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FAST FACTS
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Meet BiFrost™
BiFrost& D HE LY

A wearable suit that enables you to feel,
touch and hold objects naturally in virtual and

augmented reality!
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Our technology has opportunities to be applied to

multiple industries, with our initial applications involving
immersive training for hazardous heavy industries, including
aerospace/space, automotive and construction (but not
limited to).
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Telerobotics user case for UK Space
Agency,
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KEY HIGHLIGHTS
EBNATA4 b

3 successful Pilots: UK Space Agency/Harwell,
BMW, Evonik; £20K Revenue
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> A UK SPACE
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POWER TO CREATE

$320K raised from Angels ~ $ 180K grant funding
including Innovate UK, EU & Cyberport
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Cyberport

Over 30 corporate companies pre-registered their

interest to pre-order.
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Telerobotics; Immersive
Training
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VR MARKET SIZE*
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$91Bn by 2022
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$138Bn by 2025
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TARGET CUSTOMERS
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VR/AR developers,
Adopters and OEMs.
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*Seeing is believing, PwC, 2019
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HUMAN COMPUTER INTERACTION
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Anyone who has used Virtual Reality headsets will know that the controllers developed involve
trigger based interactions with rumble mechanisms that are similar to standard video game

controllers. The "haptics’ provided by these controllers are the same concept since the birth of

vibration from Nintendo in 1996.
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BUT WHAT ABOUT REAL APPLICATIONS?
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In the past decade, virtual and augmented reality technologies
have developed from research projects to relatively inexpensive
consumer products. These technologies are beginning to
be applied to various fields but are largely used today for
entertainment. Much of the reason for the consumer interest is

the engaging aspect of the technology and its ability to alter or
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This means the likelihood that society is ready to apply VR/
AR technologies to areas outside of entertainment is increasing.
Of course, an experience would become more immersive if the
technology had the power to not only engage the users’ hearing

and vision, but also their sense of touch.
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THE VALKYRIE BIFROST™



HUMAN COMPUTER INTERACTION
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At Valkyrie, our mission is simple: to recreate the humans
nervous system with technology and apply it to the way we

interact with objects in virtual simulation:s.
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Here’s how it works:
AT DEY TT,

Developers port/create

using our easy-to-use SDK.
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your body’s muscular
activation and finger tracking using
our proprietary software.
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and objects

using your hands and arms.
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Biometrics on a new level
FILAWICHBINAAFARMY IR

BiFrost understands that each user’s body is different; the way we hold, lift,

touch...and we implement this using our unique muscular calibration software

that is able to measure activation levels in your major muscles in orderto create

tailored virtual simulations!
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So, just how do we calibrate your i-
body’s muscular activation? BT
Tlr, EDLS ITHEDOHRDFEELERET 2DOTL & 5D 7 \
Answer: Machine Learning.
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Every single user’s muscular
activation levels strengthens our / =

database and trains our machine

learning algorithm. In other words,
with every new user, our algorithm
gets smarter and faster and
analysing your neurophysiology
build to deliver a more accurate
experience.
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THE WAY WE TRAIN
AR EDIFESR
BiFrost™ unlocks new ways for you to train your employees and co-workers. From hazardous chemicals to everyday

tools, you can simulate your workplace and teach your new employees time and time again with minimal risk and cost.
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THE WAY WE CONTROL

w7 EDIER

With current technologies of 5G and remote connectivity, BiFrost™ allows operators to feel and control every aspect of

a remote robotic arm as if it were an extension to one’s own body
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T — LOBREREDHER
Firing a shotgun will never be the same. With realistic recoil and 1-to-1 object manipulation, your virtual games will

never be as realistic as this.
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Multiple international partnerships and collaborations planned.
SO A—NNVN—bF—2yFTEaAFKL—aVEFE

Look who's talking about Valkyrie
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IDTechEXx Innovate UK @Discovery

Technology Strategy Board CHANNEL




MARKET STRATEGY
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FIRST PAID PILOT

UK SPACE
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VR DEVELOPERS

VR ADOPTERS
(& PARTNERS)
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Acquisition of hardwar
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SDK license
Technical support
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Our route to market strategy for the next 18-months is to lease our first development kits, BiFrost, to early adopters that
we have been in close contact with at a rate of $500/day with full technical support so we can ensure our technology

is used in the right way.
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1. H-C-1 PIONEERS H-C-ID/NAF =7

We are pioneers in disrupting human-computer
interactions and believe that we are the ones to
innovate the immersive landscape and bring users to
a 'haptic Valhalla’.
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2. AUGMENTORS F—7 X4 —X

Valkyrie was forged from the very essence of the
founders believing in technological ascension and
human augmentation. We are at the pinnacle of a
digital revolution

Valkyrield. BNDESH L 2 =< F—F XA T —
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DR IVAN ISAKOV

FOUNDER & CTO

Impenal College m
London

FOUNDER & CEO
i%
o Impenal College

“‘ VISION OF A ‘HAPTIC VALHALLA'
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OLIVER CLEVELEY-JONES
FOUNDER & CDO

3. INTELLIGENT CONTENT HM#Z¥-7=ar7vv

We are at the forefront of immersive technology and
what it allows us to achieve. It is our vision to build
upon the digital world and to enrich our virtual abilities
up and above the limits already set.
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THE ADVISORS
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BAY MCLAUGHLIN STEPHEN PAGE LEA GREGORKA

EX-APPLE & BRINC FOUNDER CEO START-UP FUNDING CLUB UK HEAD OF AUGMENTOR
Z A
°
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MANAY GUPTA ALISTAIR DREW-YEATES KATYA MILEVA
FOUNDER BRINC ECO SYSTEM MANAGER SPORTS SCIENCE DIRECTOR
° “Iﬁa', London
brinc * BARCLAYS B ey

Eagle Labs



ENGINEERING
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**Current focus with highest adoption rate

OPPORTUNITY

[l TAM
VR and AR have the potential to boost GDP ’fﬁﬁfﬁ&? $ ] 3 8 B
globally by 2030 by up to $1.5 trillion” ESTIM.VRGDP

IaYals
2025

Seeing is Believing, PwC, 2019

VR/ARIE. 2030%F £ CTICHFRIRETGDPE 15K FILF TH L LT 2 RJEEMEDH 5,
20194F PwC [Seeing is believing report| & )

With VR alone capturing $500bn with a milestone of $140bn by TRAINING s,
2025, this puts Valkyrie in an opportunistic position to generate overn $ ] 8 B 18008 1 L
2025F DSAM

$180mn revenue (1% adoption) in training over 5 years of growth.

. e s " . ESTIM.SAM
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Valkyrie is a classic case of right time, right technology, and right

market need. Our team is already ahead of the curve with a product $ 180M
that's in the market and an ever-growing customer demand. S STV SOM
Valkyrield, @YX A 2> 7 BYILREMN, BYIAHSE - XOBRENLR T —XTY, HHEDOF—LIFHHIC =

HTLARRLEGTIEEOREICL Y, TTICBREERY LTVET, 20255 DSOM
click here to read more of PwC'’s Seeing is believing report
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Why is Japan the right place for us to expand now?
S, B > THEAFFBYRTBEOTL & 55 ?

U @ @ Germany
cop 1 $69.3bn cop T $103.6bn
2 400,663 s 400,368
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20304 DVR GDP

ESTIM.VRGDP

oo
ooooooo

ssesse Japan

Japan equatesto 10% of the estimated
e :t,.g[.)p + $143.2bn GDPincrease inthe next 10 years. This

i e I is gllz'ngos’r /%);QUEKE'Fﬁ " 5 o 1094 46
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. This,combinedwiththestatisticthatover

55% of robotic systems manufactured
originate from Japan, this give us a
tremendous market opportunity to
develop our technology with great
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China

cop 1 $183.3bn

2 6,822,647

" Numgzeriof iLObS enhinczdébl;/ﬁR ﬁzn&d%/;\R by 2030 pa rtners in Close proxim ”y
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PwC research shows the potential boost to GDP from VR and AR globally and also ARy b AT LDSSRUENBERL S TH D &L

the impact that the adoption of the technology will have on employment in different countries. §+ b 7]@ i > T N ? Li‘ 6 l_/ Ly/N— l\ ﬁ_ — & _%% (Z M:_/l *:I:@EBIZ
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LANDSCAPE

At oM
ultrahaptics™

- $85.9M Total Funding (Series C)
- Acquired LeapMotion in 2019

- Patents on Ultrasonic technology
- Most established VR Haptics

>-{ haptx

- $19M Total Funding (Series B)
- Active haptic feedback

- MET19E A FLoBE£HAE (Y —X8B)
TVIOTATNTTAVITA— Ry s

- Hands only kit
- $100K cost for two-hand
system

- Development kit stage since 2013 - Microfluidic system with large

Key §trengths company
E5 R - ¥eEt85.9B L FivoEEHFEE (U —X0)
- 20194 [ZLeapMotion % B X
- Ultrasonic T CHRFETEUS
- BELIVPNANT T 4 v I %
- External pad with limited spacial
capabilities
Key Weaknesses - Basic entry model <$5K
FEHIEFR

focus

- 2013FEN HRFEF v MRS

- EERRBERERIR D B B AT /8y B
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device to procure the power
needed.
- Previously traded as Axon VR
- Automotive and home appliance  with failed Kickstarter campaign
- FEEOHLOF Y b
- WF X7 L T100,000 KL
- BEBBNERET 572D DKRET /A
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X —F v > ~_R— > TAxon VR & L TERFE

©

TESLASUIT

¢ oculus

- ~$200 RRP

- Standardised controllers

- Full body suit for <$4K
- Uses EMS technology
- Recently showcased

hand tracking and hand

- Easy to use

- ZH /TR Mg 200 FILLLF
-ZEar bn—-7—

haptics A
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- EMSHkIT % (5
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FEFEL

- Standard limited
vibrational haptics
- Entertainment oriented.

- BEOHIRIRE NS T 1 v ¥
S IVR—TA AV NER

- Trading since 2012 with

multiple failed kickstarters

- No biometric system

- Passive feedback

-Main focus is gaming

- 20126 LUK, BHDOKRKICHED -
feF¥ v o A2 —2—THRFE
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AR Gl AR
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VALKYRIE

I NDUSTRIES
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- Hands, & Arms $1.5K
Bom. Can optimise to $500
- Patented EMS technology
- DK1 built on lean £250K
funding

- Full Tactile and Force
Feedback

- Modular design

-VR & AR headset agnostic

-MIF. [l 15,000 KJLDBom, 500 F

N THRIE{CATRE

-EMSE T T EFES
SEERD ALV 250KDEBEE THEESI W

DK1

ReELMEELHDT7 41— KNy s
BV 2T
-VR/ARD i~y Kt v | IEKE

- less development time
- limited funds compared

to competitors
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While our big picture goal is to become the adopted system for VR controllers, we've narrowed £ 2 M
our focus on hitting key milestones along the way to help us earn that title. GBP

2B K FGBPD

SR TOEEIR, VROV FA—F—DBAVRTLERDLIETTN, FOFXF—ERDITAILA M=V EENRTHZ EIC

Market Validation | Much like the headsets, our technology can be applied to many B&HE
industries but our key focus at the moment is set on Training and Telerobotics as they are ready
for technology now! AZOERBE
TEDIREE : ~v Pty b EEERIC, BHOEMIEE K DERISEAAIRETT A, RERTIE, BN GEFIE->TVLS
MLV TFLRART A I RAERERZRELTVET, USE OF FUNDS
BiFrost 2 | We strive in being an innovative hardware start-up and thrive on R&D. Our second SALARIES
Development Kit is already in the works and we are hoping to launch this in the next 18 month _— wo UG 75
following our pilots 25% Begin DK2 specification
BiFrost2: YL IFFEHELN—R V27 DXX—+7 v THRETH Y BIMHERTORAICEHTVET, ROBEFEF Y MIT OVERHEADS s
TICEFH T, S0y ETRMITHEIBHATHIEY 2 FETY, 19% 8+team
Patent protection | We are hoping to push our first patent to international protection (PCT) MARKETING ==
and to submit two further patents we are writing up...with this, we will be more of a threat to 197 Seloupnimncig
. MANUFACTURING m=
the big OEMs 7%  Scale DFM
FIETIREE: S IRV OR T 2 ERNARE (PCT) ICEOCHEE L, I 0IR200RTFHEZRIFTLTWET, Zhickl IP & LEGAL ™

RFOEMIC & o THMIF L) RERBREERY T, . '
Ramp Marketing | As we have been in stealth mode protecting our IP from the likes of
Facebook and HTC, we are looking to scale this up as our Patents become more and more

YT R—TT 47 Facebook PHTCA E N D B DIPERET D2 RAT L RAE—RIZBR->TWDH, BIFNETETIEID

KON T, INEHBARLTWC ZEERFTLTLET,

6% +2 patents to be submitted
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We’ve already done the heavy lifting. From Hardware accelerators to Imperial college business school, we have

designed, developed and deployed the bulk of our technology. Now we just need help scaling and growing.
LHBITICRIEELZRIEZRIATVET, N~V T777€7L—2hBA v RYUTLALYPDEDRRARY —ILET, KiTOKEDZ&E. BFE. ERLE L.
G BRI U Y T ERROXIREHEL LTLET,

We've validated demand for our product. With over 30 corporate companies wanting our technology ranging from

VR developers, OEMs like Facebook and HTC and Adopters.
LHIBERICHTIBEELEIEL TWET, VRFEFKE. FacebookPHTCH EDOEM, 74 74—/ &£ O 2 KD TV B BEF30EUEICEY 9,
We have a clear tech advantage in the haptic market. No one understands human physiology like we do, and our

biometric database only gets stronger each day.
HHENT T4 v /HBICEVTHEGETNAISZH>TOET, HHEFCAHERBFZEBEL TV IREEHY FEA, TLTNNMAA NI I RDT —RZR=X (LR 41

SHTLET, , _ _
A Rockstar team like none other. From Imperial College to UCL and RCA, we have a fully committed team of founders

from top British universities and diverse tech backgrounds.
IcHEZRBEVWAY I RE—F—L, AR TILAL Y IHBUCLRRACE TERED kv 7RKETORE L LRIy 77 Z 70 FEFORILELLICL2EHLES
F—LhHY ET,

For more information about this investment opportunity, please contact:

Kourosh, CEO, kourosh@valkyrie-vr.com
CDIXEBESICET 25EMIE. CEODKousosh (kourosh@Valkyrie-vr.com) F CITEIZL 723 Ly,



