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2. One major advantage we would have over software distributors such as Oculus and 

SteamVR is the mobile accessibility of our platform. Although the Steam platform is 

considered to be the largest distributor on PC games14, they lack content in the mobile 

sector of computing. Our service will be completely mobile based because of the great 

potential to reach a larger audience than traditional desktop-based computing. 

Immersive content will encourage developers to join our platform, further increasing 

the incentive for users to choose our service as their preferred social platform. 

3. Another advantage we have over our competitors is the time it takes for our users to 

become interested in VR. We are able to provide our customers with a high quality 

experience while keeping the setup time at a minimum through a streamlined 

process. Instead of waiting to install large updates commonly found in many VR apps, 

our users will be able to jump right into our social environments. 

 
XI.	CONCLUSION 

 By the middle of this century, virtual reality headsets are expected to overtake mobile device 

sales15. Given the opportunity, waveVR products and social platform will have the ability to redefine the 

way we communicate with others. Our company will grow with an ecosystem of expansion products that 

will have the ability to generate a higher profit than our headset. As the amount of customers who use 

our social platform increases, we will have a greater ability to sell advertising in different virtual 

environments. Social virtual reality has the ability to connect millions of people across the world and will 

be the most common form of digital communication in the future. waveVR is in a very unique position. 

We are one of the relatively few companies to be directly involved in the virtual reality industry. With our 

plan and your investment of $500,000 for a 20% share in our company, we believe we will have the 

ability to evolve the VR industry into the greatest social environment of our generation. 
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