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Problem 

Virtual Reality (VR) is the future of digital 
entertainment. However, it’s still in its infancy 
and the current market is limited.    
 
Moreover, “Premium” VR experiences are likely 
to win over early-adopters and attract mass 
market users, but the investment costs for such 
experiences are expensive.  
 
Finally, a lack of engaging and diverse VR 
content is limiting the potential audience appeal. 
VR adoption WILL be driven by content and the 
current market offerings are slim. 



Solution 

Expand the current VR audience by creating new 
and diverse premium content. 
 
Attract “fringe” adopters to VR with content 
that’s relevant to their world. 
 
Teach “unlikely” VR creators how to use the tools 
to craft the next-generation of VR 
entertainment.  



  

Opportunity 

Like movies and music, VR has the potential to 
become a common entertainment standard. 
However, similar to movies and music variety is 
key.  
 
AVCV is focused on making high-quality, unique, 
VR content that features and serves an 
underrepresented audience. Why? Because their 
stories are of interest to everyone. 
 
Beyond generating unique VR content, our 
secondary goal is to train the next-generation of 
digital creators from minority communities 
across the US.  
 

 



As an African-American man, I bring my personal stories and perspectives to the world of gaming and VR, 
which are widely underrepresented. I've been blessed to travel the world, meet and work with people of all 
nationalities and backgrounds but the thing that makes me unique is, my view of the world. I love color and 
light, which I have tried to represent in all my work. What I hope to bring to VR and other digital platforms are 
projects that will stir people's emotions and help them see the world from different points of view.  

Diverse Creators Make Beautiful Content 

- Micah Jackson, Founder 



The Company 
AVCV Games is a South Los Angeles based, independent 
studio focused on creating immersive original content and 
IP. The goal for starting the company was simple – create 
interesting, beautifully-crafted games and entertainment 
that will appeal to a wide audience.  
 
In June of 2012, AVCV became a legal entity and work 
began on the first game project, Bugchinko. After a couple of 
years of development, Bugchinko was released in the Apple 
App Store on April 22nd, 2015.  
 
The studio is currently developing its first PC title, 
Messenger in partnership with Indie Voyage. AVCV has also 
started production on its first VR project entitled Where 
Angels Meet which was initiated by the Oculus Launchpad 
program incubator.  



Collaborators 

Abe Lee 
Concept Artist 

Brian Aller 
Lead Programmer 

Bob Quinn 
Illustrator 

Jamila Jackson 
Social Media 

Rob McKinnon 
Concept Artist 

Robert Allen 
3D Artist 



AVCV, LLC was founded to:  

Create original, class leading VR 
entertainment. 

Teach and hire the underprivileged and 
“undesirables” to make amazing digital 
content.  

Empower disadvantaged creators to 
enter and thrive in the digital landscape. 
(On their own or with AVCV) 

Our Goals 

1 

2 

3 



A Close Relationship with 
Oculus via Launchpad 

Over 15 Years of Content  
Creation Experience  
(Atari, AOL, Disney) 

A Large Network of Video 
Game and Entertainment 
Contacts 

Our Advantages 

15yrs 



Bugchinko 
(iOS) 

2015 

Messenger 
(PC) 

2017 

Where Angels 
Meet (VR) 

2018 

PIO (VR) 

2019 

Product Overview 



Market Opportunity 

According to (recent) forecast data 
from the IDC Worldwide Quarterly 
Augmented and Virtual Reality 
Headset Tracker, VR headsets will 
account for more than 90% of the 
(VR) market until 2019 while AR will 
account for the rest. 
 
VR Headset sales are growing at a 
rate of more than 50% annually and 
this will continue well through 
2021.  
 
What will these users view in VR?   
 
Source: International Data Corporation, September 2017 

22 Million 
VR users 

(2017) 

$7 billion in 
revenue for 

2017 

The VR Market 

$48.5 
Billion  

in revenue 
by 2025 

Source: Grand View Research Report 
2017 

Source: Greenlight Insights 

Source: Statista 



Content will STILL be King 

“Who could have imagined that, after those first 
movie houses opened in the late 1800’s, only a 
few decades later the motion picture industry 
would be a massive worldwide cultural and 
economic force, one that still dominates our lives 
today. I believe that’s the current potential of VR, 
with one big difference: the movie houses for VR 
are already built. Corporate giants such as 
Google, Sony, HTC and Oculus/Facebook have 
invested billions in developing and marketing 
headset technology over the past few years. It is 
now a big opportunity for content creators.” 

- John Hamilton, Venture Beat, October 2017 



It goes without saying that the revenue 
potential is great for VR. Much of the 
growth will be driven by content, after 
headset sales cool down.  

Quality VR content is the one “common” 
element that will drive VR usage and 
adoption. The appetite feeding this 
growth will ultimately be very 
profitable. 

$215 B 100M 
Worldwide Revenue 

By 2021 

Customers by 2021 

Market Opportunities 

Infographics: Statista 



At some point, half the total 
users of VR will be women. 
There is an opportunity NOW 
to create content that they 
would like.  

The mass adoption of VR will be 
influenced by people of various 
cultures and backgrounds. Why not 
create content that interests them 
now? 

50% PoC 
market share people of 

color 

Our Market Approach 
Summary: Go after the VR audience people are ignoring now. The rest will follow! 



Recruit and train the next 
generation of VR creators 

from underprivileged 
areas. 

Produce top quality VR 
content for AVCV and 

work-for-hire clientele. 

Sell our VR content across 
all current and future VR 

platforms.  

We want to train “unlikely” 
job candidates to become VR 

developers and producers. 

Business Model 

Recruit Release Production Train 



Strengths Weaknesses 

Opportunities Threats 

• Over 15 Years of Digital Content Creation 
Experience (Atari, AOL, Yahoo, Disney) 

• Close Relationship with Oculus (Launchpad) 

• Small Studio Size (Perfect for Current Market) 

• Not a Lot of Competition 

 

• Small Studio Size (Bandwidth limit for projects) 

• Current ROI is Low (VR Industry in general) 

• Primary Focus is VR and not AR (At the moment) 

• Primarily Unity Development Focused 

 

 

 

 
• Oculus Go Development (2018) 

• Oculus Santa Cruz Project Partnership (2019) 

• Windows Mixed Media Platform Development 

• Branded VR Content and Advertising 

• Location-based VR Partnerships 

• Film Studio Partnerships 

• Slow Pace of VR Adoption 

• AR Adoption Outpacing VR 

• Movie Industry Produces “In House” VR Content 

• Running Out of Money  

 

SWOT Analysis 



Production     20%  

Salaries     40% 

20%     Advertising & PR 

10%   Cash Reserve 

$ 800,000 

Investing: Seed Round 

Operations     10%  



Micah Jackson 
Chief Astronaut 

The Founder 
Micah Jackson has worked in the gaming industry for over 15 years and has nearly 20 
years of professional creative experience under his belt. He started out working for an ad 
agency, fresh out of college, doing print and web design for clients like Playboy and 
JiffyLube. He was then recruited by one of the first online, digital music services, RioPort, 
to design web pages and promotional banners. From there, he was snapped up by Atari to 
design marketing sites and rebrand their online presence. Not much later, AOL recruited 
him to launch and manage the Games sections of their new Kids and Teens portals. After 
several years of running two of the most highly trafficked sites on AOL, he was recruited 
by Yahoo Games to manage the daily editorial publishing and support marketing 
partnerships with publishers like EA and Activision. Shortly thereafter, he was recruited 
by Disney Interactive to produce online games for Walt Disney Studios. At Disney, he 
managed a team of producers and oversaw a budget of $1.5MM annually for the 
development of marketing game content. In 2012, he founded AVCV, LLC to pursue his 
own game ideas with the goal of one day running his own development studio.  
 
In January of 2017, he left his last “day job” at NASA’s Jet Propulsion Laboratory to work 
full-time on AVCV projects. 



Contact 

www.avcv.biz 

info@avcvgames.com 

twitter.com/avcvgames 

facebook.com/avcvgames 

Micah Jackson | Founder 
310-569-7329 


