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Could the long-awaited launch of the Augmented 
Reality (AR) platform Magic Leap One in 2018 
be the quantum jump that spells the end of the 
mobile-first business model? 
Magic Leap One, the details of which were 
finally unveiled in December 2017, is the headset 
device promised by its maker, the Florida-based 
start-up Magic Leap, since 2011. 
Its makers have vowed to revolutionize AR, 
the technology that allows 
content creators to superim-
pose virtual 3D objects on 
viewers’ real-world physical 
surroundings, and Mixed 
Reality (MR), the tech that 
melds AR and the totally 
immersive world of Virtual 
Reality (VR). 
If Magic Leap One achieves 
half of its promise, it could 
propel AR, MR and VR into 
mass-market status. 
Its founders, led by CEO 
Rony Abovitz, say the full 
commercial launch will take place sometime this 
year. And Aurelien Simon, Head of Immersive at 
UK-based government backed innovation center 
Digital Catapult, is confident 2018 is going to be 
the year of Magic Leap One’s emergence. 
“Magic Leap has been a mystery for all the VR/
AR community for the past few years. From its 
extreme secrecy to its billion dollars’ investments 
and cryptic PR, Magic Leap has found the recipe 
for getting the community talking,” Simon tells 

TechMutiny.  
“Its recent announcement of a partnership with 
artist Sigur Rós and sudden activity by (CEO) 
Abovitz on Twitter made us wonder if the unveil-
ing of the product is for a very near future.” 
He also advises the creative industries to see 
this development as a sign to start taking the 
still-evolving AR, VR and MR technologies 
seriously.  “Entertainers urgently need to consider 

developing their strategy with these technolo-
gies in case they are left out of a future lucrative 
market.”

Threat to physical mobile? 
After almost six years of outright secrecy but 
nearly US$1.9bn in investments, the Magic Leap 
One device (pictured above) has left the world of 
stratospheric hype and landed in the real world.
Its eccentric-looking hardware comprises goggles 

MAGIC LEAP ONE COMES OUT OF 
THE SHADOWS TO CAST SPELL ON 
AR AND OTHER IMMERSIVE TECH
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that are lighter and slimmer than the standard VR 
headsets. They are attached to a circular Light-
pack computer (as opposed to heavy powerful 
PCs for VR) that can be clipped to your clothing, 
and a hand-held controller.  
With AR, smartphone screens show virtual ob-
jects in your physical world, as demonstrated by 
the popular Pokémon Go mobile game. In com-
parison, a full immersive VR headset takes you 
into a total virtual world and makes you unable to 
see anything of your physical surroundings.  
An indisputable unique selling point of Magic 
Leap One, which the company describes as “built 
for creators,” is that it is screen-free.  
The digital content you access looks as if it is 
floating in the air, so you can physically walk 
through or around it.  
Magic Leap is making the Software Development 
Kit available from early 2018, thus officially 
inviting content developers to use its platform. 
That could throw out the mobile-first strategies 
numerous international content owners have 
planned for a world that Ericsson’s Mobility Re-
port predicts will have more than 6 billion units 
of smartphones by 2020. 
No wonder the almost US$2bn backing has come 
from leading venture capitalists, private equity 
firms, tech conglomerates like Google and Alib-
aba Group Holding, and Hollywood via Legend-
ary Entertainment and Warner Bros.

Commercialized realities 
Magic Leap One will impact the commercial 
evolution of the still-nascent sectors of synthetic 
realities or alternate realities, or artificial reali-
ties, as VR, AR and MR are collectively called.  
The truth is there is very little content out there 
to make them consumer-friendly yet. Thanks to 
the 360o videos available on Facebook and You-
Tube, for which you don’t need full headsets, 

consumers and content producers are becoming 
familiar with the concept of immersive entertain-
ment and content. 
Magic Leap’s emergence, however, will put 
pressure on existing immersive tech like the Ho-
loLens MR platform from Microsoft. Facebook’s 
pioneering Oculus VR headset and rival Samsung 
Gear VR are getting lighter and less expensive 
versions. 
Systems like the ARKit installed in the iOS 11 
operating system in Apple’s iPhones and Goo-
gle’s ARCore in Android handsets will drive the 
production of more immersive entertainment and 
experiences.  
Amazon has joined the fray. Its Sumerian toolkit, 
available via its cloud computing division AWS, 
is designed for building AR, VR and 3D apps.  
Chagall (below), the Dutch electronic-music pro-
ducer/performer, recently said at a PRS for Music 
Explores event in London, alternative-world tech 
is a welcome additional creative tool. 
“I must admit that the first couple of times I tried 
VR, I didn’t have that ‘wow’ moment. It was 
more like I’d rather just go to the concert or ex-
perience this with other people in the real world. 
I wasn’t very amazed. But since then, I have 
changed my mind!”
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The heated race between Apple Music and Spo-
tify for fans’ hearts and minds might center on 
music, not tech, as the former’s US$400m acqui-
sition of Shazam shows. 
In December 2017, Apple Inc bought UK-based 
Shazam Entertainment, which created what has 
(so far) become one of the 21st century’s cleverest 
inventions: a smartphone app that enables users 
to identify any song or tune playing in public, 
based on each song’s unique acoustic fingerprint.  
Users then have an 
option to click to buy, 
consequently creating 
a cool seamless way to 
discover and pay for 
their music. 
With the emergence 
of streaming music, 
clicking to buy a phys-
ical CD is diminishing 
in frequency. For this 
reason Shazam Enter-
tainment turned its at-
tention to marketing: when users “Shazam” a TV 
or print ad, the app directs them to promotional 
content created by the advertiser. 
When a tech behemoth like Apple comes calling, 
it is usually interested in the core technology the 
new acquisition brings.  
And observers can see how Shazam could be 
used to direct fans to Apple Music’s streaming 
service with its reported 30 million-plus paying 
customers worldwide.

The value of Shazamed music  
But there is a blip in this happy-ending story that 

sees Shazam’s key investors (including the sto-
ried Kleiner Perkins Caufield & Byers, Mexico’s 
America Movil, Hungary-based Buran Venture 
Capital, and Institutional Venture Partners in the 
US) make a profit from their US$143m combined 
stake in the company. 
Could the fact that the US$400m Shazam had to 
shift part of its focus away from music have di-
minished its value, which had an estimated worth 
of US$1bn in early 2015? 

A possible US$600m 
drop in value says a 
lot, especially when 
reports indicate 
Shazam made a £4m 
(US$5.4m) pre-tax 
loss in 2016. This is 
in spite of a revenue 
increase and the fact 
that the app has been 
downloaded more 
than 1 billion times in 
190 countries since its 

launch 17 years ago. 
While we wait to see how the devalued Shaz-
am will be used, the industry is keeping a close 
watch on Apple Music’s toughest rival, Spotify, 
the world’s biggest streaming-music platform 
with 60 million-plus paying subscribers. It is 
gearing up for a much-anticipated stock-ex-
change listing in the US in 2018.

To IPO or not to IPO 
Sweden-originated Spotify has an enterprise 
valuation of about US$20bn (see this issue’s 
TechMutineers article).  

SPOTIFY’S ORIGINAL CONTENT BIDS 
TO OUTPLAY APPLE’S SHAZAM
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However, unlike most “unicorn” tech start-ups 
with a valuation of at least US$1bn, such as Snap 
Inc and Facebook, Spotify wants to make the rare 
move of listing on the New York Stock Exchange  
(NYSE) directly.  
Should the US’ Securities and Exchange Com-
mission allow this, it would mean it could start 
trading on the NYSE without going through the 
rigmarole of an Initial Public Offering (IPO). An 
IPO is costly, has strict rules about when share-
holders can start selling stocks and requires the 
disclosure of sensi-
tive information. 
Spotify (in use, 
image, right) can be 
confident it is in de-
mand. In December 
2017, Tencent Hold-
ings, the Chinese In-
ternet conglomerate, 
joined forces with 
its Tencent Mu-
sic Entertainment 
Group (TMEG) sub-
sidiary to acquire a 
minority stake in Spotify, while Spotify picked 
up a minority stake in TMEG.  
This move comes at a time when TMEG, recog-
nized as the largest legal online music venture 
in China and valued at an estimated US$10bn, is 
also seeking a stock-exchange listing. 
The deal brings more cash to Spotify, which will 
be able to capitalize on Tencent’s massive reach 
in China. 

The Spotify effect 
TMEG will benefit from having access to copy-
righted music, thanks to the entrenched deals 
Spotify has with the world’s leading major record 
labels and independent music companies.  

Yet, unlike Shazam, profit at Spotify seems even 
further away because its complex arrangement 
with the labels has been very expensive. It is also 
mired in a US$1.6bn lawsuit filed by US-based 
Wixen Music Publishing. 
However, its numerous tech products (to make 
streaming music easier to access, share and dis-
cover) have made Spotify a household name that 
is indispensable to the music industry.  
This is despite the tough competition from Apple 
Music, Pandora, Amazon Prime Music and nu-

merous local rivals 
in countries world-
wide. Nor has the 
news that Face-
book (with its 2 
billion-plus users) 
and YouTube (1 
billion users) have 
plans to launch 
streaming-music 
services this year 
dented the demand 
for Spotify.  
What has made 

Spotify intriguingly different from Shazam is its 
willingness to invest in original content and mu-
sic. It is a popular platform among podcasters. It 
has also invested in original music-related videos. 
Furthermore, in October 2017, it launched RISE, 
an initiative dedicated to supporting up-and-com-
ing artists and promoting them on Spotify.  
While Spotify insists it has no ambitions to be a 
label, there is nothing to stop it from changing 
its mind in the future, especially if RISE artists 
become successful. The strategy also signals the 
extent to which tech companies have to acknowl-
edge they need the creative industries to have 
financial value in the first place.
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As the competitive US$700bn global sports 
sector heats up, deepening fan engagement via 
tech creativity (from Virtual Reality to esports) is 
becoming key to rights owners and broadcasters’ 
strategies. 
Fan engagement occupied delegates’ discussion 
at a recent Sports Analytics Conference in Lon-
don hosted by KPMG, the professional services 
consultancy that places the global sports market’s 
value between US$600bn and US$700bn a year. 
Simon Green (pictured, below), Head of BT 
Sport, part of the subscription-funded UK broad-
caster BT TV, stated that tech-driven content had 
been crucial to ensuring that the BT Sport brand 
stood out in a relentlessly driven market.  
This has seen BT Sport add VR, ultra-HD 4K 
broadcasts and the fast-emerging esports (profes-
sional competitive gaming) to its standard linear 
TV coverage, which includes expensive live 
English Premier League soccer matches.

“VR is not a huge investment now but we had 
about 35,000 people using it during a game,” 
Green said. “In addition to their 2D viewing, it 
was an add-on to appeal to a wider audience and 
differentiated us as a broadcaster. It is important 
for us to tell stories outside of traditional linear 
TV, and VR is good for doing that.”  
Matt Chrisp, Commercial Analytics Director 
at beIN Media Group, the Qatar-headquartered 
entertainment conglomerate, added that sports 
teams and clubs would start placing value on 
their VR rights. “Most clubs are trying to protect 
their brand so they will soon start selling those.”

Esports and next-gen media 
To understand what future generations of au-
diences might also expect from BT Sport, the 
company has broadcast esports, the competi-
tive-gaming activity that is rapidly growing into a 
professional spectator sport played on computers 
but watched live online and at venues. 
“It doesn’t drive a lot of audience for us,” Green 
noted. “But we had it because it is an experimen-
tal push to see how it will affect linear broad-
cast.” 
Instagram, the messaging app, has turned into 
a busy outlet for the National Basketball Asso-
ciation (NBA), the US professional basketball 
league, said Lee Walker, Global Managing Editor 
at Bleacher Report, the international online sports 
portal.  
Bleacher Report has the exclusive Instagram 
rights for NBA events because its parent compa-
ny, Time Warner’s Turner Broadcasting System, 
owns the TV rights, he explained. 
The NBA relationship and a similar one with the 

$700BN GLOBAL SPORTS MARKET 
ENGAGES DATA TO REACH FANS



NEWS ANALYSIS
Where the tech talking ends and the thinking begins

8

NFL, the American professional football league, 
have given Bleacher Report the rights to broad-
cast highlights not available on TV. Its Instagram 
account has 6 million-plus followers and has 
recorded up to 29 million video views a month.  
“The NBA lets us make the coolest sports content 
and figure out how to commercialize it. We give 
it a new life form,” Walker said. “We reinvent the 
highlights shared by fans the next day.” 

One way of doing this is by emphasizing celebri-
ty fans, including rappers and film stars attending 
NBA and NFL games. Sports platforms need 
to play to their strengths, he argued, especially 
when they are competing against video games 
and Snapchat for the minds and souls of young 
fans. Bleacher Report is now offering a similar 
service to UEFA, European soccer’s governing 
organization.

We personalize you 
Using the now ubiquitous smartphones to per-
sonalize content for fans is vital for engaging 
with them, said CEO Priya Narasimhan (pictured, 
above), whose company YinzCam develops apps 
for professional sports teams and venues. 
“Our app is not static. It changes in terms of 

time, location, event and the type of user,” she 
explained. “The more you, the fan, tell us about 
who you are, the more we can give you what you 
want, no matter how you log in, via FB or email 
or direct.” 
YinzCam creates Augmented Reality (AR) apps 
that fans can use to play virtual sports games 
against each other during intermissions or while 
watching at home.  
“With AR, you can do something with the real 
world that is totally engaging, where fans can be 
part of the game,” Narasimhan added.  
Just before the EU’s General Data Protection 
Regulation comes into force in May 2018, con-
ference delegates were concerned about the fate 
of the fans’ personal data and the related privacy 
issues. 
Alison O’Brien (pictured, below), Director of 
Insight & Customer at the UK and Ireland’s Rug-
by Football League, admitted the sports world 
is very protective about how data is shared. But 
when it is done legally, there can be advantages. 
“With rugby, we can also target people who sim-
ply like to go to big events.” 
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Some joyous news for Pharrell Williams. His 
2013 hit Happy was the most played song on UK 
TV and radio during the five years from 2012 to 
2016 inclusive (see chart below).  
This is based on the Top 20 most-played musi-
cal recordings on British TV and radio compiled 
exclusively for TechMutiny by PPL, the coun-
try’s performance-rights organization for record 
labels, performers, producers and other related 

rights holders. “Our members range from festival 
headliners and stadium acts right through to ses-
sion musicians and emerging artists,” says Peter 
Leathem, PPL’s CEO.  
“It is vital that performers and record labels keep 
their repertoire information as up-to-date as pos-
sible. This helps us to ensure that they get paid 
as accurately as possible whenever their music is 
broadcast on radio or TV or played in public.” 

EXCLUSIVE: PHARRELL WILLIAMS, FEMALE ACTS 
ARE TOP OF THE POPS IN THE MOST PLAYED 
SONGS ON UK TV, RADIO (2012-2016)
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In the age of Big Data, PPL is among the grow-
ing number of organizations using new tech to 
analyze how those recordings have performed at 
a more granular level compared to standard sales 
figures. 
From the more detailed information about how 
songs have fared when played in public or broad-
cast, it is able to tell more stories about their 
value to the artists, their fans and the industry.

Pharrell and Maroon 5 get seconds 
Williams also nabs extra points for his contribu-
tion to the third most played song, Get Lucky, 
the 2013 track by French dance-music duo Daft 
Punk. Maroon 5, the US pop-rock act, are the 
most popular band in the chart, with their 2011 

release Moves Like Jagger at No.7 and the 2012 
recording Payphone at No.12. 
The years covered (from 2012 to 2016) also illus-
trate the dominance of female singer-songwriters 
on UK broadcast platforms: from New Zealander 
Kimbra’s contribution to the No.2 song, Some-
body That I Used to Know, Jessie J, Carly Rae 
Jepsen to Janelle Monáe, Katy Perry and Adele. 
The PPL chart also shows how democratic Brit-
ish audiences can be about their tastes. 
In addition to the presence of other UK acts like 
Clean Bandit, Jess Glynne, Emeli Sandé plus X 
Factor finalist Ella Henderson, we have Christina 
Aguilera, Monáe, Perry, Kelly Clarkson from the 
US, Jepsen (Canada), Kimbra (NZ), Daft Punk 
(France), and Avicii (Sweden).

Interactive Advertisement

https://www.the-esports-bar.com/en/cannes.html
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Apple Inc. has done it again (see TechMutineers 
chart on page 12).  
It commands the pinnacle of the Top 15 TechMu-
tineers of 2017, our exclusive list of the most 
influential technology companies in the glob-
al media, entertainment and creativity (MEC) 
sectors. Apple also landed the crown spot in our 
inaugural TechMutineers in 2015. 
Based on their enterprise value in December 
2017, including market capitalization but exclud-
ing their cash piles, the Top 15 TechMutineers 
are worth a combined US$5 trillion, compared to 
US$2.4 trillion in 2015. 
Apple, which has impacted how consumers 
worldwide consume music and other entertain-
ment the most via its iPhones, iPads and Mac 
computers, is valued at US$925bn in the ranking. 
That amounts to 18% of the total Top 15’s worth.  
Apple’s contribution to the entertainment space 
looks set to soar following news last August that 
it is to spend US$1bn on original content. Then, 
it surprised its rivals in December when it agreed 
to pay a reported $400m for Shazam, the UK 
music and image-recognition tech company.

Another A for Alphabet 
The second most valuable 2017 TechMutineer 
at US$629bn is Alphabet Inc., owner of the 
search-engine goliath Google and YouTube, the 
video-sharing platform giving TV networks and 
streaming platforms like Netflix a run for their 
money.  
The recorded-music labels have attacked You-
Tube for not compensating rights owners fairly 
from the advertising cash music videos lure to the 

platform. But, in reaching an estimated 1 bil-
lion registered users, YouTube is also a hit with 
artists, who find it effective for connecting with 
existing and new fans. 
Microsoft Corporation came in at No.3 at 
US$592bn in value. But the creator of the uni-
versally used Windows operating systems also 
knows how to play the video-games business. Its 
Xbox line of consoles is a world beater.  
And with the launch of Xbox One X last No-
vember, Microsoft owns what Wired magazine 
described as possibly the world’s “most powerful 
console.”  
Microsoft Studios, its games-development sub-
sidiary, owns Sweden-based Mojang, the maker 
of Minecraft, the popular sandbox video game. 
And there are plans in invest in new games. 

Amazon makes a triple A 
At No.4 is Amazon Inc., the world’s largest 
e-commerce conglomerate by value. In addition 
to owning the international streaming-TV plat-
form Amazon Video, it is also one of the US’ 
most acclaimed producers of original film and 
TV shows.  
The movie Manchester by the Sea has won an 
Oscar, while the TV drama Transparent has 
picked up both Emmy and Golden Globe awards. 
And The Grand Tour, the stunts-filled motoring 
TV show, is an international hit.  
The voice-enabled Amazon smart speakers that 
use its proprietary Artificial Intelligence (AI) 
tech Alexa are expected disrupt the way people 
access music, videos and other entertainment in 
the future. 

APPLE RETAINS THE TECHMUTINEERS’ CROWN 
IN 2017, WHILE BEING CHASED BY ALPHABET, 
ALIBABA AND AMAZON
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THE 2017 TECHMUTINEERS - THE 
MOST VALUABLE TECH COMPANIES 

INFLUENCING CREATIVITY
(IN US$ BILLIONS)

Apple	Inc,	925.77	

Alphabet	Inc	(GOOGL),	629.59	

Microso>	Corp,	591.72	

Amazon	Inc,	578.81	

Tencent,	489.1	

Facebook	Inc,	481.85	

Alibaba	Group	Holding,	
439.28	

AT&T	Inc,	
349.64	

Verizon	CommunicaOons	Inc,	
321.61	

NeQlix	Inc,	84.73	

Baidu	Inc,	70.3	
JD.com,	
56.62	

SpoOfy,	19	 Snap	Inc,	15.87	

Twi[er	Inc,	13.52	
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And Twitch, the leading streaming esports plat-
form Amazon bought for US$970m in 2014, is 
spearheading the fast-growing competitive-gam-
ing sector that appeals to so many Millennials. 

The Chinese picture 
Amazon’s biggest direct competitor is said to 
be Alibaba Group Holding, China’s biggest 
e-commerce group. At No. 7, its valuation is 
US$439bn.  
As well as announcing an ambitious US$7bn-
plus fund to invest in entertainment, media and 
games, Alibaba has backed several films and 
TV productions aimed at the Chinese and Asian 
markets.  
It owns Youku Tudou, China’s YouTube; stream-
ing-music platform Xiami; Hong Kong’s South 
China Morning Post newspaper; and the Hong 
Kong Stock Exchange-listed film studio Alibaba 
Pictures Group, which has a partnership with 
Hollywood director Steven Spielberg’s content 
creation company, Amblin Partners. Alibaba re-
cently unveiled a new live-entertainment unit. 
Other Chinese TechMutineers are Internet com-
panies Tencent Holdings Limited (No.5 with a 
US$489bn valuation), Baidu Inc (No.11 with 
US$70bn), and e-commerce group JD.com 
(No.12). Tencent enhanced its international status 
in December following a strategic investment 
in Spotify, the global leader in streaming-music 
distribution.  
Spotify, the only non-listed venture in the Top 15, 
is at No. 13 and worth an estimated US$19bn. 
Will it retain that value when it lists on the stock 
exchange in 2018, and now that it has shares in 
Tencent?

Social and telecoms 
Social-media behemoth Facebook Inc (at No.6 
with a US$482bn valuation) currently connects 

2 billion registered friends and family members 
worldwide. Its MEC clout is magnified by its 
ownership of messaging platform WhatsApp, 
photo-sharing service Instagram, and the Virtu-
al-Reality tech operation Oculus VR. 
But the launch of its video-on-demand platform 
Watch in 2017 and plans to invest in original 
content will see it compete against TV networks 
for advertisers’ money. Facebook’s rival in the 
social-media space Twitter is at No.15.  
Also, keep an eye on US telecoms conglomerate 
AT&T (at No.8) as it battles against anti-trust reg-
ulators for the right to buy entertainment-and-me-
dia behemoth Time Warner for US$85bn.  
Rival telecoms group Verizon (No.9) hopes to 
be an indispensable player in advertising tech 
following its acquisition of Yahoo and AOL to 
create a new entity Oath (TechMutiny Issue 15).  
At No. 10, can Netflix Inc keep its lead as the 
world’s biggest streaming TV platform against 
growing competition?  
The companies that dropped out of the 2015 Top 
15 include Pinterest, VICE Media, and Buzz-
Feed, a sign of how digital-media ventures have 
struggled to generate the ad revenues once prom-
ised by high valuations.  
And now that Magic Leap, the Florida-based 
Augmented Reality start-up that has attracted 
almost US$2bn from investors despite being in 
stealth mode for years, has been launched, any-
thing could happen in the TechMutineer space in 
2018 (Also see New Analysis story on page 3).

Sources: New York Stock Exchange; NASDAQ; 
Hong Kong Stock Exchange; Yahoo Finance; 
business media
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How will your technology change the indus-
try you are in; what gap is it filling; what is 
the unique selling point?  
OpenPlay was founded by former sport coaches 
because they could not find any easy way to book 
sports facilities. Initially, the idea was to create a 
marketplace that connected to existing booking 
systems, therefore creating a one-stop shop for 
the public to book any sports venue across the 
UK. However, we quickly realized that, due to a 
lack of incentives for existing booking systems 
and no commercial benefit from those business 
models, we would have to build our own booking 
platform. We often hear numerous sports bodies 
say, “We want to make booking a badminton 
court as easy as booking a hotel room.” But what 
this statement misses is that booking sports facil-
ities is not that simple. If you are booking a hotel 
room, they don’t really care who you are, as long 
as you pay. Whereas, to book a sports hall in a 
school, they need pages of information from you 
and getting this online is the challenge. Howev-
er, four years later and we are finally at a place 
where our system now removes the majority of 
hassle and administration time and costs for both 
sports venues and classes. Our business’s mar-
ketplace is receiving nearly 250,000 visitors per 
month and a booking every few seconds.

How did you or the founders overcome your 
biggest fear when you realized the concept 
was becoming a business reality?  
When first starting out on this journey, the big-
gest fear we had was how the business would 
actually make any money. But through a pivot in 
the company direction, we have overcome this. 

How do you plan to scale your business? 
2018 is all about scaling OpenPlay. We feel the 
technology is now at a stage where it is incredi-
bly stable and growing constantly and our in-
ternal business processes are much improved, 
although we could always do with more refining. 
Fortunately for us, we feel the market is ripe for a 
huge disruption. 

Any recent developments to announce?  
We have expanded to eight countries. The most 
significant of these are Dubai Sports World, the 
largest indoor sports center in the Middle East; 
and Singapore Sports Hub, a 35-hectare center 
hosting a multitude of professional and commu-
nity sports facilities. These have helped contrib-
ute to OpenPlay becoming profitable only two 
years after its seed funding. Recently, OpenPlay 
won both the judges’ and audience votes at Lon-
don’s TechPitch 4.5.

Product/Service:  OpenPlay
Developer: OpenPlay Ltd (London, UK)
Founders: Nikhil Obhrai; Ian Pridham; Sam 
Parton (pictured, right)
When launched: February 2013
Targeted users/sectors: Sports facilities and 
activities (e.g. sports centers, municipalities 
and other local government administrations and 
councils), schools, yoga classes, soccer and other 
sports
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Current Investors: Raised seed funding on 
Crowdcube, led by London-based Guy’s & St. 
Thomas Charity 

Contact details  
URL:www.openplay.net  
Twitter: @openplayuk 
Email: hi@openplay.co.uk

 

How will your technology change the indus-
try you are in; what gap is it filling; what is 
the unique selling point?  
Music creation has long been restricted to those 
with a high degree of technical music knowledge 
and access to some very pricey software and 
studio equipment. REMX: Music Maker breaks 
down those barriers and puts music creation in 
the hands of anyone who has a smartphone. As a 
team, much of our background and experience is 
focused on simplifying systems and products for 
mobile to make them more casual and thus appeal 
to a wider audience. We took the same approach 
when designing REMX. We’ve removed the 
complexities of traditional digital music work-
stations and made a system that allows anyone to 
create amazing, chart-ready music from a variety 
of genres, including EDM, Trance and Hip Hop. 

How did you or the founders overcome your 
biggest fear when you realized the concept 
was becoming a business reality?  
When we were developing the concept, we spent 
a long time improving our prototype, attempting 
to create a music creation system that was both 
simple and fun to use. We were essentially trying 
to build the product that we wanted to use. Once 
we decided what we felt was the right approach 
and started full-scale development, there was al-
ways the fear that it’s not what the market wants. 
The biggest surprise for us was the strength of 
REMX’s organic growth once we actually pushed 
it live on the app stores. It became clear that the 
product we loved was also loved by our users 
and there currently wasn’t a product that fulfilled 
their needs in the market. We received a huge 
amount of feedback from our users requesting ad-
ditional features. It was clear at that moment that 
we needed to invest more time and money in the 
product and try to expand it into the platform we 
(and our users) believe it can become. 

How do you plan to scale your business? 
We’ve recently released a new update, which has 
added lots of new functionality and usability im-
provements, so we’re now looking to kick off our 
first round of investment. This will enable us to 
build the platform out further, add the additional 
functionality that our users are asking for and 

Product/Service: REMX: 
Music Maker
Developer: REMX LTD (Portsmouth, UK) 
Founders: James Burford-Pugh; Terry Lee; Har-
ry Walter; Andrew Black (pictured, above right)
When launched: June 2017
Targeted users/sectors: Aspiring music crea-
tors in their late teens to early thirties 

http://www.openplay.net
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kick off our first batch of paid user acquisition. 
Right now, we’re still in an early “soft launch” 
phase, this involves testing, improving and 
testing some more, with the aim of optimizing 
the experience for our users. It’s been an added 
bonus that we haven’t had to pay for any of the 
25,000+ installs we’ve had thus far, as all the 
installs for REMX are 100% organic. Users are 
finding the app from app-store searches, social 
media or word of mouth, another clear indicator 
that there is a definite demand for what we’ve 
created.

Any recent developments to announce?  
We were recently voted as the winner of Tech-
Pitch 4.5 by a panel of industry experts, investors 
and journalists. 

Current Investors: Self-funded

Contact details 
URL: www.remxapp.com 
Email: hello@bluebamboostudios.com  
Twitter: @remxapp 
Facebook:  REMXapp

How will your technology change the indus-
try you are in; what gap is it filling; what is 
the unique selling point?  
Connected toys and devices for kids have the po-
tential to revolutionize home-based learning and 
entertainment. Yoto gives kids access to amaz-
ing audio content that they can control without 
screens (pictured, above right).

How did you or the founders overcome your 
biggest fear when you realized the concept 
was becoming a business reality?  
My biggest fear was becoming a CEO again - 
something I was reluctant to do, having already 
founded and taken a company public previously. 
This had meant a lot of hard work, late nights 
and a lot of stress (and a lot of fun too!). I have a 
young family now and I am conscious that kids 
grow very fast and I don’t want to miss it because 
I am too busy working. However, when Filip 
and I came up with the idea of Yoto, it changed 
things. We saw Yoto as a way to make a posi-
tive impact on the lives of children - including 
our own. As the idea developed, we realized we 
were on to something really special that could 
potentially revolutionize the way kids listen and 
learn, through taking away screens and focusing 
on harnessing all the brilliant things about tech-
nology to empower kids. We wanted to be able to 
offer them access to a safe and secure library of 
content that is built especially for them. And for 
this reason, we decided to make Yoto a real thing 
- and I took the plunge to become a CEO again.

Product/Service: Yoto 
Developer: Yoto (London, UK)
Founders: Ben Drury; Filip Denker
When launched: November 2017
Targeted users/sectors: Kids aged 2 – 7 

http://www.remxapp.com
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How do you plan to scale your business?
The year 2017 has been all about proof of concept 
for us, through mediums such as our Kickstarter 
campaign - with which we achieved 100% 
funding in just over five days. The Kickstarter 
campaign ended in early December, so the focus 
for us now is moving into manufacture to fulfill 
the orders of the hundreds of amazing people who 
have backed us. And in 2018 we are committed 
to bringing Yoto to the masses through setting up 
retail partnerships. 
 
Any recent developments to announce?
We have recently announced partnerships 
with both the Roald Dahl Literary Estate, and 

also with University College London (through 
having been accepted onto its EDUCATE 
program). The Kickstarter campaign raised 
£33,223 (US$44,552) from a goal of £20,000 
(US$26,820).
 
Current Investors: Angel investors; Emerge 
Education

Contact details: 
URL: www.yotoplay.com
Email: ben@yotoplay.com 
Twitter: @yotoplay 
Facebook: www.facebook.com/yotoplay
Instagram: yotoplay 

Interactive Advertisement

http://www.yotoplay.com
http://www.tigerheartlondon.com
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ADVERTISING/MARKETING

Product: Nielsen Subscription Video On Demand (SVOD) Content Ratings, a streaming-TV viewing 
measurement system
Need to know because Nielsen, the pioneer in traditional linear broadcast-TV audience 
measurement systems, has struggled to convince the international TV, advertising and audience 
communities it can repeat that feat in the on-demand streaming-TV market. Basically, is it able to tell 
the industry how many people really subscribe to Netflix? With this new service, launched in October 
2017, it says it can. This is a more comprehensive version of the pilot-like service it launched in 2014. 
Creative function: TV viewing measurement 
Creative target: TV platforms; broadcasters; TV advertisers
Company: Nielsen Holdings, based in New York City, New York, US
Key executive(s): Nielsen’s President of Watch Megan Clarken
Investors/Owners: Listed on the New York Stock Exchange
Distribution platform: proprietary platform
Launched: 1923
URL: www.nielsen.com

Product: Finecast, a precise audience-targeting technology
Need to know because it was introduced by GroupM, the umbrella company for the group of media 
agencies owned by WPP Group, in September 2017. It aims to improve the precision with which 
advertisers can reach audiences in the UK’s fragmented TV landscape. It provides a single point 
from which marketers can reach the audiences who could be watching the same shows not only on 
traditional linear-TV channels, but also on multiple on-demand platforms. Additionally, it is designed 
to bypass viewers who use tech to block ads on their digital devices. 
Creative function: TV audience targeting; viewing analytics
Creative target: advertisers; marketers; brand owners; broadcasters; digital platforms
Company: Finecast, based in London, UK
Key executive(s): Finecast CEO Jakob Nielsen and Chief Product Officer Rich Astley
Investors/Owners: GroupM
Distribution platform: proprietary tech; Internet
Launched: 2017
URL: http://www.finecast.com

http://www.nielsen.com
http://www.finecast.com
http://www.razorfish.com
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Product: Sitecore, a global marketing-management service provider
Need to know because it formed the WPP-Sitecore Alliance with the WPP Group, the world’s 
leading advertising conglomerate, in October 2017. Sitecore’s tech manages the content, context and 
communication of digital campaigns at scale. The Alliance enables WPP to use Sitecore’s services 
internationally by bringing its digital-tech ad-agency subsidiaries (AKQA, Cognifide, Globant, 
Mirum, Ogilvy, POSSIBLE, VML and Wunderman) under one Sitecore umbrella. This enables 
Sitecore to provide a scalable service to WPP’s companies and their clients, instead of duplicating its 
offerings with each agency.
Creative function: digital-marketing management; digital-ad distribution
Creative target: ad agencies; marketers
Company: Sitecore, headquartered in Sausalito, California, US
Key executive(s): WPP Chief Digital Officer Scott Spirit; Sitecore CEO Mark Frost
Investors/Owners: EQT; Sitecore founders
Distribution platform: proprietary platform; cloud tech
Launched: 2001
URL: https://www.sitecore.net/en-gb

Product: PhoneWagon, the tech that tracks phone calls triggered by online campaigns
Need to know because it has raised US$1.2m in seed funding led by Birchmere Ventures. Its 
founders claim it is designed to help marketers implement their campaigns more effectively. They 
also add that, unlike other call-tracking services, PhoneWagon is much more cost-efficient for small to 
medium-sized businesses.
Creative function: marketing-strategies development
Creative target: small enterprises; advertisers; brand owners
Company: PhoneWagon, based in New York City, New York, US
Key executive(s): CEO Ryan Shank
Investors/Owners: Birchmere Ventures; Active Capital; angel investors
Distribution platform: proprietary tech
Launched: 2017
URL: https://phonewagon.com

https://www.sitecore.net/en-gb
https://phonewagon.com
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Product: Snap Publisher, a mobile-first advertising production service
Need to know because it has been introduced by Snap Inc., the owner of Snapchat, to enable 
marketers to create their own ad campaigns on the platform. The company has been under pressure to 
boost ad revenues since its IPO in March 2017 as the shares’ value keeps dipping. But Snapchat, the 
ephemeral messaging service popular among Generation Z’s young consumers, is also undergoing 
an identity crisis. It is described as a “camera company” on its website. Yet, the sales of its Snapchat 
Spectacles have been dismal.
Creative function: digital ad creativity
Creative target: advertisers; marketers; brand owners; digital publishers
Company: Snap Inc., based in Venice, California, US
Key executive(s): Co-founder/CEO Evan Spiegel; Co-founder/CTO Bobby Murphy
Investors/Owners: Listed on the New York Stock Exchange
Distribution platform: mobile app; Internet 
Launched: 2017
URL: https://www.snap.com/en-GB/

Product: SpotX, international online video-ads delivery platform
Need to know because RTL Group, Europe’s largest broadcaster, moved to become SpotX’s full 
owner in August 2017. Previously, it had owned 65%, following an investment in 2014. Complete 
ownership gives Germany’s RTL access to the type of technology that serves digital ads to publishers’ 
websites. And digital ads are currently the fastest growing advertising format, across multiple 
platforms, including streaming-TV services. It is needed at a time when the revenues from legacy-
TV advertising in RTL’s 10 European markets are declining. SpotX helps RTL diversify its revenue 
sources. 
Creative function: digital ads distribution 
Creative target: media owners; digital publishers
Company: SpotX, headquartered in Denver, Colorado, US
Key executive(s): SpotX Founder/CEO/President Mike Shehan; RTL Group Co-CEOs Bert Habets 
and Guillaume de Posch
Investors/Owners: RTL Group
Distribution platform: proprietary platform; Internet 
Launched: 2007 (as SpotXchange)
URL: https://www.spotx.tv

https://www.snap.com/en-GB/
https://www.spotx.tv
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Product: wywy, the TV-to-digital advertising analytics platform
Need to know because this German start-up was acquired by TVSquared, a
UK-based TV-ads measurement tech specialist, in November 2017. TVSquared, which also opened a 
new office in Munich at the same time, will integrate wywy’s automated system into its ADvantage 
TV service, which tracks the performance of TV ad campaigns.
Creative function: TV ad measurement; digital ad measurement
Creative target: advertisers; marketers; ad agencies; TV broadcasters
Company: TVSquared, based in Edinburgh, Scotland, UK
Key executive(s): TVSquared CEO/Founder Calum Smeaton; Chairman Chris van der Kuyl
Investors/Owners: Scottish Investment Bank; West Coast Capital
Distribution platform: proprietary platform; Internet
Launched: 2012
URL: www.tvsquared.com

ALTERNATE REALITY

Product: ADVR, a Virtual Reality (VR) advertising platform
Need to know because the monetization of VR content, which is still in its infancy, needs to be 
addressed sooner or later. ADVR uses Artificial Intelligence and Machine Learning to show ads 
in virtual environments and deliver them to the right audience. ADVR, which is still at the testing 
stage, plans to be VR-platform agnostic. But it is most likely to work with Google’s own Daydream 
platform and its Google Cardboard headset first. ADVR originated from Area 120, the name of 
Google’s in-house original-ideas incubator. And Google, which dominates the global search-
advertising sector, wants to make its mark in VR too.
Creative function: VR and AR advertising
Creative target: VR and AR content distributors; advertisers; brand owners
Company: ADVR, based in San Francisco, California, US
Key executive(s): Co-founder/CEO Arnaud Dazin 
Investors/Owners: Google
Distribution platform: Video-games engine Unity 
Launched: 2016
URL: https://www.advr.io

http://www.tvsquared.com
https://www.advr.io
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Product: Amazon Sumerian, a platform for developing Virtual Reality (VR), Augmented Reality 
(AR) and 3D apps
Need to know because e-commerce behemoth Amazon wants to enter the immersive-content 
business. It is using its highly successful on-demand cloud-computer division, AWS (Amazon Web 
Services), to offer cloud space for developers to create VR, AR and 3D apps for any digital screen 
device. With its massive financial clout, Amazon is able to offer Sumerian for free. Users only pay for 
the cloud-computing bit.
Creative function: developing virtual objects
Creative target: VR, AR, 3D developers and content creators
Company: Amazon Inc., based in Seattle, Washington, US
Key executive(s): Marco Argenti, AWS’ Vice President, Technology
Investors/Owners: Amazon Inc.
Distribution platform: cloud computing; mobile apps
Launched: 2017
URL: https://aws.amazon.com/sumerian/

Product: Bigscreen, a social VR platform
Need to know because this venture has snapped up US$11m in a Series A round of funding. The 
tech enables several users to watch the same audio-visual content, including standard films, or play 
games, on a virtual screen simultaneously. The virtual screen means Bigscreen viewers wearing VR 
headsets but located in completely different places can create a social setting by watching the same 
content and communicating with each other in real time. It aims to counter the isolation created by the 
current standard VR experience, which sees headsets totally cutting off an individual wearer from his 
or her immediate real-life surroundings. The new funding money will be used to grow the team and 
develop the technology.
Creative function: social VR
Creative target: VR content producers
Company: Bigscreen
Key executive(s): CEO Darshan Shankar 
Investors/Owners: True Ventures; Andreessen Horowitz
Distribution platform: desktop app; Internet
Launched: 2014
URL: http://bigscreenvr.com

https://aws.amazon.com/sumerian/
http://bigscreenvr.com
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Product: Dreamscape Immersive, a developer of location-based Virtual Reality (VR) attractions
Need to know because the start-up, which specializes in creating out-of-home VR entertainment, 
has nabbed US$10m in a Series B round of investment from AMC Entertainment, one of the US’ 
biggest movie-theater owners. AMC has pledged another US$10m for content production. The initial 
goal is to launch six VR centers in North America and the UK. AMC hopes Dreamscape’s technology 
will offer entertainment that might appeal to Millennial audiences not keen on traditional cinemas. 
Creative function: VR entertainment; VR attractions; live entertainment
Creative target: movie exhibitors; shopping mall operators
Company: Dreamscape Immersive, based in Los Angeles, California, US 
Key executive(s): Dreamscape CEO Bruce Vaughan; Co-Founder/CTO Caecelia Charbonnier; AMC 
Theatres Executive Vice President John McDonald
Investors/Owners: AMC Entertainment; 21st Century Fox; Warner Bros; Steven Spielberg; MGM; 
IMAX Corp
Distribution platform: movie theaters; shopping malls 
Launched: 2016
URL: http://www.dreamscapeimmersive.com 

Product: Here Be Dragons, a Virtual and Augmented Reality start-up
Need to know because the popular immersive content production unit has seen its valuation grow 
to an estimated US$55m following an injection of US$10m from investors in August 2017. The 
funding round was led by US media conglomerate Discovery Communications with contributions 
from, among others, creative-advertising guru David Droga. The cash will be used to grow the 
company, including developing its creative services. Here Be Dragons was co-founded by Chris Milk, 
who is also a co-founder of VR platform Within (formerly Vrse). 
Creative function: VR and AR content production
Creative target: brand owners; media companies
Company: Here Be Dragons, based in Los Angeles, California, US
Key executive(s): Partner/President Patrick Milling-Smith; Partner/Creator Chris Milk
Investors/Owners: Discovery Communications; David Droga; David Jones
Distribution platform: proprietary platform; Internet; VR headset; mobile apps
Launched: 2014
URL: http://dragons.org

http://www.dreamscapeimmersive.com
http://dragons.org
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Product: Magic Leap, an Augmented Reality (AR) venture
Need to know because the Florida-based AR platform, which has finally launched, had recently 
attracted US$502m in a Series D funding round led by Temasek Holdings, the Singapore-based 
investment fund. In total, Magic Leap has received about US$1.9bn in investments. High-profile 
backers include search-engine goliath Google and Chinese e-commerce giant Alibaba Group Holding. 
But more than six years after its announcement, Magic Leap One has come out from its stealth mode. 
The year 2018 is expected to reveal more after it emerged that the company has formed a partnership 
with ILMxLAB, the video-effects subsidiary of Disney’s Lucasfilm, the production studio behind the 
Star Wars movie franchise.
Creative function: AR production and distribution
Creative target: AR content and entertainment producers
Company: Magic Leap, Plantation, Florida, US
Key executive(s): President/CEO Rony Abovitz 
Investors/Owners: include Temasek Holdings; Google; Alibaba Group; Grupo Globo; Janus 
Henderson Investors; JP Morgan Investment Management
Distribution platform: Magic Leap One
Launched: 2011 
URL: https://www.magicleap.com

Product: MelodyVR, a Virtual Reality music app
Need to know because the venture, listed on the UK’s AIM stock exchange via parent company 
EVR Holdings, placed new shares last year to raise a reported £10m (US$13.5 million). Another £5m 
(US$6.75m) was raised via share sales by its co-founders. Although still in beta mode, MelodyVR 
has sealed essential deals with major music rights owners, including Warner Music Group, Universal 
Music Group, Sony Music Entertainment and Jay-Z’s Roc Nation label. The new cash will be used to 
build MelodyVR’s library of live-music and digital content and expand overseas. Singing superstar 
Adele owns share in EVR.
Creative function: VR concerts
Creative target: record labels; concert promoters; artists; music rights owners
Company: MelodyVR, based in London, UK
Key executive(s): CEO/Founder Anthony Matchett
Investors/Owners: EVR Holdings, which is listed on the UK’s AIM stock exchange  
Distribution platform: mobile app; Internet
Launched: 2015 
URL: http://melodyvr.com

https://www.magicleap.com
http://melodyvr.com
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Product: Owlchemy Labs, a Virtual Reality (VR) video-games studio
Need to know because it was acquired by Google for an undisclosed sum in 2017. Owlchemy is 
famous for Job Simulator, a popular immersive game that has been described as addictive because of 
its humorous take on working life. Google bought the company from previous investors, including 
Capital Factory, Qualcomm Ventures, HT and The Venture Reality Fund. The acquisition also 
confirmed Google’s determination to plant its mast in the VR-entertainment space. Despite requiring 
only a smartphone and cardboard, the cheap Google Cardboard headset is currently a bestseller when 
it comes to VR goggles. 
Creative function: VR games development
Creative target: gamers 
Company: Owlchemy Labs, based in Austin, Texas, US
Key executive(s): Owlchemy Labs CEO “Chief Executive Owl” Alex Schwarts; Google’s VR and 
AR engineering director Relja Markovic 
Investors/Owners: Google Inc.
Distribution platform: VR headsets; Internet
Launched: 2010
URL: https://owlchemylabs.com

Product: OTOY, developer of cinematic-standard VR and other 3D video content
Need to know because it is raising US$134m for an ambitious project called Rndr, a “render token” 
system, which will make the production of VR and other holographic images possible at a fraction 
of the current costs. This will be achieved by using GPUs (graphic processing units), which speed 
up the way computers draw high-resolution graphics, in the cloud. The standard use of quality GPUs 
currently requires companies to buy their own expensive individual supercomputers and servers. 
Rndr will be cheaper because the costs will be shared among subscribers. It will also be supported by 
blockchain, the tech associated with the Bitcoin digital currency. This ensures an accurate record of 
Rndr work ordered by clients and the associated copyrights. 
Creative function: VR graphics; 3D graphics; holograms
Creative target: VR and other 3D computer-generated graphics producers; artists; visual effects 
studios; animators; architects
Company: OTOY Inc, based in Los Angeles, California, US
Key executive(s): Founder/CEO/Chairman Jules Orbach; Co-Founder/President Alissa Granger; Co-
Founder/CTO Malcolm Taylor
Investors/Owners: include Digital Sky Technologies; Autodesk
Distribution platform: cloud computing
Launched: 2008 
URL: https://home.otoy.com

https://owlchemylabs.com
https://home.otoy.com
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Product: Elbphilharmonie, the new US$843m concert hall in Germany
Need to know because since its opening in January 2017, it has emerged that its designers 
used algorithms to design its structure and determine how the building is used. This has made 
Elbphilharmonie one of the world’s most acoustically advanced concert venues. Designed by Herzog 
& de Meuron, the top Swiss architecture house, the Hamburg-based concert hall features a sound 
map created by Yasuhisa Toyota, the famous Japanese acoustician. Their collaboration ensured the 
central auditorium, cut off from the rest of the building with optimum soundproofed walls and 10,000 
specially made panels, reflected and absorbed musical sounds to ensure ideal orchestral performances.
Creative function: live music; concerts; live performances
Creative target: concert venues; music halls; live events
Company: Herzog & de Meuron Basel Ltd, based in Basel, Switzerland
Key executive(s): Co-Founders Jacques Herzog and Pierre de Meuron
Investors/Owners: Jacques Herzog and Pierre de Meuron
Distribution platform: brick-and-mortar venue
Launched: 2017
URL: https://www.elbphilharmonie.de/en/

Product: Torch 3D, a Virtual and Mixed Reality (VR/MR) design engine
Need to know because this start-up raised US$3.5m in October 2017 to develop technology that 
enables designers and developers to create 3D concepts quickly for producing VR and MR content. 
The technology also enables designers to collaborate and share concepts remotely.
Creative function: VR, MR and 3D design
Creative target: VR, MR and 3D designers; immersive content producers
Company: Torch 3D, based in Portland, Oregon, US
Key executive(s): Co-founders CEO Paul Reynolds and CTO Josh Faust
Investors/Owners: includes Silicon Valley Data Capital; The Venture Reality Fund; Seven  
Peaks Ventures
Distribution platform: proprietary design platform
Launched: 2017
URL: https://torch3d.com

ARCHITECTURE

https://www.elbphilharmonie.de/en/
https://torch3d.com
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FASHION/LUXURY

Product: Althea, Korean beauty-and-lifestyle online destination
Need to know because ambitions to go global have attracted US$7m in a Series B round of 
funding. By focusing on developing its own branded products, Althea hopes to exploit the growing 
popularity of the Korean Wave (also known as the K-Wave), Korea’s popular culture in the form of 
music, films and TV shows, abroad. 
Creative function: beauty retail; lifestyle retail; K-Beauty
Creative target: fashion fans; fashion retailers
Company: Althea, based in Seoul, South Korea
Key executive(s): Co-Founder/CEO Frank Kang
Investors/Owners: include First Floor Capital; Korea Development Bank; InnoVen Capital
Distribution platform: Internet
Launched: 2015
URL: http://althea.kr

Product: Body Labs, creator of 3D body models shaped with Artificial Intelligence (AI)
Need to know because e-commerce giant Amazon has bought it for a reported US$50m-US$70m. 
It combines AI and body modeling to create more precise fittings for buyers of clothes, among other 
fashion-related applications. Amazon has not disclosed plans for Body Labs. But we must not forget 
the pioneering online bookseller is a major investor in fashion. It owns several clothing brands and 
recently launched Find, a high-end fashion label. Also, it has introduced Amazon Echo Look, a voice-
activated speaker that uses AI (Alexa) to take full-body selfies and effectively give advice about the 
customer’s clothing.
Creative function: apparel design; body measurement
Creative target: fashion designers; fashion retailers
Company: Body Labs, based in New York City, New York, US
Key executive(s): Co-Founder Bill O’Farrell
Investors/Owners: Amazon Inc.
Distribution platform: mobile app; Internet
Launched: 2013
URL: https://www.bodylabs.com

http://althea.kr
https://www.bodylabs.com
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Product: Fanatics, online sports fashion and merchandise retailer
Need to know because the Japanese Internet conglomerate SoftBank Group Corporation has 
led a US$1bn funding round of investment in the company. The money will be used for overseas 
expansion. The Fanatics business has successfully clinched licenses to handle the multi-billion 
dollar online fashion sales for popular sports brands, including the US professional organizations 
the National Basketball Association (NBA) and the National Football League (NFL), and European 
soccer clubs like Spain’s Real Madrid.
Creative function: sports apparel and merchandise retail
Creative target: sports organizations, clubs and teams
Company: Fanatics, based in Jacksonville, Florida, US
Key executive(s): CEO Doug Mack
Investors/Owners: include SoftBank; NBA; NFL; Silver Lake Partners; Alibaba Group Holding
Distribution platform: Internet; mobile apps
Launched: 1995
URL: http://fanaticsinc.com

Product: Pomelo, online fashion store
Need to know because Chinese e-commerce group JD.com led a US$19m investment in Polemo in 
October 2017, in what was described as the biggest Series B round for a Thai tech start-up. The move 
is said to be part of a trend that has seen Chinese conglomerates invest heavily in Southeast Asia.  
Pomelo’s unique selling point has been the focusing on its own clothing brands (as opposed to selling 
third-party ones). Even though the company already ships to 40-plus countries, the investment aims 
to help it boost its range of products and to expand significantly into the much-coveted Indonesian 
market. Pomelo is also expected to benefit from JD.com’s own ambition to expand in the region.
Creative function: fashion retail; e-commerce
Creative target: fashion designers
Company: Pomelo, headquartered in Bangkok, Thailand
Key executive(s): CEO David Jou 
Investors/Owners: include JD.com; Provident Capital Partners; Jungle Ventures 
Distribution platform: Internet; mobile apps
Launched: 2013
URL: https://www.pomelofashion.com/sg/

http://fanaticsinc.com
https://www.pomelofashion.com/sg/
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Product: Poshmark, social fashion marketplace app
Need to know because it is the beneficiary of an US$87.5m Series E round of investment that 
took place in November 2017. Led by Singapore-based fund Temasek Holdings, the funding will be 
used to develop its services, including adding Amazon’s voice-enabled Alexa tech and expanding 
internationally while retaining its status as the US’ largest social marketplace for fashion. It is very 
popular among women because it enables them to find other buyers or sellers with similar fashion 
tastes.
Creative function: fashion retail; e-commerce
Creative target: fashion brands
Company: Poshmark, based in Redwood City, California, US
Key executive(s): CEO Manish Chandra
Investors/Owners: Include Temasek; GGV Capital; Menlo Ventures 
Distribution platform: mobile app 
Launched: 2011
URL: https://poshmark.com

Product: Stitch Fix, online personal-styling service
Need to know because what is arguably one of the most successful lifestyle e-commerce 
ventures went public on the US’ NASDAQ stock exchange in November 2017 to raise US$120m. 
As an e-commerce venture, Stitch Fix’s fans say it is truly able to offer a personalized service to 
its subscribers. By December 2017, its shares had started to tumble, after disappointing first 
earning reports following the IPO. But supporters insist that is part of the inevitable adjustment 
that follows a stock exchange listing.
Creative function: online lifestyle e-commerce; personalized shopping
Creative target: fashion brand owners; fashion designers
Company: Stitch Fix, based in San Francisco, California, US
Key executive(s): Founder/CEO Katrina Lake; CTO Cathy Polinsky; Chief Algorithms 
Officer Eric Colson
Investors/Owners: listed on NASDAQ
Distribution platform: Internet; mobile app
Launched: 2010
URL: https://www.stitchfix.com

https://poshmark.com
https://www.stitchfix.com
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Product: United Wardrobe, online social fashion marketplace
Need to know because the Dutch start-up fashion store where users can “safely buy and sell 
secondhand clothing,” from apparels to accessories, has nabbed €1m in new investment from Peak 
Capital to fulfill ambitions to expand in Europe. Currently, most of its business comes from the 
Netherlands and Belgium. But it has started to receive customers in Germany and France too. Its 
technology aims to offer a true one-stop shop for international customers.
Creative function: fashion retail; e-commerce; used goods exchange; secondhand clothing
Creative target: fashionistas
Company: United Wardrobe, based in Utrecht, the Netherlands
Key executive(s): Founder Sjuul Berden 
Investors/Owners: Peak Capital
Distribution platform: Internet; mobile apps
Launched: 2014
URL: https://unitedwardrobe.com/en/home

Product: Vipshop Holdings, online fashion and lifestyle discount store
Need to know because Tencent Holdings, the Chinese Internet conglomerate establishing a 
significant presence in the global games market, is investing a reported US$604m for a 7% stake in 
Vipshop. Tencent is joined by Chinese e-commerce group JD.com, an existing Vipshop shareholder 
that is boosting its 2.5% stake to 5.5% by investing US$259m. The new investors are said to be 
impressed by Vipshop’s scalability. It is also expected to benefit from Tencent’s WeChat subsidiary. 
Creative function: e-commerce; e-retailer
Creative target: fashion and lifestyle brand owners
Company: Vipshop Holdings, based in Guangzhou, Guangdong, China
Key executive(s): Co-Founder/Chairman/CEO Eric Ya Shen
Investors/Owners: include Tencent; JD.com; DCM Ventures
Distribution platform: Internet
Launched: 2008
URL: http://www.vip.com 

https://unitedwardrobe.com/en/home
http://www.vip.com
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GAMES

Product: Razer, gaming and esports hardware maker/retailer
Need to know because after the financial support of leading venture-capital firms like Horizons 
Ventures, Intel Capital and IDG-Accel, the hardware-manufacturing favorite among gamers and 
esports players listed on the Hong Kong Stock Exchange in November 2017. The oversubscribed IPO 
generated US$500m-plus for the company. Razer is already famous for its gaming-centered laptops, 
related accessories and gadgets plus its investment in esports via Team Razer. It is also popular with 
DJs, who like using its tech for mixing and sampling. Razer will use the IPO proceeds to develop 
new gaming and esports devices, including a dedicated smartphone at a time when mobile esports is 
reported to be gaining traction. Tech development and acquisitions will also benefit from new funds. 
Creative function: gaming; esports; electronic music
Creative target: gamers; esports-event organizers; esports players; electronic-music producers
Company: Razer Inc, based in Singapore and San Francisco, California, US 
Key executive(s): Co-Founder/CEO Min-Liang Tan
Investors/Owners: Listed on the Hong Kong Stock Exchange
Distribution platform: Internet
Launched: 2005
URL: https://www.razerzone.com

LIVE ENTERTAINMENT

Product: Broker Genius, dynamic ticket-pricing platform
Need to know because the tech has won US$15m in investment from US-based Volition Capital. 
It enables the prices for unused tickets, based on dynamic pricing (where prices go up or down, 
depending on demand), to be a bit more predictable for buyers.
Creative function: ticketing; ticket pricing
Creative target: live-events organizers
Company: Broker Genius, based in Valley Stream, New York, US
Key executive(s): Founder/CEO Sam Sherman
Investors/Owners: include Volition Capital
Distribution platform: proprietary technology 
Launched: 2013
URL: https://www.brokergenius.com

https://www.razerzone.com
https://www.brokergenius.com
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Product: MovieTickets.com, online movie ticketing and information platform
Need to know because the international service has been bought by bigger US rival Fandango, 
which is majority owned by Hollywood studio NBCUniversal. The acquisition enables Fandango to 
expand within the US and Latin America, as well as into Canada, the UK, the Caribbean and Spain. 
MovieTickets.com will benefit from Fandango’s resources in Artificial Intelligence and expertise in 
distribution via mobile, social media and online stores.
Creative function: movie ticketing; box-office sales
Creative target: cinema exhibitors; movie theatres
Company: Fandango, based in Boca Raton, Florida, US 
Key executive(s): Fandango President Paul Yanover 
Investors/Owners: Fandango
Distribution platform: Internet; iOS and Android mobile apps
Launched: 2000 
URL: https://www.movietickets.com

Product: MyMusicTaste, crowdsourcing platform for concert tours
Need to know because it has raised US$11m in new funding to boost its business of organizing 
international gigs based on popular demand by fans. Selecting cities and towns based on requests by 
fans guarantees business when the artists agree to play there. The Series C fundraising round was led 
by South Korea-based investment firm KTB Network. The multi-lingual platform, which handled 
about 40 gigs internationally in 2017, will use the new funds to increase the number of concerts 
organized in 2018.
Creative function: concert promotions; touring
Creative target: concert promoters; talent agents
Company: MyMusicTaste, based in Seoul, South Korea
Key executive(s): Founder/CEO Ethan Jaeseok Lee
Investors/Owners: include KTB Network, Stonebridge; Yellow Dog; Softbank Ventures Korea; 
Samsung Ventures
Distribution platform: social media
Launched: 2013
URL: https://www.mymusictaste.com

https://www.movietickets.com
https://www.mymusictaste.com
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Product: Songkick, concerts-discovery and ticketing platform
Need to know because assets of the legally embattled start-up have been acquired by Warner Music 
Group (WMG), the major record label, for an undisclosed sum. WMG has snapped up Songkick’s 
concert-discovery tech and its trademark. But it was not involved in the ticketing business and 
the legal spat between Songkick and live-music goliaths Live Nation Entertainment (LNE) and 
Ticketmaster, which was recently resolved. Indeed, in addition to paying a reported US$110m to 
Songkick’s parent company Complete Entertainment Resources Group as part of a settlement, LNE is 
buying the ticketing platform and other Songkick assets.
Creative function: digital ticketing; tickets retail
Creative target: artists; concert promoters; ticket retailers
Company: Songkick, based in London, UK
Key executive(s): WEA President Tony Harlow
Investors/Owners: Warner Music Group
Distribution platform: mobile app; Internet
Launched: 2007
URL: https://www.songkick.com

Product: Ticketfly, online ticketing service
Need to know because it was sold to competitor Eventbrite for a reported US$200m (including 
US$150m in cash) last summer by US online radio and streaming-music operator Pandora Media, 
which bought it for US$450m in 2015. The massive loss confirms stories about Pandora’s financial 
struggles. The move comes just as Eventbrite has agreed to power a service that recommends  
concerts and other music events to Spotify subscribers.
Creative function: live entertainment
Creative target: concert promoters; live-events organizers
Company: Ticketfly, based in San Francisco, California, US
Key executive(s): CEO/Co-Founder Andrew Dreskin; COO Steve Oliver; President of Product  
Barry Grant; Vice President of People Lori Medeiros
Investors/Owners: Eventbrite
Distribution platform: Internet; iOS and Android mobile apps
Launched: 2008
URL: https://www.ticketfly.com

https://www.songkick.com
https://www.ticketfly.com
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Product: Twickets USA, fan-to-fan ticket-resale platform
Need to know because the European operation that promises to resell live-event tickets at face 
value only has expanded into the US. In addition to being supported by mega music stars like Adele 
and Ed Sheeran, Twickets has been chosen by The Pixies and sometime One Direction singer Niall 
Horan, among other artists, to handle the resale of their tickets in the US. Twickets hopes its strategy 
will thwart scalpers who resell tickets at over-inflated prices.
Creative function: digital ticketing; tickets retail; secondary ticketing
Creative target: concert promoters; ticket retailers
Company: Twickets, based in London, UK
Key executive(s): Founder/owner Richard Davies
Investors/Owners: Equity crowdfunding via Seedrs 
Distribution platform: Internet; iOS and Android mobile apps
Launched: 2011 
URL: https://www.twickets.live

Product: Verve, word of mouth-powered ticketing retailer
Need to know because it believes recommendations by people we know and trust is the most 
reliable way to market and sell live-event tickets. So, it has nabbed US$18.5m in a Series B round of 
funding to back a strategy that incentivizes fans to sell tickets to their friends. The lead investment 
firm is London-based Draper Esprit. The money will be used to expand from music festivals to other 
types of live experiences, including sports events and travel.
Creative function: live events; out-of-home experiences
Creative target: events organizers
Company: Verve, based in London, UK
Key executive(s): Co-Founders Callum Negus-Fancey and Liam Negus-Fancey
Investors/Owners: include Draper Esprit 
Distribution platform: proprietary tech
Launched: 2011 (as StreetTeam)
URL: https://verve.co

https://www.twickets.live
https://verve.co
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Product: CastBox, audio search engine for podcast fans
Need to know because the start-up has raised US$16m in new venture-capital investment 
led by China’s Qiming Venture Partners to develop its technology. It is used for searching and 
discovering podcasts, a rapidly growing sector that is now an established part of the US$65bn 
global audio-media business. And, in the US alone, the number of listeners is forecast to grow 
to 112 million in 2021 from 41 million in 2014 (Statista data). 
Creative function: audio media; digital radio; downloadable radio; content discovery
Creative target: audio-content creators
Company: CastBox, based in Beijing, China 
Key executive(s): Founder/CEO Xiaoyu Wang
Investors/Owners: include Qiming Venture Partners; IDG Capital; SIG China; GSR 
Ventures; ZhenFund
Distribution platform: iOS and Android mobile apps; proprietary digital player
Launched: 2016
URL: https://castbox.fm

MUSIC/AUDIO

Product: Dubset, music-rights clearance service
Need to know because an agreement reached with major record label Sony Music Entertainment 
in August 2017 could mean the still complex procedure for collecting royalties for samples of 
recorded music used by DJs is made a bit easier. Consequently, any time a Sony track is sampled or 
mixed in another recording, Dubset is able to trace its usage and figure out how much Sony and the 
artist should be compensated. The copyright can be identified on Dubset’s MixSCAN tech while its 
MixBANK is the section where the rights are cleared.
Creative function: music-rights licensing and clearance
Creative target: rights owners; artists; record labels; music publishers; digital-music platforms
Company: Dubset Media Holdings, based in San Francisco, California, US
Key executive(s): CEO Stephen White; Bob Barbiere, Chief Strategy Officer/Senior Vice President 
Global Licensing
Investors/Owners: include Cue Ball Capital; MediaNet; Redwood Venture Partners; Evolution 
Corporate Advisors; Neoteny 3
Distribution platform: proprietary technologies MixBANK and MixSCAN
Launched: 2010 
URL: http://www.dubset.com

https://castbox.fm
http://www.dubset.com
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Product: Epidemic Sound, music production house
Need to know because the Scandinavian start-up that has used digital tech to challenge the 
international library-music sector successfully has lured EQT, a Swedish private equity firm, to 
buy a 40% stake. Epidemic is building a robust library of original music acquired from composers 
and songwriters. The works are then licensed to users such as TV and radio broadcasters, YouTube 
channels and social-media content creators. The new funds will enable the company to expand into 
more markets.
Creative function: performance-rights licensing; synchronization rights 
Creative target: broadcasters; online video channels; online-video content producers
Company: Epidemic Sound, based in Stockholm, Sweden
Key executive(s): CEO Oscar Höglund 
Investors/Owners: EQT; Creandum; Epidemic Sound management and staff
Distribution platform: proprietary tech; Internet
Launched: 2009
URL: http://www.epidemicsound.com

Product: FUGA, digital music service provider
Need to know because the rapidly growing digital-music tech provider, specializing in digital 
rights management, analytics, marketing and licensing services for international music rights owners, 
has clinched €6m (US$7.2m) in new funding. The investment, announced in October 2017, will be 
used for international expansion, especially to the US. 
Creative function: digital-music licensing; marketing; sales; analytics
Creative target: artists; record labels; rights owners; online music stores
Company: FUGA, based in Amsterdam, the Netherlands
Key executive(s): CEO Pieter van Rijn
Investors/Owners: Undisclosed
Distribution platform: proprietary tech
Launched: 2006
URL: http://fuga.com

http://www.epidemicsound.com
http://fuga.com
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Product: Mixcloud, interactive dance-music radio and podcast platform
Need to know because the still independently owned Mixcloud has signed a licensing deal with 
Warner Music Group (WMG), the multinational record-label conglomerate. Access to WMG’s 
catalog will enhance the variety of content the platform offers its users (1 million-plus audio-content 
producers and DJs) and their listeners. Mixcloud is reportedly also in talks with WMG’s rivals: 
Universal Music Group, Sony Music Entertainment and Merlin, the agency representing the digital 
rights to the world’s independent record labels.
Creative function: music-audio creation; user-generated content
Creative target: artists; DJs; rights owners
Company: Mixcloud, based in London, UK
Key executive(s): Mixcloud Co-Founder/Director of Content Nico Perez; Ole Obermann, Warner 
Music Group Executive Vice President of Business Development and Chief Digital Officer
Investors/Owners: Mixcloud Co-Founders Nico Perez, Nikhil Shah, Mat Clayton, Sam Cooke
Distribution platform: various mobile apps, including iOS, Android, AppleTV, Sonos, Serato 
Playlist and Just Go Music
Launched: 2008
URL: https://www.mixcloud.com

Product: Kobalt, digital music-rights management service provider
Need to know because the venture, which has used digital technology to challenge the established 
recorded-music industry by empowering artists to control and manage more of their own rights, raised 
US$600m in November 2017 via its own fund called Kobalt Capital. The new money will be used to 
buy up more music copyrights and music catalogs to own and monetize. The investment was led by 
RPMI Railpen, the pension scheme for UK public transport workers.
Creative function: music rights management and licensing
Creative target: artists; music labels and publishers; rights owners
Company: Kobalt, based in New York City, New York, US
Key executive(s): Founder/CEO Willard Ahdritz; Chief Creative Officer Sas Metcalfe; Kobalt 
Capital CEO Johan Ahlström
Investors/Owners: include RPMI Railpen; GV (formerly Google Ventures); Hearst Entertainment; 
Balderton Capital; MSD Capital
Distribution platform: proprietary tech; iOS and Android mobile apps 
Launched: 2000
URL: https://www.kobaltmusic.com

https://www.mixcloud.com
https://www.kobaltmusic.com
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Product: Remix, YouTube-owned paid-for music streaming service
Need to know because it is the working name for a new audio-and-video streaming-music service 
being planned by YouTube, the Google-owned pioneering video-sharing platform that is already the 
biggest platform used by music acts to promote their recordings and live shows. The exact format 
for Remix remains unknown, but it is scheduled to launch in March 2018 and is expected to be 
subscription-funded. YouTube is advertising-funded. Remix’s fate could determine Google’s future in 
the global recorded-music sector. Previous attempts, the audio-only Google Play as well as YouTube 
Music Key, were launched with very mixed receptions. 
Creative function: digital music; streamed music
Creative target: rights owners; artists; record labels; music publishers
Company: YouTube, based in San Bruno, California, US
Key executive(s): YouTube’s Global Head of Music Lyor Cohen
Investors/Owners: Google
Distribution platform: Internet; mobile app
Launched: 2018 (scheduled)
URL: https://www.google.com/intl/en/about/

Product: Musical.ly, music karaoke platform
Need to know because the highly popular app that enables music fans to create their own music 
videos has been sold for a reported US$800m to Beijing ByteDance Technology Company. Beijing 
ByteDance, a media conglomerate, is expected to use the acquisition (announced in November 
2017) to build its own music-centered entertainment service aimed at Millennials. In February, it 
also bought Flipagram, the US social music-video app that allows users to create video stories using 
licensed music. Both Musical.ly and Flipagram will currently remain independent but make use of 
Beijing ByteDance’s Artificial Intelligence (AI) tech to automate a lot of their functions.
Creative function: music-video sharing; music-video creation; user-generated content 
Creative target: music rights owners
Company: Musical.ly, based in Santa Monica, California, US
Key executive(s): Co-Founder/President Luyu Yang; Co-Founder/CEO Alex Zhu 
Investors/Owners: Beijing ByteDance Technology Co (via subsidiary Toutiao)
Distribution platform: iOS, Android and Amazon mobile apps; AI
Launched: 2014
URL: http://musical.ly

https://www.google.com/intl/en/about/
http://musical.ly
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Product: SCORE, web portal for paying and managing music-publishing royalties
Need to know because there is now an app for the website section that gives songwriters and other 
rights holders signed to music-publishing giant Sony/ATV Music Publishing access to information 
about their royalties and other earnings in real time.
Creative function: rights management; rights monetization
Creative target: songwriters; composers; rights owners
Company: Sony/ATV Music Publishing, based in New York City, New York, US
Key executive(s): Dale Esworthy, Sony/ATV Senior Vice President, Worldwide Administration
Investors/Owners: Sony/ATV Music Publishing
Distribution platform: iOS and Android mobile apps
Launched: 2017
URL: https://score.sonyatv.com

Product: Slacker Radio, streaming-music and digital-radio service
Need to know because Slacker, one of the original streaming-music pioneers in the US, has just 
been acquired for US$50m by LiveXLive Media, the operator of a live-music streaming service 
called LiveXLive. The acquisition, via a combination of cash (US$44m) and shares, was announced 
in September 2017. A first-mover in the sector, the debt-laden Slacker has struggled as new, slicker 
rivals like Spotify and Apple Music emerged. It is reported that LiveXLive is likely to pay for the 
transaction by going public on the stock exchange. The actual plans for the Slacker business remain 
unclear. 
Creative function: digital distribution; streaming
Creative target: music rights owners; artists; concert promoters
Company: Slacker Radio, based in San Diego, California, US
Key executive(s): Slacker CEO Duncan Orrell-Jones
Investors/Owners: LiveXLive Media 
Distribution platform: Internet; iOS, Android and Amazon mobile apps
Launched: 2006
URL: https://www.slacker.com

https://score.sonyatv.com
https://www.slacker.com


DISRUPTION DIRECTORY
Outline of the latest in global groundbreaking technologies

40

Product: Symphonic Distribution, digital-music distribution service
Need to know because the 10-year-old self-funded venture, which specializes in helping artists and 
independent labels control where they distribute their music, has received US$4m in new funding 
from Ballast Point Ventures. The money will be used to boost marketing-and-sales resources and staff. 
In addition to the distribution capabilities, Symphonic clients can use the same tech to license and 
manage their copyrighted works and market tracks to boost sales. 
Creative function: digital-music distribution; licensing; marketing
Creative target: artists; record labels; online music stores
Company: Symphonic Distribution, based in Tampa, Florida, US
Key executive(s): Founder/CEO Jorge Brea
Investors/Owners: Jorge Brea; Ballast Point Ventures
Distribution platform: proprietary platform; software-as-a-service
Launched: 2006
URL: http://symphonicdistribution.com

Product: The Inspection Chamber, a voice-activated radio show
Need to know because this is among the first of a series of Artificial Intelligence-enabled 
productions being co-created by BBC R&D, the experimental unit at the UK public broadcaster, with 
audio-tech specialist Rosina Sound. The goal is to produce an interactive show in which listeners can 
contribute to the plot and narrative based on how they answer questions thrown into the storytelling.  
Creative function: audio entertainment; interactive radio
Creative target: audio content producers; radio producers; radio performers
Company: BBC R&D, based in London, UK
Key executive(s): Henry Cooke, Senior Producer/Creative Technologist at BBC R&D
Investors/Owners: BBC; Rosina Sound
Distribution platform: voice-enabled digital devices; Amazon Echo; Google Home
Launched: 2017
URL: http://www.bbc.co.uk/rd/blog/2017-09-voice-ui-inspection-chamber-audio-drama

http://symphonicdistribution.com
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Product: UMG Accelerator Engagement Network, music-based start-ups initiative
Need to know because Universal Music Group (UMG), the world’s largest recorded-music 
company by revenue, formed a global scheme dedicated to supporting innovative music-based tech 
start-ups in October 2017. The first-of-its-kind project comprises a network of experienced start-up 
accelerators worldwide with a mission to help up-and-coming entrepreneurs develop, raise funds and 
launch their concepts. They will have access to UMG repertoire as part of the development process. 
Members of the accelerator network include Axel Springer’s Plug and Play in Berlin; LeanSquare, 
based in Liege, Belgium; New York’s NYC Media Lab, and SparkLabs Group in Seoul, South Korea.
Creative function: business mentorship; music tech
Creative target: tech start-ups
Company: Universal Music Group, based in New York City, New York, US
Key executive(s): UMG Executive Vice President of Digital Strategy Michael Nash
Investors/Owners: include UMG; Axel Springer; LeanSquare; NYC Media Lab; SparkLabs Group
Distribution platform: N/A
Launched: 2017
URL: https://www.universalmusic.com/universal-music-group-launches-accelerator-engagement-
network/

Product: Pixelz, on-demand image processing platform
Need to know because the Denmark-originated venture, which aims to make high-quality 
photography editing, post-production and related services easier and cheaper, has picked up 
US$7m in new money to expand internationally. The set-up will be powered by Facebook’s ad-
targeting technology.
Creative function: photography editing, management, processing, post-production; 
software-as-a-service
Creative target: photographers; photography studios; stock-photography firms
Company: Pixelz, headquartered in Copenhagen, Denmark
Key executive(s): Co-Founders Thomas Kragelund, Janus Klok Matthesen, Tejs Rasmussen
Investors/Owners: include angel investors Anders Bjornsbo, Karsten Mathiesen; Morton Mathiesen
Distribution platform: proprietary tech
Launched: 2011
URL: https://www.pixelz.com
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Product: Snappr Photography, on-demand photography service
Need to know because it has collected US$2m in seed funding to develop a service targeted at 
consumers who want more than a selfie in their wedding albums or for the other big occasions in their 
lives. Snappr will match your needs to a high-end already-vetted local professional photographer paid 
for on a per-hour basis. Founded in Australia, the company already has offices in the US, including its 
new San Francisco headquarters.
Creative function: professional photography; location photography
Creative target: photographers
Company: Snappr, based in San Francisco, California, US
Key executive(s): Co-Founder/Head of Product & Strategy Matt Schiller; Co-Founder/Head of 
Operations & Marketing Edward Kearney
Investors/Owners: include Airtree Ventures
Distribution platform: proprietary tech 
Launched: 2016
URL: https://www.snappr.co

Product: Regaind, Artificial Intelligence-enabled photo-analytics platform
Need to know because iPhone owner Apple has bought the venture and its tech, which enables 
users to analyze all aspects of a photograph using AI to ensure its most appropriate application. Apple 
has kept pretty quiet about its acquisition, but experts are wondering whether the tech’s face-analysis 
element could later be incorporated into the recently launched iPhone X’s Face ID function. 
Creative function: image recognition; image management
Creative target: photographers
Company: Regaind, based in Paris, France
Key executive(s): Co-Founder/CEO Arnaud Laurenty; Co-Founder/CTO Guillaume Seguin
Investors/Owners: Apple Inc.
Distribution platform: proprietary AI tech
Launched: 2015
URL: https://regaind.io

https://www.snappr.co
https://regaind.io
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Product: Night Zookeeper, online writing tool for school children
Need to know because Wonky Star, the company that founded the venture, recently snapped up 
£600,000 (US$810,900) in a funding round led by Newable Private Investing (formerly known as 
London Business Angels). Night Zookeeper, which supplies schools with technology that encourages 
children to write stories and be creative, is used by 300,000 mostly elementary-school kids in the UK 
and US. The money, which comes shortly after Night Zookeeper sealed a deal with publisher Oxford 
University Press to publish some of the children’s stories globally, will be used for international 
expansion.
Creative function: book publishing; story writing; education
Creative target: schools; education establishments; book publishers
Company: Wonky Star, based in London, UK
Key executive(s): Co-Founders Joshua Davidson, Simon Burman, Mathieu Triay, Paul Hutson 
Investors/Owners: Newable Private Investing; business angels
Distribution platform: Internet; mobile app; printed books
Launched: 2011
URL: https://www.nightzookeeper.com

Product: MorphL, a machine-learning publishing platform
Need to know because it is being developed by Appticles, a UK-Romanian mobile-publishing 
service provider, with the €50,000 (US$59,992) grant it recently won from Google’s Digital News 
Initiative (DNI). The DNI is an innovation fund formed by Google with European publishers to 
use tech to support high-quality journalism. MorphL enables digital-first publishers to use Artificial 
Intelligence (AI) to measure the effectiveness of a story based on how readers engage with it via the 
screen and other User Interface, such as the keyboard. Appticles will collaborate with PressOne, a 
Romanian digital news service, on the MorphL project.
Creative function: news publishing; audience measurement
Creative target: news publishers; online publishers; digital publishers
Company: Webcrumbz (Appticles’ owner), based in London, UK
Key executive(s): Appticles CEO Ciprian Borodescu
Investors/Owners: Webcrumz/Appticles
Distribution platform: mobile digital devices; Internet
Launched: 2017
URL: https://medium.com/morphl

PRINT MEDIA/BOOKS
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Product: Facebook’s Messenger and WhatsApp, social messaging apps
Need to know because both are reportedly planning to experiment with extending their globally 
available messaging apps to small businesses. Both reach billions of users and, if a small enterprise is 
able to embed the tech into their websites, offers a viable alternative system for marketing and selling 
their brands to consumers. 
Creative function: digital monetization; digital marketing
Creative target: small to medium-sized enterprises
Company: Facebook Inc., based in Menlo Park, California, US
Key executive(s): Vice President, Messaging Products David Marcus
Investors/Owners: Facebook Inc
Distribution platform: Facebook; Internet; mobile apps
Launched: 2011 (Messenger); 2009 (WhatsApp)
URL: https://www.messenger.com

Product: Facebook, social-media corporation
Need to know because the social-media behemoth knocked the entertainment music industry 
sideways in December 2017 by announcing a music-licensing agreement with Universal Music Group 
(UMG), the world’s biggest recorded-music company. Facebook has already been challenging the TV 
entertainment business with its own channels for standard online videos and immersive 360-degree 
videos. The UMG deal means Facebook can deliver a greater variety of UMG-owned music legally 
on any content on Facebook and its other subsidiaries, such as the messaging apps Messenger, 
WhatsApp and photo-sharing platform Instagram, as well as Virtual Reality-content distributed on its 
Oculus platform. The agreement has turned out to be one of several with music rights owners.
Creative function: digital-music distribution and marketing; music video distribution
Creative target: rights owners; artists; record labels; music publishers; music marketers
Company: Facebook Inc., based in Menlo Park, California, US
Key executive(s): Facebook’s Head of Music Business Development and Partnerships Tamara 
Hrivnak; Universal Music Group’s Executive Vice President of Digital Strategy Michael Nash
Investors/Owners: Listed on NASDAQ
Distribution platform: Internet; mobile apps
Launched: 2004
URL: https://www.universalmusic.com/facebook-universal-music-group-strike-unprecedented-
global-agreement/
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Product: tbh (to be honest), anonymous social media platform
Need to know because Facebook, the ubiquitous social-media tech corporation, has agreed to buy 
the recently launched tbh for an undisclosed amount. Some media reports indicate Facebook paid less 
than US$100m for the venture. tbh, targeted at teenagers, enables users to gossip about people they 
know by answering questionnaires in a way that is positive and complimentary to the person being 
discussed. Observers believe it could become part of Facebook’s strategy to collect personal data 
about its subscribers. It could become part of Did You Know, a new feature on Facebook users’ profile 
pages. It asks users random questions designed to tease personal information out of you and claims it 
will help people “to get to know you.”
Creative function: social media; harmless gossip
Creative target: Millennials; young consumers 
Company: tbh, based in Oakland, California, US
Key executive(s): Co-founders Erik Hazzard, Michael Fiorentino Gutierrez, Nicolas Ducdodon, 
Nikita Bier
Investors/Owners: Facebook Inc. 
Distribution platform: initially iOS mobile app only; Android app to come
Launched: 2017
URL: https://tbhtime.com

Product: Pinterest, image-sharing app
Need to know because it won US$20m in new funding from You & Mr Jones, the US-based brand-
technology group, in October 2017. The money will help Pinterest enhance its innovative visual 
search engine, which consumers use to discover what brands are offering.
Creative function: photo-sharing; brand marketing
Creative target: brand owners; marketers; advertisers; marketing agencies
Company: Pinterest, based in San Francisco, California, US
Key executive(s): Co-Founder/CEO Ben Silbermann; Co-Founder/Chief Product Officer Evan Sharp
Investors/Owners: include You & Mr Jones
Distribution platform: mobile apps; Internet
Launched: 2009
URL: https://www.pinterest.com
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Product: vBrand, Artificial Intelligence-powered sports marketing start-up
Need to know because it has been acquired by TV-audience measurement giant Nielsen for an 
undisclosed amount. Nielsen has incorporated vBrand’s machine-learning tech into Nielsen Sports, 
which focuses on assessing the effectiveness of sports sponsorship campaigns. Industry observers say 
vBrand will enable Nielsen to measure a campaign’s value during live and recorded events. It will 
also enable the campaign organizers to make adjustments required while the event is still taking place.
Creative function: sports marketing; sports sponsorship
Creative target: marketers; event organizers; sports broadcasters
Company: vBrand, based in Tel Aviv, Israel
Key executive(s): CEO Yael Dor; Co-Founder/CTO Tamir Rubinsky; Nielsen Innovate’s 
CEO Dov Yarkoni
Investors/Owners: The Nielsen Company
Distribution platform: Artificial Intelligence-powered tech
Launched: 2013
URL: http://vbrandsports.com

Product: BAMTech, ultra-HD sports streaming-video tech venture
Need to know because the tech originally founded by the US’ Major League Baseball organization 
is now a majority-owned (75%) subsidiary of The Walt Disney Company. In August 2017, Disney 
paid US$1.58bn for 42% of BAMTech. The stake will be added to the 33% it bought for US$1bn in 
2016. BAMTech, which currently powers the live streaming of major sports events (like professional 
ice hockey and baseball) and entertainment (pay-TV network HBO), will be part of Disney’s future 
strategy for controlling the streaming of all its films and shows, a large portion of which are currently 
licensed to Netflix. Disney, which recently agreed to buy the movie-and-TV arm of Hollywood studio 
21st Century Fox, also hopes BAMTech will revive the viewing figures for ESPN, its now struggling 
sports-TV network. 
Creative function: sports entertainment; video on demand; streaming video
Creative target: sports-entertainment creators; sports rights owners
Company: BAMTech Media, based in New York City, New York, US
Key executive(s): CEO Michael Paull
Investors/Owners: The Walt Disney Company
Distribution platform: proprietary operating system
Launched: 2000
URL: https://www.bamtechmedia.com
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Product: Amagi, broadcast and streaming TV service provider
Need to know because the start-up, which believes that the way broadcast TV content is 
transmitted is far too expensive, has come up with a much more cost-efficient method using cloud 
technology. The Cloudport platform enables clients to deliver TV shows to viewers in any part of 
the world without the hefty cost of leasing satellite transponders. Although based in the US, Amagi’s 
origins are in Bangalore, India.
Creative function: TV transmission; TV content delivery
Creative target: TV broadcasters, platform operators and content producers
Company: Amagi, based in New York, New York, US 
Key executive(s): Co-founders Srinivasan KA, Baskar Subramanian, Srividhaya Srinivasan
Investors/Owners: include Emerald Media; Premjilnvest; Mayfield Fund; Nadathur Investments
Distribution platform: cloud computing (via proprietary Cloudport platform); satellite; Artificial 
Intelligence; fiber cable
Launched: 2008 
URL: https://www.amagi.com

Product: Layer 3 TV, multi-platform free streaming-TV platform
Need to know because this young company is going to be the gateway for T-Mobile, the US cell-
phone operator, to enter the overcrowded streaming-TV sector currently dominated by Netflix. It will 
be funded by a combination of subscription and advertising. It will be similar to traditional pay-TV 
business models, featuring both live linear-TV channels and on-demand titles. T-Mobile already 
offers its customers access to Netflix. Its rivals also want to retain their customers by bundling video 
entertainment with their telephony services. US telecoms group Sprint is offering subscribers the 
streaming service Hulu, while AT&T is bidding to take over entertainment conglomerate Time Warner 
Inc for US$85.4bn, if anti-trust regulators allow it.
Creative function: TV content delivery
Creative target: TV content producers
Company: Layer 3 TV, based in Denver, Colorado, US
Key executive(s): Layer 3 TV CEO Jeff Binder; T-Mobile COO Mike Sievert
Investors/Owners: T-Mobile US Inc.
Distribution platform: Internet; mobile app; mobile networks
Launched: 2013
URL: https://layer3tv.com
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Product: Nielsen Marketing Cloud, TV audience targeting and measurement system
Need to know because the tech that Nielsen has been using to help advertisers and ad agencies 
reach the most relevant audiences on free-to-air and cable/satellite TV has been enhanced with the 
addition of ads on smart TV to the mix. What viewers of connected smart TV are watching can be 
measured via Gracenote, the automated data-analytics and content-gathering tech Nielsen bought in 
2017 from US-based Tribune Media.
Creative function: TV audience measurement; TV audience targeting
Creative target: marketers; advertisers; ad agencies; media owners
Company: Nielsen Holdings, based in New York City, New York, US
Key executive(s): Nielsen Senior Vice President of Product Leadership Kelly Abcarian; Gracenote 
Vice President of Video Personalization Sherman Li
Investors/Owners: Listed on the New York Stock Exchange 
Distribution platform: content-recognition technology
Launched: 2016
URL: http://www.nielsen.com/uk/en/solutions/capabilities/nielsen-marketing-cloud.html

Product: Pluto TV, streaming-TV service
Need to know because this US-only service, which is accessible with no initial fees, subscriptions 
or contract, has amassed US$8.3m in new investment cash led by the Samsung Group’s venture-
capital division. Samsung’s interest in the venture, which had a valuation of US$140m in 2016, has 
not been disclosed. Pluto TV can be watched online, on mobile, on smart TV and game consoles. 
Creative function: digital distribution; streaming TV
Creative target: TV broadcasters and networks and online channels
Company: Pluto TV, based in Los Angeles, California, US
Key executive(s): Co-Founder/CEO Tom Ryan; Vice President, Content Acquisition Amy Kuessner
Investors/Owners: include Samsung Venture Investment Corporation; Sky Ventures Group; Scripps 
Network Interactive; ProSiebenSat. 1 Media 
Distribution platform: desktop computers; iOS and Android mobile apps
Launched: 2013
URL: http://free.pluto.tv
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Product: The RightsXchange (TRX), online TV rights-licensing marketplace
Need to know because it aims to be the online-only method for TV rights owners to sell the 
secondary-rights licenses required by clients who want to broadcast or stream an international show 
in their local markets. It aims to complement the existing practice of distributors traveling to different 
countries for face-to-face meetings to sell those rights.
Creative function: rights licensing; rights management
Creative target: broadcasters; online platforms; digital services
Company: Dial Square 86, based in London, UK
Key executive(s): TRX Executive Chairman David Frank; TRX CEO Matthew Frank
Investors/Owners: include Edge Investments; Sky Ventures; Channel 4 Growth Fund
Distribution platform: Internet
Launched: 2014 
URL: https://www.trx.tv

Product: Xfinity Instant TV, streaming-TV service
Need to know because it was launched by US media and cable-TV conglomerate Comcast 
Corporation in September 2017 in its bid to enter the streaming-TV sector. Available to the 
company’s broadband-Internet customers, Xfinity Instant TV is an example of the skinny-
bundle services that appeal to cord cutters (subscribers who’ve dropped their standard cable TV 
subscriptions) and cord nevers (Millennials who never understood why people pay about US$100 
a month for cable channels they never have time to watch). With a fewer number of popular TV 
channels for a much smaller monthly fee, Comcast hopes to reach consumers who might otherwise 
defect to Netflix or watch only free on-demand services online.
Creative function: digital distribution; streaming TV
Creative target: TV broadcasters and networks 
Company: Comcast Corporation, based in Philadelphia, Pennsylvania, US
Key executive(s): Executive Vice President, Xfinity Services Matt Strauss
Investors/Owners: Comcast Corporation
Distribution platform: Internet; Wi-Fi; DVR player
Launched: 2017
URL: https://www.xfinity.com/learn/instant-tv
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