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A SCI-FI FUTURE IS ON THE HORIZON.
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TO DRIVE ADOPTION & DEVELOPMENT OF NEW TECH ON THE HORIZON, PEOPLE NEED TO CARE.
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IT’S NOT THE TECH ITSELF. 

IT’S NOT A LACK OF INTEREST.

IT’S NOT FOR LACK OF RESOURCES.

https://www.businessinsider.com/netflix-is-focusing-on-sci-fi-to-meet-increasing-demand-data-2018-4
https://www.forbes.com/sites/adamrowe1/2018/06/19/science-fiction-and-fantasy-book-sales-have-doubled-since-2010/#7a243bfa2edf
https://www.forbes.com/sites/cognitiveworld/2019/12/20/the-age-of-ai-a-youtube-series-presented-by-robert-downey-jr/#68466f105444


POOR PRODUCT-MARKET FIT & MARKETING.

NO RELIABLE MONETIZATION. 

HESITANT INVESTMENT SENTIMENT.
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IDEAL PRODUCT-MARKET FIT & MARKETING.

VIRTUOUS CYCLE OF MONETIZATION. 

REINVIGORATED INVESTMENT SENTIMENT.



Value Proposition
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CREATE SUPPLY & DEMAND FOR A SCI-FI FUTURE

Attention Economics

https://variety.com/2019/biz/news/joe-marchese-attention-capital-tribeca-fox-1203291593/


Hypothesis
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MEET AUDIENCES WHERE THEY’RE AT FOR SUCCESSFUL CONVERSION

Passion Verticals

Question

Answer



Method

Traction
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USE CULTURAL ENTREPRENEURISM TO SPARK A MOVEMENT

SAM: 69 MILLION

SOM: 14-22 MILLION

https://www.statista.com/statistics/653390/worldwide-virtual-and-augmented-reality-headset-shipments/
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Law of Linear Commerce
→

ECOSYSTEM 
DEPENDENT

ECOSYSTEM 
INDEPENDENT

LOWER CAC, HIGHER LTV

Version 1: Version 2: Version 3: Version 4:

BUILD OUR BRAND

OSCILLATIONS GO-TO-MARKET STRATEGY: COMPARABLES: 

GOAL

https://2pml.com/2019/04/22/on-linear-commerce/


COMPARABLES:

1

Over-the-Top (OTT) Media
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2

3Social Media 
Platform Lifecycle

SCALE OUR COMPANY

OSCILLATIONS SCALING STRATEGY:

GOAL
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LINEAR COMMERCE & OTT
Ad revenue

Branded content

Merchandise

Direct patronage

Events

Subscriptions

Immersive entertainment products

https://www.roadtovr.com/100-vr-games-exceeded-1-million-revenue/
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DEMOCRATIZE BUILDING HOLODECKS

COMPARABLES:OSCILLATIONS 10X STRATEGY:

1

2

3Iterative R&D

SDK

GOAL
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HARNESSING THE REVENUE & TRACTION OF OTT TO SPARK AN EXPLOSION IN XR

→
→OTT Market, 2025;

CAGR 16.7% (8)

XR Market, 2025; 
CAGR 69.4% (9)

https://www.alliedmarketresearch.com/over-the-top-services-market
https://www.marketwatch.com/press-release/extended-reality-xr-market-share-size-2025-top-leading-countries-companies-consumption-drivers-trends-forces-analysis-2019-12-19
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WHAT WE KNOW THAT OTHERS DON’T

IMMERSIVE ENTERTAINMENT

OTT
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A CROSS-PLATFORM CONTENT BUNDLE WITH A BUILT-IN AUDIENCE

BCI VR / 360 VIDEO EPISODIC DOCUSERIES SOCIAL MEDIA CAMPAIGN
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SEED (2020-2021): 
Linear Commerce (~$1M/yr)

SERIES A (2021-2023):
OTT Platform (~$10-100M/yr)

 

SERIES B-D (2023-2030):
SDK (~$1B/yr)

FROM DIGITAL MEDIA TO IMMERSIVE WORLDS
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AN ARTIST & A SCIENTIST

DANIELLE PERSZYK
Founder, Consule Scientiae

BRENDAN LEWIS
Founder, Consul Artium
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Adam Leipzig:

Tom Emrich:

Steve Bender: 

Pearly Chen:

Moran Cerf:

Ryan Wang:

DIVERSE EXPERTISE


