity that their brands

Employees or FTE equivalent:100+ promise. UL isa leading global expert in hardware technologies that comprise AR/VR

Revenue: N/A devices,including EMC, wireless radio technology, charging devices, audioand visual

technology, printed circuit boards and interoperability.

Type of Company

. . . >
Testing, certificationandinspection forhardware and software. How does your solution address current gIObaI situations:

UL’s global testing, certificationand verification services can help you feel

comfortableinthe safetyand performance of the components your company

Customer Types and/or names
yp / sources to protect your brand fromrecalls and poor reviews. UL isaleaderin

UL workswithtechnology brands and their component manufacturersin electricaland battery safety, interoperability between connected devices and wireless

industries including: gaming, audio, visual,information technology, smart phones, technology, including 5G, which helps youlaunch AR/VR devices efficiently taking
virtual training, healthcare, smart home technology, industry 4.0,and advantage of the latest technology and optimizes user experiences.
cybersecurity.

What do you want from the vertical/market/industry?
UL isalways looking forinput fromindustry to learn new ways that we can help you
address challengesin launching new products or gaining global market access. We
want input from product designers, brands,and manufacturers to help us shape
the newservices that we can provide to make your businesses function more
smoothlyand cost-effectively.

81



VR/AR INDUSTRY SECTOR REPORT: ENTERPRISE 2020

v Ultraleap

Company Summary

Ultraleap’s world-leadinghand trackingand unique unrivalled mid-air haptic
technologies allow you engage with the digital world naturally,and without
touching surfaces. No touchscreens.No controllers. No keypads. From enhancing
2D screens to developing fully immersive 3D experiences, Ultraleap powers natural,
safeand effortless digital interaction in the increasingly connected world.

Ultraleapis the single brand formedafter Ultrahaptics acquired Leap Motionin
2019. Ultraleap now employs more than 150 people across UK, US, Europe and Asia.
Ithas become the first to offer the full vertical stack of software and hardware to
enable spatial computing for the automotive, out of home, industrial, XR,
entertainmentand enterprise medical device sectors.

Contact

Why are you in this industry vertical/sector?

Name: Faye Lockier o )
Y To power natural, effortless and safe human-machine interaction.
Email:faye lockier@ultraleap.com

Website: www.ultraleap.com . . .
How does your solution address current global situations?

Ultraleap’s technologies allow users to interact with digital content without having to
Size of Company wear controllers or use keyboards and touch screens. In remote working settings,
Employees or FTE equivalent: 100+ Ultraleap’s hand trackingand mid-air haptics technologies provide the human

Revenue: N/A elementinvirtual settings.

Type of Company
Hand trackingand mid-air haptic technologies (hardware &software) for

enterprise (research, design, trainingand simulation), entertainment and gaming,

Customer Types and/or names
Varjo, The Void, Triotech, Pimax, VRingeers,R3DT

What do you want from the vertical/market/industry?

Ultraleap would like to work with the industry ecosystem and continue to remove
boundaries between the physicaland digital worlds.
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Uptale

upuale.

Company Summary

Uptale isan Enterprise Solution which enables companies toimprove the learning

efficiency of theiremployees thanks to Immersive Learning.

With Aland robotics conquering the workplace, large organizations facea

workforce upskill & reskill urgency. Workers need more efficient ways to learnand

adapt.
Virtual Reality is the best technology to digitize human skills & know-how,and
distribute themat scale.

We have builtacomplete platform for experts to generate efficient digital Learning
experiences of their physicaland emotional aptitudes, measuring the impact with

feedback &analytics,and improving continuously.

Alongwith premium services, Uptale provides a Cloud platformto create, deliver

andtracktrainingexperiencesin360°and Virtual Reality at scale.

Contact
Name: Camille
Email: camille@uptale.io

Website:www.uptale.io

Size of Company

Employees or FTE equivalent:10-20

Revenue:1million euros

Type of Company

Software SaaS (Immersive Learning Platform)

Customer Types and/or names

Automotive: PSAgroup
Manufacturing: Alstom, Schneider Electric,Danone, Solvay
Energy:AirLiquide

HRservices: Randstad

What do you want from the vertical/market/industry?
We hope that companies will understand how workforce transformationin
industry sectorisanimportant challenge and that they’re services suchas our
platformthat can help them answer needsand move towards digital
transformationat scale.

2020

Why are you in this industry vertical/sector?

Inour fast paced environment, companies have to continuously improve their
employees’skills agility to remain competitive. Organizations have a need to swiftly
upskilland reskill their workforce, utilize intelligent solutions for the agile factory and
supply chain,and train remote and onsite global teams.

Virtual reality (VR) trainingis proven to be the most efficient way to improve hard and
soft skills:itaccelerates the onboarding time by 200%, while reducing training cost by
50%. However,many enterprises still perceive virtual reality as expensive and
complicated.

How does your solution address current global situations?
Since COVID-19, manufacturingand the supply chain of medical, CPGand other
goods,are handlingissues that we have never seen before. Organizations have a need
to swiftly upskilland reskill their workforce, utilize intelligent solutions for the agile
factoryandsupply chain,and train remote and onsite global team.

At Uptale, we have beenamazed by the many initiatives our customers have
implemented to safely restart theiractivities. We are proud to support companies
and schools with the creation of innovative immersive training, such as:
-Re-starting plants after COVID-19

-Carrying out hands-on chemistry lab work at distance

-Digitizingin 360 toreduce the needtotravel

-Lauching safety awareness campaign before returning towork

Over1ooenterprises,including Alstom, Schneider Electric,and PSA, have trained over

100k employees worldwide. Uptale customers are seeing up to 9o%improvementin
memory retention,and manufacturers gainimproved operator productivity by 15%.
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Varjo Technologies

Company Summary

Varjo Technologies isa Helsinki, Finland-based company with North American
headquartersin Arlington, VA. Our industry-leading, enterprise-grade VRand XR
HMDs enable high-precision R&D, trainingand design applications by mergingthe
realand digital worlds seamlessly together in unmatched visual fidelity. And, our
powerfulintegrated stereo eye tracking system features accuracy below one
degree of visual angle, giving trainers and other professionals access to extremely
precise eye data, now easily exportable from Varjo Base foranalysis.

Contact

Name: Cassie Syfrett

Email: cassie.syfrett@varjo.com

Website: www.arjo.com/blog/introducing-a-dimensional-interface-varjo-

Why are you in this industry vertical/sector?

Si £C Varjo was founded by ateam of industry professionals with decades of experience
1ze or Compan
pany andavision of seamlessly merging the virtualand real worlds - first for professionals

Employees or FTE equivalent: 100+ and ultimately for everyone.
Revenue: SME
Our productsallow professionals to design and modify 30 models, trainin realistic

environments,and create limitless research scenarios - all with the pixel-perfect

Type of Company clarity that only Varjo can deliver. Our products feature human-eye resolution, the

Human eye resolution VRand XR HMDs for Enterprise Use in Training, Designand world’'s most accurate integrated eye trackingand broad software compatibility (e.g.

Research Unreal, Unity, VRED, Autodesk, Prepar3d) to serve the most demanding enterprise
applications.

Customer Types and/or names

Volvo, Boeing USAF, Siemens, Fortum And, with Varjo Workspace -anew dimensional interface that bridges the 2D user
experience of current computers to the new 3D world - we are bringing this vision to
life.

What do you want from the vertical/marketfindustry?

We provide pixel-perfect VR/XR/AR products to enterprise customersinresearch, . . .
P prerp IXRIARP P How does your solution address current global situations?

design, trainingand simulation.
Varjoisworkinginseveral ways toaddress the current global conditions.
First,to ensure our customers know how to safely use our devices, we added best
practices for hygiene/cleaning Varjo products to our user manualand website. We
also offerahygienic cushion face mask that easily clips infout of the headset for
cleaning,

Tomoredirectlyaddress the collaborative challenges posed, Varjo has partnered up
with MeetinVR. Together,weare providingabundle offer of the most advanced virtual
collaborationtooland unmatched visual fidelity. https;//varjo.com/product-updates/
meetinvr/

Finally, Varjo’s Workspace, included with every XR-1,enables users to review and edit
3D modelsinreal time using existing CAD and visualization tools. This function
replaces the needforshared CAD caves, streamlines the design review process,and
enables remote work for eventhe most detailed of designs.

Learn more: https;/varjo.com/blog/introducing-a-dimensional-interface-varjo-
workspace/
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VECTOR BUSINESS APPS

Company Summary

We have developed 2D and 3D apps that helps companies to generate Superior &
Sustainable Performance

Contact

Name: Gabriel Munteanu . _ _ Adid & new dimension

inlo your business

Email:elgabriel@vector-app.com

Website: www.ector-app.com

Size of Company
Employeesor FTE equivalent:10-20
Revenue: Start Up -accelerating stage (speed to market)
Why are you in this industry vertical/sector?

We generate Superior and Sustainable Performance to B2B market

Type of Company

SAAS
How does your solution address current global situations?

We address 3mainareas Learning & Development/Wellbeingand Managementin the
Customer Types and/or names srddimension

Alcon, Solo Training, Kasper Development

What do you want from the vertical/marketfindustry?

Partnersto openup theaccess to UltraSmart Digitalization
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ViMAl VimAI

Company Summary

VimAlrevolutionizes the way we seeand interact with the world. Our core
technology is visual positioning to enable ubiquitous AR A key part of that isa
persistent 3D digital copy of the real world (AR Cloud) to enable sharing of the AR
experiencesacross multiple users

and devices.

Contact
Name: Ismo Olkkonen

Email:ismo.olkkonen@vim.ai

Website: www.im.ai

Distance to FHi#& : 44 m

Size of Company Why are you in this industry vertical/sector?

Empl FTE equivalent:1-
mployeesorF Tk equivalent:1-5 These sectors have or operate big buildings.

Revenue: 250 k€

How does your solution address current global situations?
Type of Company N/A

Software

Customer Types and/or names
Energy, processindustries, hospitals, shopping malls, airports, museums, real

estate management

What do you want from the vertical/marketfindustry?
Willingness to trial the capabilities of ubiquitous AR.
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VirtualSpeech

VIRTUALSPEECH

Company Summary

VirtualSpeech isanaward-winning VR education platform for soft skills training,
providing off-the-shelf or customised courses that combine e-learning with VR
training

As the world's first platform to combine the two learning methods into one course,
VirtualSpeech specialise insoft skills training such as public speaking, sales, media
trainingandleadership. Oncein VR, learners receive instant Al-powered feedback
ontheir performance and managers’ can monitor their progress througha
custom-built admin dashboard.

VirtualSpeech has helped over300,000 users across 125+ countries toimprove

theirskillsand confidence through VR and has won multiple industry awards,
including the Learning Performance Institute’s ‘Start-Up Learning Provider of the

Year’anda German Design Award for App Design. Clients include major Why are you in this industry vertical/sector?

Universities and multi-nationals suchas Vodafone, Accenture, Imperial College Torevolutionise the trainingindustry so that learners have fun, effective,and

Business Schooland Ross School of Business. VirtualSpeech courses have also measurable ways toimprove their soft skills. With our unique blend of eLearningand
beenfeaturedin The New York Times, Forbes and the Wall Street Journal for their VR training, professionals can effectively develop key business skillsand their
market-leadinglearningmethodology. managers can easily track ROlwith instant feedback and reporting,

Contact How does your solution address current global situations?
Name: Sophie Thompson Our off-the-shelf VR soft skills training courses enable learning professionals to

Email: sophie@virtualspeech.com quickly deploy remote learningat scale. They can learn through experience even while

Website:wwwyirtualspeech.com workingfrom home, with 95% of our users saying that practicing with our VR training

helpedthem prepare better for the real-world situation.

Size of Company We also provide collaborative training environments so that employees and students
Employees or FTE equivalent:5-10 can continue live training sessions with afacilitator in VR, fromanywhere in the world.

Revenue: < $1million

Type of Company

Software, Content, Training, Soft Skills Training

Customer Types and/or names
Cross-industry including telecommunications, consulting, FMCG, bankingand
higher education. Clients include Vodafone, Accenture, Warwick Business School

and Ross School of Business.

What do you want from the vertical/market/industry?

We want to accelerate adoption of VR soft skills training so that learners can have
the most usefuland enjoyable learning experience as possible, while reducing
costs of training for the companies they work for.
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Virtualware

VIRTUALWARE

Company Summary

With more than15years of expertise, Virtualware has helped hundreds of
corporations,universities and government institutions breakthrough to the next
level, utilizingthe power of immersive technologies to improve training efficiency,

speed up design processandincrease customer engagement. VI ROO' V-
: Virtualware
Virtualware’s portfolio includes several success stories with the world’s top players ImmerSIVG Room

intheindustry, healthand entertainment sector including: General Electric Hitachi, by Virtualware
Biogen International, Jaguar Land Rover, Alstom, Petronas, Suez, Guardian Glass,
Kessler Foundation,King’s College London.

NJER Howos | QX

In 2019, Virtualware won the VR Enterprise Solution of the Year Award with

“VIROOQ: Virtualware Immersive Room” at the VR Awards, the centre of recognition
and celebration of outstanding achievement in Virtual Reality. VIROO provides
extreme value, through cost effective large-scale multi-user free-roam VR Why areyou in this industry Verticallse‘:tor?

experiences, that deliver professional precisionand the reliability demandedby the  Help corporations, universities and government institutions solve the challenges that

world’s top enterprises. concernthemtoday, utilizingthe power of immersive technologies.

Virtualware recently createdand launched their “VR is Now” campaign (httpy/

. . o How does your solution address current global situations?
vrisnow.comy/) that shows how medium to large companies, institutions and

governmentsare currently using Virtual Reality technology to solve amultitude of VIROO transforms any physical room intoavirtual reality workspace. Anew game-

challenges that concern us today. changingapproachwhich can leverage everything fromworkforce training, product

design process to customer engagement. It positively impacts businesses by reducing
overallinvestments and operational expenses, while increasing competitiveness and
Contact openingupanew creative world of opportunities for talent development.

Name: David Moreno
Email:dmoreno@virtualwareco.com

Website: wwwuyirtualwareco.com

Size of Company

Employees or FTE equivalent:50-100

Revenue:sM€

Type of Company

Hardware, Software, Contentand Services

Customer Types and/or names
General Electric Hitachi, Biogen International, Jaguar Land Rover, Alstom,

Petronas, Suez, Guardian Glass, Kessler Foundation, King’s College London.

What do you want from the vertical/market/industry?

We expectimmersive technologies, specially VR, will be part of companies’ day to
day basis.
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2020

visionlib VisionLib — by Visometry GmbH

Company Summary

VisometryisaGerman technology startup and Fraunhofer spin-off with focus on
Augmented Reality- (AR) and Object Trackingtechnologies. Withits VisionLib
Tracking Engine, Visometry offers core technologies and AR-services foravariety

of use cases, suchas AR-Assistance in Maintenance/Repair/Overhaul, AR-enhanced

Quality Control & Inspection, Training, Communications and Marketing,

VisionLibis used worldwide by mixed reality agencies and industrial customers
alike,which create their own AR-experiences to be distributed in App-Stores, their
AR-platforms or inhouse solutions.

Besides enablingindustry’s essential AR cases throughiits SDKs, Visometry offers
solutionsinthe context of Industry 4.0 and Digital Twin applications and helps
customers withintegration. With its background, the team has been active in
mobile computingand computer vision since 15+ years,and combines latest
researchand device developments with practical experience fromapplication.

Contact
Name: Jens Keil
Email:jens keil@visometry.com

Website: www.visionlib.com

Size of Company

Employeesor FTE equivalent:10-20

Revenue:N/A

Type of Company

Computer Vision Software Solutions for Industrial Augmented Reality

Customer Types and/or names
Bosch, Daimler, Porsche, VW, BMW, Dassault, Siemens, Thyssen-Krupp, Merck, Re-
Flekt

What do you want from the vertical/market/industry?
Becomeaclient/partnerandimplement VisionLib SDKsand APIsinyourapp or
platform. Or become early adopterand profit from, or shape & adapt the
innovative ARO services to your specific case, while it is developed. Or become
userand gain frominnovative solutions to supplement or extend your current

services.

Why are you in this industry vertical/sector?

By combining CAD and 3D datawith image processing, VisionLib’s object tracking has
becomean essential key technology forindustrial AR-Appsand -platforms. Assuch, it
isideal for enterprise use-cases, especially in the Automotive, Aviation and
Engineering sectors,where placing virtual information precisely at physical objects is
essential.

How does your solution address current global situations?
Model Tracking is one of the essential enabling technologies for AR as it registers
positionand orientation of the captured objects in real-time and without scene
preparation (e.g. markers or feature maps). It enables to scale deployment and usage,
because tracking remains stable in changing illuminationand dynamic surroundings.
Using VisionLib, industries can use 30/CAD dataand create tracking configurationsall
ontheir ownwithout preparing or knowing about environmentsinadvance. And with
unique features like »Multi-Object-Tracking« (simultaneous tracking of
independently moving objects) or »State-Detection« (computer-vision recognition
ofactual configurations of assembled structures), VisionLib isabout to add >Assistive-
Vision<to AR:it enables AR-and tracking-based Quality Inspection onanewlevel.

Imagine an AR-assisted maintenance procedure, where the vision system checks
whetherornotahoodis open,ascrewinstalled, or machine parts assembled - with its
novel ARO solutions, industries can benefit from these technologies without the
need of programming; VisionLib ARO offers turn key solutions as desktop and mobile
apps, which enable to setup and configure AR-enhanced inspection tasks in minutes -
code-less,with onlyacouple of clicks needed.
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* VividQ

VIVIDQ

Company Summary

VividQisadeep tech software company with world-leading expertise in 3D
holography. Its patented software powers holographic display in Augmented
Reality smart-glasses, Automotive Head-Up Displays and consumer electronics.

The company was founded in 2017 by ateam of expert engineers, mathematicians
and computer scientists fromthe Universities of Cambridge, Oxfordand St
Andrews, who solved key technology barriers in theadoption of holographic
display.

VividQ’s software brings real-time Computer Generated Holography (CGH) to
everyday applications. VividQ collaborates with leading technology companies to

create the most realistic,immersive and sensational experiences.

Why are you in this industry vertical/sector?

Contact o . . . P

VividQ's 3D holographic software provides the next generation of digital display for
Name: Aleksandra Pedraszewska Augmented Reality smart glasses, Head-Up Displays and consumer electronics.
Email:info@vivid-q.com Asadeep tech company, VividQ develops patented low-level algorithmic solutions
Website: wwwiivid-g.com for computer-generated holography (CGH). Main applications of VividQ’s software
and firmware can be foundin AR/VR, but have the potential to disrupt the entire digital
Size of Company displayindustry.

Employees or FTE equivalent:20-30 CGHdisplays achieve unparalleled realism by preserving all visual qualities of 3D

Revenue: Scaleup, pre-Series A scenes. Traditionally, every frame of a holographic projection required tremendous
computing power, hindering commercialisation of this technology. Today however,
VividQ's algorithms have solved this hurdle and allow manufacturers of consumer

Type of Company

electronics to harness the power of holography for the first time.
3D Holographic Software

How does your solution address current global situations?
Customer Types and/or names

VividQ produces ‘proof of concept’ devices to demonstrate our software capability
Automotive OEMs, HMD hardware manufacturers, Consumer Electronic and drive the uptake of holographic display across different industries. Demonstrator
companies devices,developed in-houseandin collaboration with partner organisations, exhibit
important features of holographic systems, such as optimised optics allowing for

What do you want from the vertical/market/industry? miniaturisation of holographic AR/MR devices,and enhanced ergonomics. The key

Holography has longbeen considered the pinnacle of display technology. VividQ's end marketfor VividQsolutionsare OBMs integrating holographic hardware -

o . including mixed reality headsets,automotive Head-Up Displaysand consumer
aimisto reshape the future of display technology and to enable the mass adoption e Y ’ pLisplay

of computer-generated holography (CGH) in everyday devices. Today, pioneering electronics manufacturers.
hardware manufacturersand OEMs use VividQ's software to develop holographic

devices, establishing VividQas a new standard of display technology.
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vntansa VINTANA

Company Summary
Our software creates 3D assets that are ready to plugintoimmersive web, Original Optimized
augmented reality and virtual reality experiences proven to more than double \\

conversionrates. Our patented platform expedites asset optimizationand
conversion -reducing the manual labor for processing, creating,and managing 3D
assets by up to 95%.

Contact

Name:Ruben

Email:ruben@vntana.com

102mb 752kb
Website: wwwntana.com 224,982 Polygon Count 2 761 Po

Size of Company Why are you in this industry vertical/sector?

Employees or FTE equivalent:10-20 Oursoftware can benefit this vertical the most by taking their 2D product images and

Revenue: $5,000,000 provide 3D assets whichare proven to double conversionandincrease retention.
Type of Company How does your solution address current global situations?
Software The VNTANA experience of digitally bringing 3D products tolife is the next best thing,

andsafestalternative to shoppingin person duringthe pandemic. Pre-pandemic,
studies also showed that brickand mortar traffic wasinasustained decline so many
Customer Types and/or names _ _ _
more businessare pivotingto e-commerce strategies.
E-commerce

What do you want from the vertical/market/industry?

To bring 3D technology to the forefront of e-tailersand provide thought
leadership to those unfamiliar with the space.
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\I R VR Concept

CONCEPT

VIRTUAL PROTOTYPING

Company Summary

VR Conceptisavendor of Virtual Prototyping (VP) software aimedto solve
industrial challenges by working with 3D models in VR without programming skills.
Ourtechnical partners are HP, Microsoft, HTC VIVE, ART Advanced Realtime
Tracking, Nvidia.

Participated in Hannover Messe, CeBIT, GITEX, Formnext 2019, BIM World Munich
andetc.

VR Conceptisa collaborative software for work with CAD and BIM models in
Virtual Reality. Thanks to VR Concept, product development could become more
efficient during design, engineeringand manufacturing processes due to VR
visualization of the future productin 1:1scaleand teamworkin VR, which help to
approve changes fasterand get rid of design errors and excessive costs.

Startingmin

No need in programmingskills

Collaboration viasecure channels

Importwithout converting of 3D, CAD, or BIM data
Users’avatars

Contact
Name: Denis Zakharkin
Email: dzakharkin@vrconcept.net

Website:wwwyrconcept.net/en/

Size of Company

Employeesor FTE equivalent:10-20

Revenue: 2018-180000% 2019-84000 %

Type of Company
Software,vendor, VR, MR, Industry 4.0

Customer Types and/or names

Industry, Machinery, Construction, Education.

Gazprom Neft, Sinara - Transport Machines, Kirov Plant, Central Institute of
Aviation Motors, Shipbuilding & Shiprepair Technology Center, MEPhI,MSU and

etc.

What do you want from the vertical/market/industry?
Discussion of a1:1scale virtual mockup based on 3D drawings (CAD)

Swift loading of 3D modelsin VR without programming

Remote collaborationin VR

Meetingatany time fromanywhere

Checkingergonomics onavirtual mockup

Gettingavirtual experience without risks for health

2020

' PRO VERSION
VIRTUAL SERVER
MEETING ROOM g

Why are you in this industry vertical/sector?

Machinery, CAD, team and remote work, virtual prototyping, marketing, trainings

How does your solution address current global situations?
N/A
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- VR Nautics

Company Summary

-DESIGN AND DELIVERY OF LEARNING SOLUTIONS BASED ON OUROWN VR
APP THE FIRST EVER GAMIFIED BUSINESS CASE Book of Secrets® - DEVELOPED

BYVRNAUTICS

-IMPLEMENTING THE VR APP Book of Secrets® AS INTERNAL CORPORATE
TOOLUNDERLICENSE OF VRNAUTICS

-DEVELOPING VR APPLICATIONS FOR ENGAGING CUSTOMERS IN IMMERSIVE

PRODUCT EXPERIENCE ONMARKETING EVENTS, COMMERCIAL FAIRSAND
TRADE SHOWS, JOBFAIRS

Contact
Name: I.lvanov
Email:i.ivanov@vrnautics.com

Website: www.vrnautics.com

Size of Company
Employees or FTE equivalent:1-5

Revenue:30000$

Type of Company

VR software and content - Startup company

Customer Types and/or names

Corporate companies

What do you want from the vertical/market/industry?

We hope that more people will try VRand love it.

2020

Why are you in this industry vertical/sector?

Challenging the learning dogmain corporate companies

How does your solution address current global situations?

Immersing participantsinaway that no other training tool

Experience learningas something curious and interesting

Inspire people to explore new territories in interpersonal skills

Dealingwith resistance and “know everything” attitude or “the problemis
everywhere around me but neverin me”

Much higher transfer of the new learninginto practice because of the higher
immersion duringthe training

Suitable either forlearningin groups or individuals

Appropriate for life or distance learning formats. People might participate in
the training fromanywhere theyare - in different office locationsaround the
world, while theyare inhome office or from the hotel, while they are on business
trip. Theyjust need to put theirheadsetand connect tointernet.

Safe significantamount of money that are usually spent in traditional training
programs for traveling,accommodation, conferment roomsand others
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Rvson VR Vision

Company Summary

VR Vision develops turnkey enterprise-grade virtual reality training solutions.

Contact
Name: Lorne Fade
Email:lorne.fade@vrvision.ca

Website: www.rvisiongroup.com

Size of Company

Employees or FTE equivalent:10-20

Revenue:1million

Why are you in this industry vertical/sector?

Type of Company

We seeagapinthe market forenterprise training
Enterprise Training

How does your solution address current global situations?

Customer Types and/or names NJA

Siemens, Toyota, Avangrid

What do you want from the vertical/market/industry?

We hope to see much more widespread mainstream adoption
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fmee )
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o | VRcyclops.com
L
Company Summary

VRcyclops.com makes and sells VRcomfy® Mask and VRcomfy® Sweatband.

Contact
Name:
Email:info@vrcyclops.com

Website: www.rcyclops.com

Size of Company

Employees or FTE equivalent:1-5

Revenue:3000

Type of Company

VR accessory

Customer Types and/or names

VRusers

What do you want from the vertical/marketfindustry?

Sales

For Windows Mixed Reality VR Headsets.

s Windamn Mied Sna

To promote my product

Why are you in this industry vertical/sector?

VRcomfyadds comfort when using VR headsets

2020

How does your solution address current global situations?
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vrdirect» VRdirect

Company Summary

VRdirectisasoftware developer company, which operatesasolution to createand
publish Virtual Reality projects. The software enables enterprises,agencies and
content creatorsto create,manage and distribute VR projects with internal teams
viaan easy workflow that requires no expert skills. Projects can be distributed
globally toalmostany smartphone, VR headset, or evenany website using the
VRdirect (Web-) Playerand updated in real-time using the VRdirect Cloud
Infrastructure. This enables use cases ranging from Virtual Tours and Training &
Education to Marketing & Sales and Product Visualization. Best of all, we offera
freetriall

Contact
Name:Rolf lllenberger
Email:rolfillenberger@vrdirect.com

Website: www.rdirect.com

Size of Company

Employees or FTE equivalent:10-20

Revenue:360.000 EUR

Type of Company

Virtual Reality Software

Customer Types and/or names

Siemens, Porsche, Nestlé, Henkel, MAN, Telekom, Lufthansa, Volkswagen, ...

What do you want from the vertical/marketfindustry?

Wearealways looking for professional partners for production, content creation
andclient projects.

2020

Why are you in this industry vertical/sector?

VRdirect pursues the approach of becoming the standard software for creationand
distribution of VR projects. Similar to Microsoft’s Powerpoint, users without extensive
expert knowledge shouldbe able to create and publish theirown VR projects with our
solution.

How does your solution address current global situations?
Virtual Reality is known to most companies as a digitization initiative, but many
decision makersstill shy away from concrete VR projects due to their lack of
experience with VR. However, the advantages of Virtual Reality are obvious.
Information is conveyedinamemorableand immersive way and can beaccessed at
anytimeandany place. Thisleads to cost reductions due to lower traveland training
costsand optimized processes. The VRdirect Virtual Reality platform now gives
companies,agencies and creatives the opportunity to realize VR projects without
large time and financial expenditure. The recent Corona crisis further advances the
adoption of the VRtechnology and emphasizes the relevance and opportunities of
this very technology for the future.

96



VR/AR INDUSTRY SECTOR REPORT: ENTERPRISE 2020

VA A
vey

WAVEFUNCTION VR

WaveFunction, Lda.

Company Summary

WaveFunction VR creates virtualand augmented reality experiences for
companiesandbrands.

Contact
Name: Pedro Marques
Email: pedro.marques@wavefunctionvr.com

Website: www.wavefunctionvr.com

Size of Company

Employees or FTE equivalent:5-10

Revenue: 130000

Why are you in this industry vertical/sector?

Weare expertsin game developmentandinteractive virtual reality.

Type of Company

Software, Content, Immersive multiplayer VR
How does your solution address current global situations?
Customersare using our solutions to avoid phsycal meetings and for training. We

Customer Types and/or names have excellent feedback and hope that more people become aware of the VR

Altran,NORS, CollectiveFlow, Edigma, CESPU, JASE Hotels, Lusorecursos, Sabseg alternative,

What do you want from the vertical/market/industry?
We hope that the hardware keeps getting better.
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WeAre

Company Summary

WeAre Rooms is the communication base for virtual engineering. The VR
Conferencing Software”WeAre Rooms”enables AEC (Automotive, Engineering,
Construction) enterprises to streamline their product and product development
related communicationandthereby reduce error ratesand their time-to-market.

Your CAD-Data can be simplyimported into our software, regardless of format and
complexity,and then visualised, manipulated and presented immersively down to
the last detail - all instantly and without data preparation. WeAre Rooms brings

your team, stakeholdersand customers closer together.

WeAre Rooms helps reduce communication errors in product development,
helps create meaningful interaction between you, your products and your
customers,and saves traveland opportunity costs while doing so.

WeAre Rooms is THE collaboration solution designed specifically for engineers.

Contact
Name: Marvin Tekautschitz
Email: tekautschitz@weare-rooms.com

Website: www.weare-rooms.com

Size of Company

Employeesor FTE equivalent:10-20

Revenue: <1million€

Type of Company
Software, SaaS, Engineering, AEC

Customer Types and/or names

Manufacturingand Engineering Enterprises, e.g. SMS Group, Vorwerk, Continental

What do you want from the vertical/market/industry?
We believe that the demand for VR collaboration solutions, specifically in the AEC
space, will grow significantly one the post-pandemic economic recovery begins to
properlysetin. Therefore weare looking for enterprises lookingto pioneer this
type of solution, strategic partners both for distribution and technology, as wellas
opportunities to generate awareness for our solution.

2020

"

Why are you in this industry vertical/sector?

Engineeringand industrial collaboration s severely limited by existing conferencing
solution when it comes to collaboration on machine designs. VR is uniquely suited to
facilitate this type of collaborationand has already proven its benefitsin the
engineering space.

How does your solution address current global situations?
Due to the ongoing pandemic our customers are using WeAre Rooms to facilitate
their project and product communication across anumber of company departments
suchas product development, sales,and marketing. WeAre enables seamless
collaborationwithout the needto travel or meet in person. Additionally the more
streamlined communication due to the uniquely fitting medium for CAD
collaboration reduces error rates related to miscommunication. It also allowsa more
democratic and flexible involvement of customers and other essential stakeholders
when developing new products, which increases customer engagement andloyalty,
product market fit,as wellas reducing the time required to bring the final product to
market.
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e Xonne S.r.d

Company Summary

We develop Android/iOS mobile apps, cross- platform, Web innovative solutions
addingto real world digital contentsand 3D solutions. Our high technological
instruments(AR/VR) are thought to create emotional experiencesinasurreal
reality.

Contact
Name: Alessio Garbi
Email:info@xonne.it

Website: www.xonne.it

Size of Company

Employees or FTE equivalent:5-10 Why are you in this industry vertical/sector?

Revenue: €713173,00 Our AR/VRsolutions are thought and developed to improve market performance,
reduce time and risks and allow professionals to be competitive and customers to
have best use expereiences. Our Holosurgey app - for instance - isan interactive

Type of Company v e Semreey e .
instrument that assists surgeons with the employment of AR that reducesimpacts

Software Company

throughout surgery. Furthermore recording the entire operation with Hololens adds
more advantages interms of training.

Customer Types and/or names

Firms How does your solution address current global situations?

Oursolutions had helped and keep to support workersintheir daily work routine

What do you want from the vertical/market/industry? allowing them to be able to communicate with digitalinstruments, maintaininga

The main aim is to make customers aware of the digital transformationimpact and strong networkalways connected, with the possibility to reduce physical distances, to

the importance of ARVR solutions n this new economic and social background. gaintime,andto increase productivity. Our solutions have been thought to facilitate

Awide spread use of Innovation technologies is what we are expecting from the currentsituations.

market.
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x=rivk  XpertvR

Company Summary

XpertVRis onamission to bring people’simaginations to life. Inthe future, we
picture aworld where anyone can pick up an XR headset to quickly grasp difficult
tasks, be entertained, socialize and overall live a better life. Today we’re working

towards this future, by creatingimmersive Virtual Reality simulations that give
researchersand businessesabetter microscope into the world around us. Our
latest product, the Research Access Portalallows researchers to run complex
research studiesand collect robust data within 10 easy clicks.

Contact

Name: Evan Sitler

Email:info@xpertvr.com

Website: www.xpertvr.com

Why are you in this industry vertical/sector?

. Our product, the Research Access Portal allows market researchers and academic
Size of Company v . :

researchers to quickly understand complex human behaviourin specific
Employees or FTE equivalent: 510 environments within 10 clicks.

Revenue: 100k-500k

How does your solution address current global situations?

Type of Company Over the past few months, as the world has dealt with the current pandemic, XpertVR
Software has been hard at work building virtual solutions. The solution we are most proud of is
the Research Access Portal (RAP). Now that the portal is built it has given market
researchersacross North Americaabetter microscope into how customersinteract
Customer Types and/or names in-store.Not only has thislead to reduced costs and increased profits for our clients
Enterprise and academic butit hasallowed retailers to understand howto better re-design their store layout to
prevent COVID spread. As more retailers adopt our solution we hope RAP can be part

What do you want from the vertical/market/industry? of helping flatten the curve and getting us back to normal.

Lookinginto the future we hope for easier authoringand XR creation tools. We
believe thisisalready on the way with companies like Unreal, Unity, Blender and
Promethean Albut hope that it will continue to democratize asset and experience
creation. Secondly, we need faster internet like 5G to become wide-spread so that
the price of tech can continue to go downas the quality of simulations able to
stream or use WebXRincreases.
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VR/AR Directory

Searchandfind more companiesin our VR/AR Directory thedirectory.thevrara.com

It’sfreeforanyoneto post theirlistingand search. VRARA Members get additional premium functionality.

G VYRR

The VR/AR Directory

4,446 vendors and brands registered
Vendors - reach customers who don't know your services!
Brands - find the best match for your needs and requirements!

Search business by name or keyword SEARCH
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