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Augmented Reality Market Report: June 2016 Woodside Cap Edition

The world of technology is in a constant state of flux, and few sectors have experienced such rapid evolution in
recent years as augmented reality (AR). By June 2016, the AR market had already begun to reshape industries
ranging from retail and manufacturing to healthcare and entertainment. This comprehensive report delves into the
state of the augmented reality market as of June 2016, with a particular focus on the contributions and strategic
positioning of Woodside Cap, a leading player in the AR ecosystem.
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Introduction

Augmented reality has moved beyond the realm of science fiction into everyday applications. By mid 2016,
smartphones, tablets, and dedicated AR headsets were enabling users to overlay digital information onto the
physical world with unprecedented precision. The augmented reality market, projected to grow at a compound
annual growth rate (CAGR) of over 30% during the 2016 2020 period, attracted significant investment from both
venture capitalists and established tech giants.

This report examines the augmented reality market as of June 2016, exploring the role of Woodside Cap—a
pioneer in AR platform development—within this dynamic landscape. We analyze market segmentation, key
drivers, challenges, and emerging opportunities, providing actionable insights for investors, developers, and
business leaders.

Historical Context: The AR Landscape Before 2016

Augmented reality’s roots trace back to the 1960s with early head mounted displays, but it wasn’t until the 2010s
that AR experienced mainstream traction. The launch of the Apple iPhone 5s in 2013, followed by the introduction

of ARKit in 2017, set the stage for widespread adoption. Prior to 2016, the AR market was largely fragmented, with

a handful of niche applications in gaming (e.g., Pokémon Go), industrial training, and marketing. However, the
convergence of low cost sensors, powerful processors, and cloud computing created a fertile environment for AR
innovation.

During this period, several companies emerged as key players: Google with its ARCore, Microsoft with the



HoloLens, and Samsung with its Gear VR. Each brought unique capabilities, yet the industry still lacked a unified
ecosystem for content creation, distribution, and monetization.

Woodside Cap: Company Overview and Market Position

Woodside Cap, founded in 2012, positioned itself as a full stack AR solutions provider. The company focused on
developing a scalable AR platform that could be integrated across multiple industries. By June 2016, Woodside
Cap had secured partnerships with major OEMs, software vendors, and enterprise clients.

Core Offerings:

* AR Development Platform: A cloud based SDK that enabled developers to create cross device AR experiences
without deep expertise in computer vision.

¢ Content Marketplace: A curated library of 3D models, animations, and interactive templates tailored for
industry use cases.

¢ Analytics Suite: Real time metrics on user engagement, session duration, and conversion rates.

e Enterprise Integration: APIs and middleware to connect AR applications with existing ERP, CRM, and IoT
systems.

Woodside Cap’s strategic advantage lay in its focus on enterprise applications—particularly in manufacturing,
logistics, and healthcare—where AR could deliver tangible ROI through improved training, reduced error rates, and
enhanced collaboration.

Market Dynamics in June 2016

By June 2016, the AR market was characterized by rapid growth, intense competition, and evolving consumer
expectations. The following subsections break down the key dynamics driving the market.

Market Size and Growth

According to industry research, the global AR market reached an estimated value of $2.8 billion in 2015 and was
projected to exceed $12 billion by 2020. The CAGR of 30.5% was driven by increasing demand for immersive
experiences in both consumer and enterprise segments.

Investment Landscape

Venture capital activity in AR surged, with notable investments from firms such as Andreessen Horowitz, Sequoia
Capital, and Intel Capital. In 2016, the total funding raised by AR startups surpassed $1.2 hillion, reflecting investor
confidence in the sector’s long term potential.

Regulatory and Standardization Efforts

The lack of industry standards for AR content and device interoperability posed a challenge. In response,
organizations like the OpenAR Alliance and the Augmented Reality Standards Consortium began drafting
guidelines to facilitate cross platform compatibility.

Consumer Adoption Trends

While early AR adoption was concentrated in gaming and advertising, June 2016 saw a broader acceptance of AR
in retail, education, and tourism. Consumers increasingly expected AR to enhance product discovery, provide
contextual information, and enable virtual try ons.

Key Sectors Driving AR Adoption



The augmented reality market's growth was fueled by distinct verticals, each leveraging AR to solve unique
challenges. Below are the primary sectors that dominated the June 2016 landscape.

Retail and E Commerce

AR allowed shoppers to visualize products in real time environments. Retailers like IKEA and Lowe’s introduced AR
apps that let customers preview furniture and home improvements in their own homes.

Manufacturing and Industrial Applications

AR overlayed assembly instructions onto physical components, reducing training time and errors. Woodside Cap’s
enterprise platform was particularly popular among automotive and aerospace manufacturers for maintenance and
quality inspection.

Healthcare and Medical Training

AR facilitated surgical planning, patient education, and medical imaging. Hospitals began integrating AR into
training modules, improving procedural accuracy and patient outcomes.

Education and Training

AR transformed classroom learning by providing interactive visualizations of complex concepts. Educational
institutions adopted AR tools for subjects ranging from chemistry to history.

Marketing and Advertising

Brands used AR to create engaging campaigns, such as interactive billboards and product demonstrations. The
immersive nature of AR increased brand recall and customer engagement.

Gaming and Entertainment

Games like Pokémon Go and Ingresspopularized AR among casual users. By June 2016, the gaming sector
accounted for a significant share of AR revenue.

Technological Trends and Innovations

June 2016 marked a turning point for several key technologies that underpin AR experiences. Understanding these
trends is essential for stakeholders looking to stay ahead of the curve.

Computer Vision and Machine Learning

Advancements in object recognition, depth sensing, and real time tracking enabled more accurate and responsive
AR overlays. Companies like Woodside Cap invested heavily in machine learning models to improve scene
understanding.

Edge Computing and Low Latency Networks

AR applications required minimal latency to avoid motion sickness. Edge computing solutions, coupled with 4G LTE
networks, reduced data transmission delays, enhancing the realism of AR experiences.

Wearable AR Devices

While smartphones dominated, dedicated AR headsets such as Microsoft's HoloLens and Google’s Glass
Enterprise Edition began to gain traction in enterprise settings. These devices offered hands free operation and
higher field of view, ideal for industrial workflows.

Cloud Based AR Platforms

Cloud computing allowed for scalable content delivery and real time analytics. Platforms like Woodside Cap’s cloud



SDK enabled developers to offload heavy processing tasks, simplifying application development.

Standardization of AR Interaction Paradigms

Standard gesture controls, spatial audio, and haptic feedback were being codified to create consistent user
experiences across devices. Adoption of these standards accelerated the development of cross platform AR
applications.

Competitive Advantage and Strategic Partnerships

Woodside Cap’s success in June 2016 was rooted in its strategic alliances, technological focus, and commitment to
enterprise solutions. The following points highlight the company’s competitive edge.

Strategic Partnerships

e Hardware OEMs: Collaborations with Samsung, Sony, and Panasonic ensured seamless integration of
Woodside Cap’s SDK into a wide range of devices.

« Software Ecosystems: Partnerships with Unity and Unreal Engine facilitated easy adoption by game
developers and simulation designers.

¢ Industry Leaders: Alliances with Siemens, GE, and Bosch expanded Woodside Cap’s reach into
manufacturing and industrial automation.

Vertical Specific Solutions

Unlike many competitors that offered generic AR platforms, Woodside Cap tailored its solutions to the unique
needs of each industry. For example, its healthcare module included HIPAA compliant data handling, while its retail
offering featured advanced product catalog integration.

Robust Analytics and Monetization

Woodside Cap’s analytics suite provided actionable insights into user behavior, enabling businesses to optimize
content and monetize through subscription models or pay per use licensing.

Open Ecosystem and Community Support

By fostering an open ecosystem, Woodside Cap encouraged third party developers to build on its platform, creating
a virtuous cycle of innovation and ecosystem growth.

Future Outlook and Forecast 2016 2020

While the June 2016 report captured the market's current state, it also provided a glimpse into the future. Key
predictions included:

1. Market Expansion: The AR market was expected to surpass $15 /billion by 2020, driven by enterprise
adoption and consumer demand for immersive experiences.

2. Consolidation: The competitive landscape would likely see mergers and acquisitions as larger players sought
to acquire niche AR technologies.

3. Standardization: Industry bodies would finalize AR standards, simplifying cross platform development.

4. Emerging Use Cases: New verticals such as smart cities, autonomous vehicles, and remote collaboration
would adopt AR to enhance situational awareness.

5. Hardware Evolution: Wearable AR headsets would become more affordable and feature rich, expanding their
use beyond enterprise to mainstream consumers.

Woodside Cap’s strategic positioning—particularly its focus on enterprise solutions, strong partnerships, and
cloud based platform—placed it in a favorable position to capitalize on these trends.
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