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Reim
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A
u
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en

ted
 an

d
 V

irtu
al R

eality En
tertain

m
en

t.

In
teractive &

 Im
m

ersive En
tertain

m
en

t. 

En
tertain

m
en

t fo
r th

e travelers an
d

 sh
o

p
p

ers.

W
e offer a distinct blend of im

m
ersive entertainm

ent for individuals and fam
ilies at transport 

hubs and select retail venues. 

ARM
AG

A VR is a Chicagoland am
usem

ent
startup. 

O
U

R
 M

ISSIO
N

W
e seek to m

odernize travel and retail shopping experiences through im
m

ersive virtual 
reality technology.

K
EYS TO

 SU
C

C
ESS

▪
Build strong partnership w

ith custom
ers, suppliers

&
 retail venues.

▪
Sp

eed
 to

 m
arket: Becom

e the standard for retail entertainm
ent. 

▪
Recruit and retain local tech savvy staff for exceptional guest experience.

▪
M

aintain a robust library of virtual reality content across our studios.

H
ead

q
u

arters: Chicago (W
estern Suburbs)

Fo
u

n
d

er: Archie Thom
pson

S
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R
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N
T
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L

.



FO
U

N
D

ER
-LED

, IN
N
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E 

A
rchie Thom

pson
Founder/Sales/BD

•
Set strategic direction, 

oversee partnerships &
 

business grow
th. 

ED
U

CA
TIO

N

S
T

R
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T
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 P

R
IV

A
T

E
 &
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O

N
F
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N
T
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L
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EXPER
IEN

CE



SO
LU

TIO
N

IM
M

ERSIVE PH
YSICA

L EXPERIEN
CES

▪
Intense bite-sized content w

ith full im
m

ersion.

▪
O

n-dem
and and near-instant access to rew

ard 

m
om

ents. 

▪
Cost effective access to the latest technological 

innovation in im
m

ersive entertainm
ent. 

PRO
BLEM

1.
Declining attention spans and consum

er expectation of m
ore im

m
ersive physical experiences.

2.
M

illennials and G
en-Z desire for on-dem

and, personal, relevant and accessible entertainm
ent m

om
ents.

3.
Am

usem
ent park and fam

ily entertainm
ent centers lack of technology innovation, costly adm

issions &
 long w

ait (~45 to 200 m
ins). 

4.
Antiquated and shuttering am

usem
ent parks as a result of CO

VID. M
assive entertainm

ent void in the m
arketplace. 



Available VR Experiences

VR Roller Coaster
VR W

ellness &
 Relaxation 

Lounge
VR Space Racing
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are



KEY O
PERATIN

G
 M

ETRICS
◼

2019: Successfully beta-tested in both affluent (N
orthbrook 

Court) and m
iddle-class (Chicago Ridge) shopping m

alls in 
Illinois from

 April to O
ctober. Strong reception across all 

dem
ographics and incom

e-level.

◼
N

ovem
ber: Aw

arded ACDBE (Airport Concessions 
Disadvantaged Business Enterprise) certification.

◼
D

ecem
ber: Aw

arded contract at O
’H

are T-5 to open first 
VR studio.

◼
2020: Delivered strong perform

ance despite CO
VID

-19.
◼

N
om

inated for 2020 Best Innovative Consum
er Experience 

Concept or Practice by ACI (Airports Council International). 
M

ore than 15,000
experiences delivered at O

rland Sq. M
all.

Conversions/ Traffic (A
pril –

O
ctober)

Conversions/Traffic (June –
D

ec)

Tim
e of D

ay (12 noon –
9 pm

) 
TIM

E O
F D

A
Y (11 am

 –
7 pm

)

Custom
ers &

 Conversions (A
pril to O

ct)
Custom

ers &
 Conversions (as of 9/10/20)

PRIVATE AN
D CO

N
FIDEN

TIAL

2019 H
ighlights

2020 YTD
 H

ighlights

2,495
1,882

3,738

5,620 

C
onversions

L
ive

E
xperiences

A
dult

E
xperiences

K
id

E
xperiences

2,224

3,834
4,024

7,858 

C
onversions

T
otal

E
xperiences

A
dult

E
xperiences

K
id

E
xperiences

Coaster
Lounge

Flight
Space

U
pper end dw

ell tim
e based on experience category. 

Dw
ell-tim

e is longer as m
ost custom

ers tend to 
purchase m

ultiple experiences. Average dw
ell tim

e 
per custom

er is > 15 m
inutes.

O
ver 15K unique experiences delivered this year

4.5

7.5

10.0

7.5
8.0

Racing
Coaster

Lounge
Flight

Space

U
pper end dw

ell tim
e based on experience category. 

Dw
ell-tim

e is longer as m
ost custom

ers tend to 
purchase m

ultiple experiences. Average dw
ell tim

e 
per custom

er is > 15 m
inutes.

4.5

7.5

10.0

7.5
8.0

Racing

Start of trade w
ar and 

CO
V

ID
 pandem

ic shutdow
n

(W
inter and Spring)

H
eight of CO

V
ID

 Pandem
ic

(Sum
m

er and Fall)



H
O

W
 W

E M
AKE M

O
N

EY

TO
D

AY

R
evenue per hardw

are, per day: 

$170/hardw
are/day x 6

hardw
are

= $1,000/day 
(avg. ticket size of $15 x 67 (avg. guest per day)

IN
 T

H
E FU

T
U

R
E

V
R

 EX
PER

IEN
C

ES

$200/hardw
are/day x 16

hardw
are

= $3,200/day 
(avg. ticket size of $15 x 213 (avg. guest per day)



Pre-CO
VID

A
irport Studio

O
U

R STU
D

IO
 AT O

’H
A

RE A
IRPO

RT



EX
A

M
PLE O

F A
CTIV

E V
R

 STU
D

IO
Shopping M

all 
Launched June 2020 in the height of a pandem

ic



G
row

ing
D

em
and

$18.8 B (1)

M
arket size of the A

R/VR 
M

arket in 2020

S T R I C T L Y  P R I V A T E  &  C O N F I D E N T I A L .  D O  N O T  D I S C L O S E .

By 2030, 23 m
illion jobs 

w
ill be using AR/VR 

technology w
ith gam

ing 
and entertainm

ent being 
the prim

ary driver. (2)

G
RO

W
IN

G
 CO

N
SU

M
ER D

EM
EN

D
 FO

R A
M

U
SEM

EN
T W

ITH
 V

R/A
R/M

R LEA
D

IN
G

 TH
E W

A
Y (21.6%

 CA
G

R thru 2027) 2
M

A
RKET O

VERVIEW

$92.31 B (2)

Size of the VR industry by 
2027

52.1 M
 (2)

N
um

ber of people in the U
nited 

States that w
ill use virtual 

reality technology at least once 
per m

onth

SO
U

R
CES:

1.
ID

C R
esearch (https://w

w
w

.idc.com
/getdoc.jsp?containerId=prUS45679219, Nov 27, 2020

2.
O

berlo (https://w
w

w
.oberlo.com

/blog/virtual-reality-statistics) 



CO
VID

 has disrupted am
usem

ent park attendance –
causing 

pent-up consum
er dem

and for am
usem

ent. A
R, VR, XR &

 
Spatial Com

puting is transform
ing am

usem
ent.

W
e reach engaged consum

ers through 
im

m
ersive VR experiences. 
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SO
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