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Is Virtual Reality 
Still The Future?

Guest Speakers:

Andrew Shulkind – Director of Content Innovation (andrewshulkind.com)

Andrew Cochrane – Immersive Content Creator (theavclub.tv)
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SMPTE Technology Webcasts

• Series of monthly 60- to 90-minute online, interactive webcasts covering a 
variety of technical topics

• Free professional development benefit for SMPTE members

• Sessions are recorded for member viewing convenience.
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Views and opinions expressed during this SMPTE 
Webcast are those of the presenter(s) and do not 
necessarily reflect those of SMPTE or SMPTE Members. 

This webcast is presented for informational purposes only. 
Any reference to specific companies, products or services 
does not represent promotion, recommendation, or 
endorsement by SMPTE
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Your Host
Joel E. Welch

Director of Education
SMPTE
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Today’s Guest Speakers

Andrew Shulkind

Director of Content 
Innovation 

Award-winning 
Cinematographer

Co-founder of multiple 
technology start-ups

Innovation Advisor

Andy Cochrane

Immersive content creator

Recent credits include 

immersive projects for 

Intel, Google, USA Today, 

Mr. Robot, The Strain, GE, 

Disney, and the LVCVA.
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Is VR a BUBBLE?
No. But there are reasons people keep asking that:
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The Trough Of Disillusionment:

• Gartner Hype Cycle -
the delta between hype
and reality

• Over-hyping new tech 
leads to slower 
adoption

• “You can’t be 
disillusioned if you 
haven’t been lied to”
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1. THE HYPE MACHINE
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2. PERPETUAL BETA
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3. OVERLY OPTIMISTIC PROJECTIONS
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FILM:
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MOBILE:
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THE INTERNET:
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VIDEO GAMES:
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VR:
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4. DEFINING VR TOO NARROWLY
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We ARE making 
progress.

Oculus Rift 306,000

HTC Vive 274,000

Windows MR 47,000

HTC Vive Pro 13,000

Oculus Rift DK2 7,000

TOTAL: 647,000
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VR Video Games Are Working:
If budgeted appropriately
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360º Is Getting Better
Distribution to headsets is still lacking
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180º Is Promising
“Immersive Enough”

21

© 2018 by the Society of Motion Picture & Television Engineers®, Inc. (SMPTE®)

LBE Is Starting To Work
The most promising form of VR
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Lightfields Are Promising
Google is leading the charge
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Volumetric Video Is Promising
Just about ready for primetime
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Rendering Is Evolving
New ways to render 3D imagery are coming to market
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Domes Are Ascending
Multi-user immersive content is going to be hot
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Displays Are Getting Better!
Pixel by pixel we are getting clearer
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AR Is Coming
It’s just over the horizon
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Immersive is just 
a slice of the 
future content
spectrum:

Immer
sive

AR

Traditi
onal

Live 
Events

Gamin
g

E-
Sports

News

Publis
hing

Music
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Pixels Pixels Pixels…
1920×1080 UHD 3840×1920 8k UHD 7680×4320

STEREO HD 

1920×1920
Stereo 4k 

3840×3840

Stereo 8k 

7680×7680
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Virtual reality is not a headset
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Questions?

Joel E. Welch
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Andrew Shulkind

Director of Content 
Innovation 

Award-winning 
Cinematographer

Co-founder of multiple 
technology start-ups

Innovation Advisor

Andy Cochrane

Immersive content creator

Recent credits include 

immersive projects for 

Intel, Google, USA Today, 

Mr. Robot, The Strain, GE, 

Disney, and the LVCVA.
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• Thank you to our sponsor for their generous support:


