


IMMERSIVE
LIVERPOOL

IMMERSIVE LIVERPOOL IS A CLUSTER OF OVER 60
COMPANIES AND ORGANISATIONS IN THE
LIVERPOOL CITY REGION INTERESTED IN
DEVELOPING PRODUCTS, SERVICES, PROCESSES
AND RESEARCH WITH IMMERSIVE AND
EXPERIENTIAL TECHNOLOGY.

THIS INCLUDES AUGMENTED REALITY, MIXED
REALITY, XR, VIRTUAL REALITY, IMMERSIVE
EXPERIENCES, ENVIRONMENTS AND EMERGING
MULTISENSORY WAYS OF CONNECTING PEOPLE
THROUGH WITH DIGITAL EXPERIENCES (HAPTICS,
VUIS, AMBISONICYS).

THE CLUSTER BRINGS TOGETHER PEOPLE
WORKING ACROSS THE DIGITAL AND CREATIVE
SECTORS IN LIVERPOOL, INCLUDING COMPANIES,
DEVELODERS, CREATIVE TECHNOLOGISTS,
RESEARCHERS, DESIGNERS, CONTENT MAKERS,

FILMMAKERS FREELANCERS AND EMERGING %/ %
TALENT TO THINK ABOUT THE FUTURE / //
OPPORTUNITIES THAT IMMERSIVE TECHNO// YGIES /A//Z

CAN BRING TO VARIOUS SECTORS IN %/7
%

REGION. ‘//

i
WE ALSO PROMOTE THE PIONEERING i
WORK COMING OUT OF THE REGIONS} /
BUSINESSES, UNIVERSITIES, INDIVIDU

OTHER ORGANISATIONS. /////
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BUILDING FOR THE
AGE OF EXPERIENCE

OUR AIM IS TO DEVELOP AN INNOVATIVE
COMMUNITY, CULTURE THAT SHARES IDEAS,
SKILLS, RESOURCES, FUNDING OPPORTUNITIES,
DEMOS AND KNOWLEDGE IN THE GROWING
IMMERSIVE SECTOR AND TO HELP
ORGANISATIONS TO COLLABORATE IN
DEVELOPING NEW PROJECTS, EXPERIMENTS,
EXPERIENCES AND APPLICATIONS FOR THE NEW
AGE OF EXPERIENCES.

WE REGULARLY RUN NETWORKING EVENTS,
CONFERENCES AND WORKSHOPS WITH
NATIONAL, INTERNATIONAL AND REGIONAL
PIONEERS IN THE IMMERSIVE TECHNOLOGY
SPACE. THE IMMERSIVE LIVERPOOL NETWORK
EVENTS HAVE BEEN SUPPORTED BY A NUMBER OF
ORGANISATIONS IN THE REGION. THESE EVENTS
HAVE BEEN ATTENDED BY OVER 1000 PEOPLE
SINCE OUR LAUNCH IN 2018.

WE HAVE ALSO SUPPORTED INTERNATIONAL
OUTREACH WORK WITH PARTNERS IN FRANCE,
IRELAND, CHINA, INDIA AND THE USA AND OUR
WORK IS RECOGNISED BY THE DEPARTMENT FOR
INTERNATIONAL TRADE (DIT).

WE HAVE ALSO SUPPORTED THE REGIONS
BUSINESSES TO DEVELOP FUNDING SUPPORT
FROM ORGANISATIONS SUCH AS INNOVATE UK,
INCLUDING DEVELOPING MANY SUCCESSFUL R&D
BIDS THAT DRAW ON OUR UNIQUE POOL OF
ASSETS AND TALENT IN THE CITY REGION.



WE ARE AN IMMERSIVE
CITY

LIVERPOOL CITY REGION IS THE UK'S 5TH
LARGEST REGIONAL ECOMOMY, WITH A
POPULATION OF 1.6 MILLION AND A WIDER
NORTH WEST REGION OF 7.2 MILLION PEOPLE.

FROM OUR REGIONS EARLY ROOTS IN
PIONEERING THE UK GAMES INDUSTRY IN THE
1980S. AND 1990S; TO ITS RENAISSANCE AS A CITY
OF CULTURE: WE DO IMMERSIVE EXPERIENCES
LIKE'NO OTHER CITY IN THE UK, CAN.

IMAGINE MILLIONS OF PEOPLE LINING THE
STREETS . TO WATCH GJANT PUPPETS TAKING
OVER! THE TOWN, THAT HAPPENS HERE. BECAUSE
WE ARE AN IMMERSIVE CITY WITH A STORY TO
TELL THE.WORLD AND AUDIENCES WHO
UNDERSTAND IT.

WITH LEADING ARTS AND CULTURAL VENUES
PIONEERING WITH LARGE SCALE IMMERSIVE
EXPERIENCES; TO HOSPITALS USING IMMERSIVE
TECHNOLOGY TO SAVE LIVES, TO RESEARCH
PROJECTS TRANSFORMING THE INDUSTRIAL
LANDSCAPE OF THE UK AND BEYOND:;

WE ARE BIG THINKERS, WE FIGHT FOR"WHAT WE
BELIEVE, WE ARE HIGHLY COLLABORATIVE AND
WE ARE AHEAD OF THE GAME IN THE WAYS WE
ARE DOING EXPERIENTIAL AND IMMERSIVE
TECHNOLOGY



INFRASTRUCTURE

WE ARE CONNECTED TO A NUMBER OF THE REGIONS KEY STRATEGIC
"AND LARGER ORGANISATIONS ACROSS PUBLIC SECTOR AND
“UNIVERSITIES.

LIVERDOOL CITY COUNCIL- INVEST LIVEPDOOL/LIVEPDOOL VISION
LEP/LCR COMBINED AUTHORITY
UNIVERSITY OF LIVERPOOL
LIVERPOOL JOHN MOORES UNIVERSITY

EDGE HILL UNIVERSITY '
LIVERPOOL HOPE UNIVERSITY
LIVERPOOL INSTITUTE OF PERFORMING "ARTS
AVENUE HQ/EAGLE LABS
PROFESSIONAL LIVERPOOL
SENSOR CITY
LCR ACTIVATE
MAKE LIVERPOOL
ALDER HEY-INNOVATION CENTRE/ROYAL LIVERPOOL HOSPITAL
ACCELERATOR
CULTURE LIVERPOOL
LIVERPOOL MUSEUM GROUP
BALTIC CREATIVE
MERSEY MARITIME SIMULATION CENTRE
KNOWLEDGE QUARTER
RIBA NORTH
DOES LIVERPOOL
LIVERPOOL GIRL GEEKS _

GROUPS
IMMERSIVE LIVERPOOL MEETUP GROUP, LIVERPOOL VIRTUAL REALITY
MEETUP GROUP, SWIFT SOCIETY, GOOGLE DEVELOPERS GROUD,
INTERNET OF THINGS LIVERPOOL, MERSEYCODE, DOT NET LIVERPOOL

NMATIONAL/INTERNATIONAL LINKS INCLUDE:XS

DIGITAL CATAPULT
IMMERSE UK
BIMA IMMERSIVE
MANUFACTURING TECHNOLOGY CENTRE
ARVR ASSOCIATION



\Q%ARCH /)bSETs’

OUR UNI ERSITIES AND HIGHER EDUCATION .‘",Ff.'
ORGANISATIONS ARE INVESTING HEAVILY IN THIS
SPACE TOO, WITH DEDICATED RESEARCH LABS,

R&ED PROJECTS, KNOWLEDGE TRANSFER ACTIVITY,
TRAINING AND EDUCATION PROVISION BEING
DEVELOPED BY THE FOLLOWING ORGANISATIONS.

« INSTITUTE OF ART AND TECHNOLOGY - LUMU
« EXPERIMENTAL TECHNOLOGIES LAB - LUMU
- FABLAB - LUMU
« VEC VIRTUAL ENGINEERING CENTRE - UOL
« DIF DIGITAL INNOVATION FACTORY -
UOL/UNILEVER
« SENSOR CITY - UOL/LJMU
« LIVELAB LIVERPOOL IMMERSIVE EXPERIENCE
LAB- LUMU
« TECHNOLOGY HUB CAVE- EDGE HILL
UNIVERSITY
« LIVERPOOL HOPE CREATIVE CAMPUS
« FACT LAB - FOUNDATION FOR ART AND
CREATIVE TECHNOLOGY -
« CAVA - CENTRE FOR ARCHITECTUDE AND -
VISUAL ARTS - UOL
- LIPA- IMMERSIVE TECHNOLOGIE:T
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VIRTUAL
ENGINEERING
CENTRE
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THE VIRTUAL ENGINEERING %
//
CENTRE IS THE LEADING W
TECHNOLOGY INNOVATION 2? j?///// %
0000

CENTRE FOR ENGINEERING
0/ /777
DEVELOPMENT USING VIRTUAL
ENGINEERING TECHNOLOGIES //////// 4 ///g
AND EXPERTISE. //7///////%
////////////// v/



: : // A
SENSOR CITY ENABLES | /
INDUSTRY & ACADEMIC _

"~ PARTNERS IN A RANGE OF
SECTORS TO TRANSLATE THEIR

INNOVATIVE SENSORCONCEPT
S INTO COMMERCIALLY
VIABLE SOLUTIONS.



“Lve’
LAB

——

Liverpool Immersive
Experience Lab

a partrershep of LjMU and MTC

LIVE LAB PROVIDES CUTTING- //%/%/;///%
EDGE FACILITIES FOR THE /////f/j/j/j/%/jg
DEVELOPMENT AND DELIVERY %Z%ZZ%%
OF USABILITY, RESEARCH ;;///;/;/%/%/%/é
IORGECWINIFRSVEN W=
VIRTUAL,4MIXED AND || | /f///f/%/%/%/%
AUGMENTED REALITY 4//%/;/%/;///;%
TECHNOLOGIES. - ///f//////////////w

//////
/////////////////////



/ DIGITAL

. — - INNOVATION
. FACTIORY

f

W
ey

o

K’

""|';1iiu T R

SRINGING TOGE Q. COMPLEME
° AREAS OF RESEARCH | .
: NCE, ROBOTICS, AND ENGINEER
' IVE

- THE DIGITAL INNOVATION FA 7
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A CENTRE OF EXC
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Institute of Art

and Technology
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° AS LIVERPOOL'S INTERNATIONAL FLAGSHIP
: lfop CULTURAL -AND-CREATIVE RESEARCH,
__ THE INSTITUTE FOR ART AND
TECHNOLOGY IS A SUPPORTED AND
LINKED COLLECTIVE NETWORK OF
ARTISTIC RESEARCH AND

TECHNOLOGIES LABORATORIES, EACH
WITH A TEAM LED BY INSPIRING
RESEARCHERS.. THIS INCLUDES THE
EXPERIMENTAL TECHNOLOGIES LAB AND
THE FABLAB

A



NVIRONMENT AS
5M TECHNOLOGY HUB.
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I!XDF.EII%NTAL TECHNOLOGIES LAB
INVITES PEOPLE TO EXPLORE THE
POSSIBILITIES OF CREATIVE TECHNOLOGY
THROUGH HANDS-ON EXPERIMENTATION.
A PLACE WHERE RESEARCHERS, ARTISTS
AND TECHNOLOGISTS PRODUCE
INNOVATIVE PROJECTS TOGETHER.



&

D CREATIVE CAMPUS
TECHNOLOGY
SPACES SIT P
S5PIRATIONAL GRADE-II -

THE NEWLY EXPAN
SEES STATE-OF-T
AND DPERFOR



FACT LIVERPOO

FACTLAB IS A PIONEERING WORKSHOP
AND RESEARCH SPACE BASED AT FACT,
LIVERPOOL-- WHERE PEOPLE, ART AND
TECHNOLOGY COME TOGETHER.
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CAVA

THE CENTRE FOR ARCHITECTURE AND THE

o Vlﬁlﬂs (CAVA) IS A PRACTICE-

" 'BASED"AND MULTI-DISCIPLINARY
RESEARCH CENTRE THAT IS SHRUATED IN

THE SCHOOL OF ARCHITECTU@E,

UNIVERSITY OF LIVERPOOL. WORKING

WITH MIXED REALITY, SMART DATA AND
OTHER IMMERSIVE AREAS



°* THE LIVERPOOL-INSTITUTE FOR
PERFORMING ARTS HAS BEEN AWARDED
NEARLY £4 MILLION TO CREATE A SERIES
OF NEW COURSES TO EQUIP STUDENTS
FOR WORK IN IMMERSIVE EVENTS.
WITH NEW FOR VIRTUAL-REALITY AND
MOTION-CAPTURE WORK.



BUILDING TALENT

WE ARE INVESTING, ENCOURAGING AND
INSTIGATING ACTIVITY IN TRAINING AND
EDUCATION

MA IMMERSIVE ARTS, LIVERPOOL SCREEN SCHOOL
LAUNCHING IN 2019

MSC COMPUTER SCIENCE (AR&VR), LIVERPOOL
SCHOOL OF COMPUTING, LAUNCHING IN 2020

TECHNOLOGY HUB - EDGE HILL UNIVERSITY,
LAUNCHED IN 2016

LIVERPOOL HOPE CREATIVE CAMPUS UP AND
RUNNING

STUDIO SCHOOL, SCHOOL/FE PROVISION TO
BUILD FUTURE TALENT IN CREATIVE
TECHNOLOGY, UP AND RUNNING

BA CREATIVE TECHNOLOGIES AND
PERFORMANCE- LIPA LIVERPOOL INSTITUTE OF
PERFORMING ARTS, LAUNCHING IN 2019

THERE ARE ALSO AROUND 25 PHD STUDENTS
CURRENTLY STUDYING IMMERSIVE TECHNOLOGY
AREA AT OUR UNIVERSITIES. PLUS A NUMBER OF
KTP ASSOCIATES THAT WE HAVE EMBEDDED IN
OUR REGIONAL IMMERSIVE COMPANIES AND
ORGANISATIONS



BRINGING PEOPLE
TOGETHER

WE BRING PEOPLE TOGETHER TO MAKE THINGS
HAPPEN. OVER THE LAST YEAR WE HAVE RUN A
NUMBER OF REGIONAL, NATIONAL AND
INTERNATIONAL EVENTS, INCLUDING:

MIXED REALITY,JAN 2018, SENSOR CITY

COLLABORATING IN IMMERSIVE SPACES, FEB 2018,
VR HERE

AUGMENTED REALITY, APR 2018, SENSOR CITY &
LAVAL VIRTUAL, FRANCE

DUBLIN ARVR DELEGATION VISIT, MAY 2018,
DUBLIN

IMMERSIVE HEALTH AND WELLBEING, JUN 2018,
ALDER HEY CHILDRENS HOSPITAL IN
COLLABORATION WITH BIMA

IMMERSIVE HEALTH, JUL 2018, LIVERPOOL
INTERNATIONAL BUSINESS FESTIVAL

IMMERSIVE STORYTELLING EXPERIENCES
SYMPOSIUM, DEC 2018, LIVERPOOL SCREEN
SCHOOL

STORYHACK XR IMMERSIVE RESIDENCY, APR 2019,
LIVERPOOL SCREEN SCHOOL/LIVERPOOL SCHOOL
OF ART AND DESIGN

AS WELL AS SUPPORTING OTHER PEOPLE’'S EVENTS
IN THIS AREA AND BRINGING WORKSHOPS TO
THE CITY REGION.



OUR COMPANIES

IN THE 2018 REPORT ON THE IMMERSIVE
ECONOM THE UK, LIVER L WAS .
HIGHLIG D AS ONE OF T K'S TOP 10

CLUSTERS FOR IMMERSIVE TECHNOLOGY BUSINESS
AND ECONOMIC ACTIVITY IN THIS AREA.

OUR REGION HAS ALWAYS BEEN PIONEERING IN
DIGITAL AND CREATIVE AND MANY OF OUR
CLUSTER HAVE SECURED MAJOR INVESTMENT TO
DEVELOP NEW IP, PRODUCTS AND SERVICES.
AMONG THEM THEY ARE ALSO WORKING IN
PARTNERSHIP WITH A WIDER NETWORK OF
INTERNATIONAL BRANDS, TECHNOLOGY
COMPANIES AND PRIVATE INVESTORS.

WITH PREDICTIONS OF HUGE INDUSTRY GROWTH
IN THE NEXT 10 YEARS, AND MAJOR
TECHNOLOGY PROVIDERS INVESTING HEAVILY IN
THIS AREA (GOOGLE, APPLE, FACEBOOK,
AMAZON, TENCENT, ALIBABA), IMMERSIVE
TECHNOLOGY REPRESENTS AN IMPORTANT
OPPORTUNITY FOR OUR REGION'S CREATIVE
TECHNOLOGY TALENT, AS WELL AS THE WIDER
SECTORS WHO THEY WORK WITH.

COMPANIES WHO ARE DIRECTLY WORKING WITH
IMMERSIVE TECHNOLOGIES IN OUR REGION
CONTRIBUTE A SIGNIFICANT AMOUNT TO THE
REGIONAL ECONOMY. WITH MANY GROWING AT
HIGHER THAN AVERAGE RATE IN TERMS OF JOB
CREATION, INVESTMENT AND EXPORTS.



INTRODUCING...

VTIME
DRAW AND CODE
IMMERSIVE INTERACTIVE
LADUMA
KINICHO
FIRESPRITE GAMES
MEET & POTATO
RENDERNATION
REALSPACE
M7 VIRTUAL
IMMERSIVE STORYLAB
JUICE IMMERSIVE
CITRUS SUITE
REALISED REALITIES
AUG-IT .
SONY INTERACTIVE
CRUCIAL FX
ADLIB
VR HERE
SIMUL
CAPTURE VR
MOCHA PRODUCTIONS
HATCH
BECT.IO
REVIT TO REALITY
LUCID GAMES
MILKY TEA
THE REALITY CLUB
MEYOUANDUS
WUSHU STUDIOS
THE LANTERN COMPANY
REBELLION
BREAKOUT LIVERPOOL
ARCAINS
FEEDAR
MONTEROSA S
DONT SELL ME A DOG
THE IMMERSIVE LEARNING STUDIO
EVOKE CREATIVE
SPLINTER STUDIO
K2 ARCHITECTS
STUDIO MASHBO
ONTECA
COSMONAUT
INVISIBLE WIND FACTORY
APPOSING
MECHABIT
CHANUA HEALTH
CINETECTURE
SHOP DIRECT
UNIFORM
AMAZE
MANDO
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DRAVW & CODE CREATE
IMMERSIVE TECH EXPERIENCES
INCLUDING AUGMENTED
REALITY, VIRTUAL REALITY AN
PROJECTION MAPPING FOR TH
WORLD'S LEADING BRANDS



155

IMMERSIVE INTERACTIVE ARE T
UK'S LEADING PROVIDER OF
FULLY IMMERSIVE LEARNING
SPACES IN BOTH EDUCATION
7

AND EMERGENCY SERVICE
SECTORS.
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*2* KINICHO

. HEARING IS BELIEVING

MAKING 3D SPATIAL AUDIO
EASIER TO CREATE AND EASIER
TO DISTRIBUTE. KINICHO ARE
THE DEVELOPERS OF SYMPAN,
THE SONIC REALITY ENGINE.
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SWADBOTS ARE COLLECTﬂE a
- CUSTOMISABLE;TOYS THAﬁAp / 5
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A LIVE EVENTS COMPANY

INSPIRING, ENERGISING AND
MOTIVATING AUDIENC ND /
GLOBAL CLIENTS W . ///l

IMMERSIVE EXPERIENC 7
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.0. AS EXPERTS
VIRTUAL REALITY (VR
AUGMENTED REZ
{M VE AP
RPRISE
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~~~ ~ PRODUCTION, POST-PRODUC’

,.' ’.'i Lo f{ '
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J. M7 VIRTUAL C TE VR VIDEO

CONTENT FOR ADVERTISING /
CAMPAIGNS

AUDIENCE ENGAGEMENT & /! Y

REALITY EXPERIENCES. A FUL
SERVICE VIRTUAL REALITY

AND APP DEVELOPMENT STU 9’///0//




fev KE DESIGN

INTERACTIVE Tgﬁomenas TO
~ . HELP CLIENTS ENGAGE WITH TH
- CUSTOMERS. THEIR DIGITAL
| SOLUTIONS ARE INSTALLED |
|, THOUSANDS OF RETAIL LOCATIK

| THROUGHOUT THE GLOBE.

’%

MANUFACTUR




immersive
storylab

A BAFTA AWARD WINNI
COLLECTIVE OF WRITERS,
TECHNOLOGISTS AND

PERFORMING ARTISTS

TRANSFORMING PLACE WITH
MIXED REALITY STORYTELLING
AND TECHNOLOGY



JUICE IMMERSIVE C
AND PRODUCES
TECH EXPERIENCE
VR, AR AND MR F
INTERNATIONAL BR
PROVIDING IMMER
PROJECT MANAGE
CONSULTANCY.




AND MYSTERIES TO ESCAﬁ

BREAKOUT

e [IVERPEOL
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BREAKOUT IS A LIVE ESCAPE }; '

ROOM GAME LOCATED IN /f/’
LIVERPOOL. YOU ARE LOCKEL ,/,//’
IN A oon TH_FRIENDS, // //
FAMIL RK COLI;,EA IES /7
FOR AN Houp AND ¥¢ '
SOLVE A SERIES OF PUZZL

S L e

P



REALISED REALITIES ARE A
UNIQUE SPECIALIST
CONSULTANCY BUSINESS Wi
UNPARALLELED EXPERTISE IN
VIRTUAL REALITY,

MIXED REALITY,
AUGMENTED REALITY AND
IMMERSIVE TECHNOLOGIES.



RUS SUITE DESIGN AN ;“1
ELOD EXGEHlONAMQBm £
DDS, WEBSITES AND
OFTWARE PLATFORMS:

FOCUSSED DIGITAL

INNOVATIONS THA FORM,
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CITRUS SUITE DESIGN AND
DEVELOP EXCEPTIONAL MOBI
APPS, WEBSITES AND
SOFTWARE PLATFORMS: USER
FOCUSSED DIGITAL -~ . .
INNOVATIONS THAT INFORM,
ENGAGE AND EMPOWER.
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SONY INTERACTIVE'S
IMMERSIVE R&ED TEAM ARE

l

Sony
Ilb Interactive
Entertainment

S/ S s
/
REINVENTING THE WORLD IN /
THEIR LIVERPOOL STUDIO.
WORKING ON HEADSETS AN
CAPTURE TECHNOLOGIES.
PROJECT MORPHEUS - THAT

%

LATER BECAME PLAYSTATION
VR, STARTED IN LIVERPOOL.
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WE HAVE ENGAGED#OVER"64 7

. MILLION MNS}IN@ / '
COUNTRIES AND IEVED 16

\ #1 APPS N R %
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HE LANTERN COMPANY

REATE ING AND
| gﬁvﬁm, DAY AN% /=

EMORA | A
EY DEBIGHT IN
GIVING AUDIENCES THE THR

NIGHT. A
l
OF EXPERIENCING SOMETHIN

MYSTERIOUS, BEAUTIFUL ANLC /
%

ABSURD, OFTEN ALL AT THE
SAME TIME!



CRUCIAL FX BRING SHOW-

STOPPING, JAW-DROPPING ///f//
INNOVATIVE EXPERIENCES TO

EVENTS USING A UNIQUE %/
APPLICATION OF PROJECTIO

74/
LIGHTING, DATA, SENSORS Asgy// /
VIRTUAL REALITY. ///é%

oy

CRUCIAL FX

IMMERSIVE INTERACTIVE EXPERIENCES
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ARCAINS' IS EUROPES BIGGEST

ARCADE AND FAMILY

EXPERIENCE WITH EXPANSIVE /
PINBALL AREAS, RETRO

ARCADES WITH A HU

SELECTION OF Ek?)

THE 19Z0'S Rld,l-el‘g‘l G
TODAYS 2019 BEST OF
COLLECTION, A COMP

FLOOR DEDICATED TO




" VR-HERE IS VIRTUAL REALITY
PROVIDER SPECIALISING IN
ROOM SCALE VR. WITH-THEIR
OWN_ARGADE; ONE OF THE

"~ UKS FIRST ONES, IN LIVERPOOL

____.____n_—
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IMULATIONS.
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Capture VR ©

PTURE VR CPEATE
"'.*‘___ CTIVE 3D VIRTU
ND CAPTUR
/E VR SPA




TIO s A UK BA INDIE
GAMES STUDIO SPECIALIS
‘ CREATING INNOVATIVE"
5EXDEI2IENCES FOR
“AND MIXED REAL
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MOGHA CREATE FILMS THAT /
MAKE PEOPLE STOP THINK
AND ACT

-
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MI}SKY TEA DESIGN AND CRAF/
VIDEO GAMES, ANIMATIONS &
ILLUSTRATIONS AND ARE

BRINGING THEIR PIONEERING
ESPORTS CONTENT TO VR

%
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THE REALITY CLUB IS A GROU
OF WRITERS, EVENT MAKERS
AND MARKETEERS WHOSE

GAZES HAVE BEEN FIRMLY

GLUED ON ALL DIRECTIONS OFf
THE EVOLVING WORLD OF
IMMERSIVE TECHNOLOGY.

T




MEYOUANDUS ARE A-CREATI
TECHNOLOGY COMPANY
BRINGING AUGMENTED
REALITY STORYTELLING TO

- TRAINS AND THINKING ABO

THE EXPERIENCE OF FUTURE
MOBILITY



~ DEVELOPERS 'BASED IN THE

HEART OF LIVERPOOL'S DIGITA

_..-CREATIVE HUB, THE BALTIC
TRIANGLE.
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DEVEL LL TH
STUDIO BI | ES
SUCH AS SNIPER ELITE 3,
SNIPER ELITE V2, THE ... ARC
PATH VR OUT NOW ON

PLAYSTATION VR

.

.




b\ i s
K2 ARCHITECTS HAVE |

INVESTED HEAVILY IN VIRTUAL P
REALITY TO USE FOR ALL "™ /
DESIGN PROJECTS. WE HAVE

FROUND THIS TO BE AN |
EXTREMELY HELPFUL TOOL,

ALLOWING. STAKEHOLDERS T
EXPLORE AND CONTRIBUTE T:

THE DEVELOPING DESIGN. %///Z




O CAN PROVIL
1AZING

ERIENCES THAT
YOUR

\. 4
AUDIE : OQ‘ AWARD-
WINNING DIGITAL DESIGN AND
DEVELOPMENT SERVICES CAK
HELP YOUR BUSINESS TO
GROW AND ENGAGE
CUSTOMERS. WE BUILD THINGS
THAT PEOPLE LOVE TO USE. /

7
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Vi v,
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- ONTECA IS AN INDEPENDENT
GAMES DEVELOPMENT STUDIO //
BASED IN LIVERPOOL THAT /
WAS ESTABLISHED IN 2001
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1S 'A CULTURAL THEME PARK

. OF.THE FUTURE' — AN EVER-
DEVELOPING IMMERSIVE

- EXPERIENCE VENUE ﬁ“ﬁ

CULTURE, CREATION AND ™
MAGIC.
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indie game studio

SHABIT IS A UK BASED
GAME STUDIO SET UP IN
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CINETECTURE SPECIALISES IN THE
PRODUCTION AND
POSTPRODUCTION OF HIGH
QUALITY VIDEO, INTERACTIVE VR
AND MULTIMEDIA CONTENT FOR
BROADCAST, COMMERCIAL, ART
AND RESEARCH SECTORS






UNIFORM

AT UNIFORM, THEY HELP BRANDS
TO EMBRACE CHANGE BY
CONNECTING THE DOTS BETWEEN
HUMAN BEHAVIOUR, CREATIVITY
AND TECHNOLOGY.



damaze cdalse

KIN+CARTA

A DIGITAL AGENCY THAT DELIVERS
CONNECTED EXPERIENCES THAT
TRANSFORM BUSINESSES. CREATING
HUMAN ADVANTAGE THROUGH
DIGITAL SOLUTIONS.



OUR FUTURE

OUR FUTURE AIMS ARE TO FACILITATE THE
GROWTH THE LIVEDDOOL‘MEPSIVE CL.
THROUGH...

1. RED, IP EXPLOITATION, EXPERIMENTATION AND
INNOVATION DEVELOPMENT

2. TALENT DEVELOPMENT, EDUCATION AND
TRAINING

3. NETWORKING, DEMONSTRATION AND
NATIONAL/INTERNATIONAL
COLLABORATION/PARTNERSHIP/SHOWCASING
OPPORTUNITIES.

MOST IMPORTANTLY, WE WANT TO POSITION
LIVERPOOL AS A MAJOR INTERNATIONALLY
RECOGNISED CENTRE FOR EXCELLENCE,
CREATIVITY AND INNOVATION IN THE AREA OF
IMMERSIVE CONTENT AND EXPERIENCES, TO
ENSURE THE CITY CAN CONTINUE TO ATTRACT
INWARD INVESTMENT, BUISNESS GROWTH,
SKILLED TALENT AND NEW STARTUP IDEAS.

WE ARE ALSO KEEN TO INCLUDE THIS CLUSTER
iNTO POLICIES AND DEVELOPMENT
OPPORTUNITIES THAT ARE EMERGING IN THE
CITY'S CREATIVE INDUSTRIES SECTOR.

IF YOU CAN HELP WITH THIS, PLEASE EMAIL
PETER WOODBRIDGE

IMMERSIVE LIVERPOOL
PETE@IMMERSIVESTORYLAB.COM



