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APPROACH 

Zylter works with market leaders and innovative 

product developers to turn emerging technol-

ogies into value-creating capabilities for logis-

tics, engineering  and defense. We seek out 

and excel at global projects that provide tai-

lored solutions requiring analysis, design and 

engineering to deliver tailored products.  

 

We look forward to finding out how we can 

address your emerging technology needs. 
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Engineering 

Data-driven strategy, 

design & development 

based on tailored   

methodologies 

Engineering Design Analysis 

User-centered products 

and multi-media       

resources through        

collaboration  

Standardized processes 

for planning and       

execution of customized 

tech solutions 
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ANALYSIS 

Zylter applies tailored methodologies to 

guide tech market and capability de-

velopment. We enable growth by 

providing analyses of commercial tech-

nologies, needs and markets that are: 

 Multi-Disciplinary: Applying diverse back-

grounds to address all socio-technical as-

pects of tech uses and markets 

 Systematic: Rigorous analysis based on 

proven methodologies and best practices 

 Un-Biased: Well-supported conclusions 

and recommendations that client investors 

and stakeholders can trust 

 Globally Aware:  Perspectives from Zylter's 

international network of experts and advi-

sor to  identify and assess global trends 



 

                                                                                     

                                                 ylter s 

 or site of the  uture        construct explains ho  emerging 

technology impacts and interacts  ith other  ey facets of com 

mercial operations   hese aspects dictate the potential for suc 

cessful use of       technology and are used to prioritize poten 

tial applications  

                                                            e 

cent and emerging applications of    and    technology share 

common traits that indicate promising applications for  alespin to 

pursue   hese factors should guide identi cation and prioritization 

of possible commercial applications for  alespin to pursue  

                                            ach potential appli 

cation of       technology represents a discrete use  and capabili 

ties re uired to address associated needs   ach potential applica 

tion is identi ed and described here for further assessment   

                                                          ach 

potential application is primarily associated  ith one of the four 

general categories described in Step     dentifying the category is 

re uired to determine the  ey indicators to loo  for  

                                      roviding the       technol 

ogy  to address each application re uires a speci c set of capabili 

ties   ach application is scored  -  based on the assessed  alespin 

capability to address each      aspect associated  ith the appli 

cation   he assessment criteria are listed belo  the table  

                                                ectively esti 

mating the total mar et      and total addressable mar et       

re uires educated assumptions about the expected use of    sys 

tems   hese assumptions are applied to calculate the    and     

for each application  

                                                  Determine 

mar et size for an application re uires identifying the number of 

 rms and employees  ithin each applicable industry   his step 

identi es applicable industries by the     S code and uses to  u 

reau of  abor Statistics    S   statistics to estimate mar et size  

  

  

  

  

  

  

  

  
                            enerating total mar et estimates re 

 uires applying both industry data and the educated assumptions  

 ompile the industry values and apply the assumptions  from Step 

   to calculate the     for a given application in number of  rms, 

number of  or ers and total monetary value  

  
                                    inal prioritization of applica 

tions based on  alespin capabilities and the estimated  otal  ar 

 et to identify the priority applications for further analysis and de 

velopment   ther factors should also inform prioritization, such as 

current capabilities and barriers to entry   

                                  

 ylter s   or site of the  uture construct 

identi es the  ey aspects of commercial 

operations that in uence and are impact 

ed by emerging technology   he      as 

pects provide a practical structure to de 

termine the  ey considerations for priori 

tizing potential       applications for 

 alespin to pursue, as  ell as capabilities 

needed to e ectively address them  
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 Applications Types

Inform-

ative

Training/ 

Knowledge 

Transfer

Data as An 

Experience

Field Data 

Collection

Tasks/ 

Processes
Organizations

Users / 

Audience

Operating 

Enviro

TALESPIN 

Capabiltiy 

Assessment 

(0-12)

 Firms 

(millions) 

 Workers

(millions) 

Total Industry 

Sectors

 (3-digit NAICS 

sector)

Total Firms 

(millions)

Total 

Workers 

(millions)

Average 

Worker Salary

( $1,000s)

In situ Product 

Visualization
X 2 2 3 3 10 4.67       88.3                     53 4.7                 88.3          47.3$           

Virtual Product

Observation
X 2 2 2 3 9 4.04       78.8                     45 4.0                 78.8          49.7$           

Product 

Cataloguing
X ? ? ? ? 0 3.80       76.3                     49 3.8                 76.3          46.4$           

Inserted

 Advertising
X ? ? ? ? 0 1.89       36.0                     29 1.9                 36.0          51.1$           

Interactive Advertising X ? ? ? ? 0 1.89       36.0                     30 1.9                 36.0          51.1$           

Recognition & Targeting X ? ? ? ? 0 1.47       17.1                     11 1.5                 17.1          60.3$           

Retail 

Experience
X ? ? ? ? 0 1.11       27.4                     16 1.1                 27.4          25.8$           

Training X 3 3 3 3 12 5.17       104.9                   71 5.2                 104.9       48.7$           

Experiential 

Education 
X 3 3 3 3 12 1.77       34.3                     11 1.8                 34.3          60.9$           

 Systems Analysis & 

Understanding
X 2 3 3 3 11 3.07       69.2                     56 3.1                 69.2          57.5$           

Field-Based 

Data Collection
X 2 1 2 2 7 3.85       75.1                     51 3.8                 75.1          46.0$           

Task

Improvement
? ? ? ? 0 3.07       62.8                     43 3.1                 62.8          61.1$           

Cooperative Execution ? ? ? ? 0 3.61       72.7                     50 3.6                 72.7          57.6$           

Entertainment 3 3 3 3 12 0.69       19.1                       8 0.7                 19.1          22.6$           

Events &

Experiences
2 2 2 2 8 0.69       19.1                       8 0.7                 19.1          22.6$           

Added information to replicate or augment entertainment events

APPLICATION

Increase understanding and analysis of complex systems and interactions

Use of location-based guides and routes to support task execution

Enhancing task or process execution by making things more efficient, effective and/or 

safe

Improving cooperative execution of tasks or processes through connection and 

synchronization of actors

Enhancing consumer entertainment through more immersive experience

Virtual or augmented advertising with some form of interaction

Recognition of entities (people, objects, etc.) and associated descriptive information

Providing a retail shopping experience with additional information (e.g., product 

suggestions)

Improving training by practicing real life situations

Education through immersive experiences and associated information

Observing a product  or activity in its environment or environments

Observing and manipulating a virtual model of an item, product or prototype

Summary Description

Seeing a localized directory of items or products offered

Advertising as part of the augmented or virtual environment

 TALESPIN CURRENT CAPABILITIES BY 

APPLICATION ASPECT  TOTAL U.S. MARKET 

TALESPIN AR/VR 

USE CATEGORY

    

Tasks Characteristics Organization Users / Audiences Operating Environment 

Informative 
Commercial use pf VR and AR 
technology to provide an im-
mersive understanding of prod-
ucts, their operations and the 
value they deliver. 

•Multi-Faceted: Requires demonstration of product 
features not easily demonstrated with 2- / 3-
deminsional representation 

•Tech-Savvy: Comfortable and likely experienced 
with using technology to support marking efforts 

•Experience-Oriented: Key audiences are influ-
enced by realistic experiences 

•Live Demonstration Impractical: Demonstrating 
products in actual operation would require observ-
ing complex, remote or dangerous operations 

•Multi-Iterative: Requires demonstrating multiple it-
erations of a product in varying environments 

• Innovative: Comfortable with trying new or novel 
tactics to promote products and ideas 

• Design-Focused: Interested in ability to executing 
detailed  examination of specific design features 

•Varied Product Environments: Demonstrating 
product use requires considering a varied set of po-
tential operating environments and conditions 

• Aspirational Features: Requires displaying features 
that do not yet exist in reality 

•Brand-Conscious: Cognizant of the value of emerg-
ing technology to reinforce brand image 

•Tech-Curious: Interested in and open to consider-
ing emerging technology resources to enhance ef-
fectiveness 

•Varied Demonstration Locations: Product demon-
stration executed in a wide range of locations and 
settings where transport and set up of live displays is 
impractical 

Training/  

Knowledge 
Transfer 

Applying to AR and VR technol-
ogy to replicate key tasks, pro-
cesses and operating environ-
ments to reduce the cost and 
increase the effectiveness of 
training.  

•Complex: Execution requires numerous actions and 
judgements that require significant repetition to mas-
ter 

•Process-Focused: Success dependent on effective 
and standardized execution of processes fundamen-
tal to organization success 

•Emerging Talent: Growing portion of  young (e.g. 
millennial) talent that seeks more dynamic engage-
ment with tasks and processes 

•Extreme Operating Conditions: Live training re-
quires exposing trainees to operations that are re-
mote, complex, time-sensitive or risky 

•Risky: Live task or process execution poses signifi-
cant risk to persons or equipment 

•Remote Operations: Live training and knowledge re-
quires costly access to remote or dangerous locations 

•Transitioning Workforce:  Facing imminent loss of 
institutional knowledge and skills due to rapidly ag-
ing  or force  e g  “brain-drain”   

•Dispersed: Requires task or process execution at 
many dispersed or remote locations by separate ac-
tors or groups 

•Costly: Executing required training in a live environ-
ment requires significant cost (time, etc.) 

•Dispersed: Requires training and transfer of 
knowledge between distributed groups and actors 

•Tech-Adaptable: Open to applying  training meth-
ods enabled by emerging technology 

•Varied Operating Environments: Requires task or 
process execution in a wide range of environments 
and conditions that must be replicated for effective 
training 

Data as an  

Experience 

Leveraging the immersive pow-
er of AR and VR technology to 
explore complex sets of infor-
mation and make decisions 
through a multi-dimensional, 
dynamic and interactive experi-
ence. 

•Robust Data: Numerous types of data with complex 
internal relationships not easily visualized with tradi-
tional 2-D display 

•Data-Driven: Value robust data and information to 
guide key decisions 

•Analytic: Working knowledge of data manage-
ment and analysis methods 

• Innovative: Encourages application of new or nov-
el techniques opt improve analysis and decision 
making 

• Complex Interactions: Requires communicating ab-
stract concepts to an audience to aid in understand-
ing 

•Tech-Experienced: Possess previous experience us-
ing technology to support analysis & decision-making 

• Experience-Oriented: Key audiences are influ-
enced by viewing or experiencing complex phe-
nomena through realistic experience 

• Collaborative: Supports exploring, analyzing data 
and sharing insights in and across teams or groups 

• Multi-Faceted System: Includes many discrete but 
interdependent actors, actions or timelines 

• Innovative: Comfortable with trying new or novel 
tactics to promote products and ideas 

• System Thinkers: Value detailed and interactive 
view of complex systems and interactions 

•Tech-Supported: Has the technical resources to en-
able fluid interaction with technology and applica-
tion on insights in the business management process 

Field Data  

Collection 

Spatialized and intelligent tag-
ging of information in three-
dimensional environment to 
denote actions, features or 
other location-specific aspects 
of an operation 

•Spatially Dependent: Have an explicit spatial com-
ponent or are dependent on exact location in space 

•Process-Focused: Organization success dependent 
on effective and standardized execution of processes 

•                  Understand how discrete ac-
tors and actions integrate to execute processes 

•Spatially-Focused: Has numerous features that lo-
cating or "tagging" in 3-deminisional space 

• Multi-Actor: Executed by multiple actors that re-
quire a common understanding of actions and their 
locations in space 

• Information-Driven: Value importance of robust in-
formation to guide actions, processes and decisions 

•Tech-Adaptable: Open to applying  training meth-
ods enabled by emerging technology 

• Stable: Key aspects or features of the operating 
environment are relatively unchanged over time and 
allow effective tagging and use of virtual information 

• Standardized: Requires uniform execution over time 
and various actors 

•Tech-Enabled: Possess previous experience using 
applying technology to execute, manage or synchro-
nize processes 

• Spatially Aware: Understand of actors, actions 
and technology must interact in space to support 
processes 

Technology-Enabled: Has the technical resources 
and infrastructure to enable fluid use of AR/VR tech-
nology and application in process execution 
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Total Industry 

Sectors

 (3-digit NAICS 

sector)

       53         45       49       29           30        11        16          71          11               56              51        43        50           8           8 

Total Firms 

(millions)
4.7      4.0       3.8     1.9     1.9         1.5      1.1      5.2        1.8        3.1             3.8            3.1      3.6      0.7      0.7      

Total 

Workers 

(mil)

88.3    78.8     76.3   36.0   36.0       17.1    27.4    104.9    34.3      69.2           75.1          62.8    72.7    19.1    19.1    

Average 

Worker Salary

( $1,000s) 47.3    49.7     46.4   51.1   51.1       60.3    25.8    48.7      60.9      57.5           46.0          61.1    57.6    22.6    22.6    

 NAICS   

CODE NAICS DESCRIPTION

NUMBER 

OF FIRMS EMPLOYMENT

AVG 

EMPLOYEES / 

FIRM

AVG

SALARY / 

EMPLOYEE

531 Real Estate 257,180 1,496,575 6 48,665$                X X X X X X X X X X X

512 Motion Picture and Sound Recording Industries21,914 405,464 19 41,420$                X X X X X X X X X X

541 Professional, Scientif ic, and Technical Services790,153 8,619,574 11 77,170$                X X X X X X X X X X

713 Amusement, Gambling, and Recreation Industries65,028 1,552,567 24 20,640$                X X X X X X X X X X

721 Accommodation 53,337 1,998,716 37 27,485$                X X X X X X X X X X

448 Clothing and Clothing Accessories Stores58,560 1,736,053 30 17,465$                X X X X X X X X X

452 General Merchandise Stores 8,117 2,836,283 349 22,217$                X X X X X X X X X

453 Miscellaneous Store Retailers 81,968 750,557 9 20,608$                X X X X X X X X X

454 Nonstore Retailers 58,443 606,727 10 47,524$                X X X X X X X X X

488 Support Activities for Transportation32,379 656,573 20 49,323$                X X X X X X X X X

712 Museums, Historical Sites, and Similar Institutions7,039 143,298 20 31,881$                X X X X X X X X X

811 Repair and Maintenance 195,046 1,226,603 6 38,169$                X X X X X X X X X

339 Miscellaneous Manufacturing 25,199 540,995 21 54,576$                X X X X X X X X

487 Scenic and Sightseeing Transportation2,573 25,312 10 34,742$                X X X X X X X X

511 Publishing Industries (except Internet)19,148 873,673 46 103,765$              X X X X X X X X

519 Other Information Services 9,742 248,637 26 153,109$              X X X X X X X X

532 Rental and Leasing Services 23,330 491,670 21 47,399$                X X X X X X X X

561 Administrative and Support Services313,940 10,200,517 32 36,776$                X X X X X X X X

61 Educational Services 87,877 3,562,364 41 36,399$                X X X X X X X X

622 Hospitals 3,592 5,775,571 1608 57,598$                X X X X X X X X

711 Performing Arts, Spectator Sports, and Related Industries47,368 474,256 10 75,076$                X X X X X X X X

236 Construction of Buildings 198,159 1,180,974 6 57,933$                X X X X X X X

315 Apparel Manufacturing 6,823 106,371 16 27,013$                X X X X X X X

316 Leather and Allied Product Manufacturing1,140 25,438 22 34,618$                X X X X X X X

321 Wood Product Manufacturing 11,952 365,402 31 39,326$                X X X X X X X

323 Printing and Related Support Activities24,956 458,838 18 43,895$                X X X X X X X

331 Primary Metal Manufacturing 3,630 394,367 109 61,898$                X X X X X X X

332 Fabricated Metal Product Manufacturing50,941 1,425,859 28 51,194$                X X X X X X X

441 Motor Vehicle and Parts Dealers 81,410 1,837,140 23 43,913$                X X X X X X X

442 Furniture and Home Furnishings Stores33,376 429,073 13 29,917$                X X X X X X X

443 Electronics and Appliance Stores 25,471 409,802 16 27,621$                X X X X X X X

444 Building Material and Garden Equipment and Supplies Dealers50,936 1,265,728 25 30,167$                X X X X X X X

445 Food and Beverage Stores 115,851 3,016,828 26 21,442$                X X X X X X X

481 Air Transportation 2,614 428,799 164 67,133$                X X X X X X X

483 Water Transportation 1,260 68,450 54 77,246$                X X X X X X X

484 Truck Transportation 103,033 1,392,607 14 46,911$                X X X X X X X

486 Pipeline Transportation 222 0 0 #DIV/0! X X X X X X X

517 Telecommunications 8,813 1,043,324 118 75,129$                X X X X X X X

524 Insurance Carriers and Related Activities134,700 2,369,373 18 76,531$                X X X X X X X

221 Utilities 5,917 637,840 108 96,546$                X X X X X X

311 Food Manufacturing 22,832 1,438,983 63 41,005$                X X X X X X

312 Beverage and Tobacco Product Manufacturing6,141 171,192 28 51,637$                X X X X X X

313 Textile Mills 2,066 104,150 50 40,515$                X X X X X X

314 Textile Product Mills 5,997 113,128 19 35,063$                X X X X X X

326 Plastics and Rubber Products Manufacturing9,678 723,625 75 46,465$                X X X X X X

327 Nonmetallic Mineral Product Manufacturing9,387 359,425 38 50,982$                X X X X X X

424 Merchant Wholesalers, Nondurable Goods98,760 2,288,967 23 64,349$                X X X X X X

425 Wholesale Electronic Markets and Agents and Brokers42,858 295,026 7 52,718$                X X X X X X

485 Transit and Ground Passenger Transportation16,859 479,780 28 25,992$                X X X X X X

493 Warehousing and Storage 7,357 760,982 103 42,443$                X X X X X X

515 Broadcasting (except Internet) 4,619 267,130 58 81,469$                X X X X X X

521 Monetary Authorities-Central Bank 12 18,788 1566 106,949$              X X X X X X

522 Credit Intermediation and Related Activities40,203 2,791,279 69 70,968$                X X X X X X

523 Securities, Commodity Contracts, and Other Financial Investments and Related Activities61,230 891,942 15 207,078$              X X X X X X

525 Funds, Trusts, and Other Financial Vehicles1,030 7,331 7 139,285$              X X X X X X

551 Management of Companies and Enterprises26,885 3,235,958 120 108,228$              X X X X X X

621 Ambulatory Health Care Services483,477 6,721,047 14 55,438$                X X X X X X

623 Nursing and Residential Care Facilities37,636 3,427,067 91 26,826$                X X X X X X

813 Religious, Grantmaking, Civic, Professional, and Similar Organizations298,653 2,755,525 9 30,023$                X X X X X X

213 Support Activities for Mining 12,454 423,259 34 87,581$                X X X X X

237 Heavy and Civil Engineering Construction36,108 898,858 25 68,884$                X X X X X

238 Specialty Trade Contractors 420,784 3,625,314 9 52,163$                X X X X X

333 Machinery Manufacturing 21,448 1,062,688 50 59,626$                X X X X X

334 Computer and Electronic Product Manufacturing11,332 820,002 72 81,539$                X X X X X

336 Transportation Equipment Manufacturing9,808 1,418,898 145 65,840$                X X X X X

337 Furniture and Related Product Manufacturing14,957 354,492 24 39,381$                X X X X X

423 Merchant Wholesalers, Durable Goods169,566 3,382,754 20 71,538$                X X X X X

451 Sporting Goods, Hobby, Musical Instrument, and Book Stores31,147 559,673 18 17,751$                X X X X X

518 Data Processing, Hosting, and Related Services9,520 526,302 55 91,541$                X X X X X

624 Social Assistance 131,683 2,928,353 22 21,487$                X X X X X

722 Food Services and Drinking Places455,901 10,793,212 24 16,078$                X X X X X

113 Forestry and Logging 8,399 54,183 6 43,276$                X X X X

211 Oil and Gas Extraction 6,646 137,839 21 136,800$              X X X X

212 Mining (except Oil and Gas) 3,812 197,873 52 74,392$                X X X X

322 Paper Manufacturing 2,718 351,976 129 59,656$                X X X X

114 Fishing, Hunting and Trapping 2,625 7,467 3 51,416$                X X X

324 Petroleum and Coal Products Manufacturing983 101,905 104 99,232$                X X X

325 Chemical Manufacturing 9,597 750,005 78 78,520$                X X X

533 Lessors of Nonfinancial Intangible Assets (except Copyrighted Works)2,357 33,127 14 104,192$              X X X

562 Waste Management and Remediation Services17,670 378,807 21 53,723$                X X X

115 Support Activities for Agriculture and Forestry10,142 94,713 9 36,449$                X X

447 Gasoline Stations 65,651 904,084 14 19,107$                X X

492 Couriers and Messengers 8,496 540,516 64 43,712$                X X

812 Personal and Laundry Services 182,275 1,364,993 7 23,235$                X X

KEY ASSUMPTION REQUIRED TO ASSESS THE TOTAL ADDRESSABLE MARKET (TAM)

Assumption Description Considerations Value

Total Market 
Assessment 

Method

▪ Method used to estimate 
the total market 

▪ NAICS captures U.S. firms and 
workers by industry

▪ Appropriate for assessing 
commercial AR/VR applications 

▪ NAICS industry data 
by 3-digit sector

Technology 
Penetration 

Rate

▪ Expected percentage of 
firms that will accept AR/VR 

technology in the next five 
years

▪ Is likely industry-specific
▪ Need to determine major factors 

dictating penetration

▪ TBD 
▪ Will assess in Task 3 
▪ Need Talespin input

System-to-
Person Ratio

▪ The number people are 
supported by a single 

“system”

▪ Dictates the number of systems 
that a commercial customer will 

buy to 
▪ May be application- and industry-

specific

▪ TBD 
▪ Will assess in Task 3 
▪ Need Talespin input

Average Sale 
Price per 

AR/VR System 
Unit

▪ Amount of revenue 
Talespin can expect to 

make from selling a single 
unit

▪ Needed to estimate the TAM In 
revenue terms

▪ TBD 
▪ Will assess in Task 3 
▪ Need Talespin input

Average 
Per-Person 

AR/VR 
Expenditure 

▪ Average amount that a 
company is willing to spend 

on AR/VR on a per-person 
basis

▪ Likely requires direct engagement 
with likely customers to estimate

▪ TBD 
▪ Will assess in Task 3 
▪ Need Talespin input

Talespin Share 
of Application 

Market

▪ Expected portion of the 
TAM that  Talespin can 

expect to win

▪ Depends on expertise, barriers to 
entry, tactical execution and 

other determining actors

▪ Need Talespin input

 Applications Types

Inform-

ative

Training/ 

Knowledge 

Transfer

Data as An 

Experience

Field Data 

Collection

Tasks/ 

Processes
Organizations

Users / 

Audience

Operating 

Enviro

TALESPIN 

Capabiltiy 

Assessment 

(0-12)

 Firms 

(millions) 

 Workers

(millions) 

Total Industry 

Sectors

 (3-digit NAICS 

sector)

Total Firms 

(millions)

Total 

Workers 

(millions)

Average 

Worker Salary

( $1,000s)

In situ Product 

Visualization
X 2 2 2 2 8 4.67       88.3                     53 4.7                 88.3          47.3$           

Virtual Product

Observation
X 2 2 2 2 8 4.04       78.8                     45 4.0                 78.8          49.7$           

Product 

Cataloguing
X 3 2 3 2 10 3.80       76.3                     49 3.8                 76.3          46.4$           

Inserted

 Advertising
X 1 1 1 1 4 1.89       36.0                     29 1.9                 36.0          51.1$           

Interactive Advertising X 2 1 1 1 5 1.89       36.0                     30 1.9                 36.0          51.1$           

Recognition & Targeting X 3 3 3 3 12 1.47       17.1                     11 1.5                 17.1          60.3$           

Retail 

Experience
X 2 1 1 2 6 1.11       27.4                     16 1.1                 27.4          25.8$           

Training X 3 3 3 3 12 5.17       105                      71 5.2                 104.9       48.7$           

Experiential 

Education 
X 3 3 3 3 12 1.77       34.3                     11 1.8                 34.3          60.9$           

 Systems Analysis & 

Understanding
X 1 2 2 2 7 3.07       69.2                     56 3.1                 69.2          57.5$           

Field-Based 

Data Collection
X 3 3 3 3 12 3.85       75.1                     51 3.8                 75.1          46.0$           

Task

Improvement
2 2 2 2 8 3.07       62.8                     43 3.1                 62.8          61.1$           

Cooperative Execution 3 3 3 3 12 3.61       72.7                     50 3.6                 72.7          57.6$           

Entertainment 3 3 3 3 12 0.69       19.1                       8 0.7                 19.1          22.6$           

Events &

Experiences
2 2 2 2 8 0.69       19.1                       8 0.7                 19.1          22.6$           

TALESPIN AR/VR 

USE CATEGORY

Advertising as part of the augmented or virtual environment

 TALESPIN CURRENT CAPABILITIES BY 

APPLICATION ASPECT  TOTAL U.S. MARKET 

Added information to replicate or augment entertainment events

APPLICATION

Increase understanding and analysis of complex systems and interactions

Use of location-based guides and routes to support task execution

Enhancing task or process execution by making things more efficient, effective and/or safe

Improving cooperative execution of tasks or processes through connection and synchronization of actors

Enhancing consumer entertainment through more immersive experience

Virtual or augmented advertising with some form of interaction

Recognition of entities (people, objects, etc.) and associated descriptive information

Providing a retail shopping experience with additional information (e.g., product suggestions)

Improving training by practicing real life situations

Education through immersive experiences and associated information

Observing a product  or activity in its environment or environments

Observing and manipulating a virtual model of an item, product or prototype

Summary Description

Seeing a localized directory of items or products offered

SCORE

3

2

1

n/a

?

Extensive Experience with Application Aspect: Demonstrated mastery of the 

application aspect based on demonstrated commercial success (e.g. commericalized 

product for application)

Some Experience with Application Aspect: Familiarity with the application aspect 

based on market interactions and initial product development (e.g. prototype product for 

application)

Limited Experience with Application Aspect: Conceptual or general knowledge of the 

application aspect based on market research or limited interactions

No Experience or Knowledge of Application Aspect

Capability level unknown

CAPABILITY ASSESSMENT CRITERIA

                                
                     

1| Zylter Autonomous Vehicle Database structure  to catalog 
and analyze emerging market information  

2| Market map of commercial virtual reality (VR) and augment-
ed reality (AR) applications and market opportunities 

1| 

2| 

Engineering Design Analysis 



 

DESIGN 

Our approach to development empha-

sizes function and form as key factors 

for adoption and success of  emerging 

technology. All of our projects empha-

size a design-based approach that is: 

 User-Centered: Founded on thorough un-

derstanding and analysis of the user(s) and 

use case(s) for emerging technologies 

 Practical: Improving client value by reduc-

ing complexity and streamlining processes 

 Requirements-Based: Including description 

and prioritization of technical demands 

the product must address for user success 

 Multi-Media: Applying engagement tools 

from print copy to immersive experiences 



 

UAS Employment Profile & Use Case Requirements 

Vertical Site Monitoring (VSM) 

1| Zylter Unmanned Aerial Vehicle Employment Profile with       
priority user requirements by phase of employment 

2| User-centered employment approach for  the Border Areas 
Security Enhancement Vehicle (BASE-V)  system 

1| 

2| 

Engineering Design Analysis 



 

ENGINEERING 

We turn emerging technologies into 

commercial capabilities through tech 

scouting, prototyping and integration. 

We seek and excel at development 

projects requiring solutions that are:  

 Tailored: Delivering user-specific solutions 

that require rapid prototyping, integration 

and low-rate production 

 Integrated: Turning mature technologies 

into a purpose-built system for complex us-

es and challenging environments 

 Life-Cycle Conscious: Including the associ-

ated training, maintenance and sustain-

ment across the full product life cycle 



 

1| Technology components integrated into our Border Area Se-
curity Enhancement Vehicle (BASE-V) system design 

2| Zylter UAS Life-Cycle Approach for unmanned aerial system 
design, deployment and support 

1| 

2| 

Engineering Design Analysis 



 

CONTACT US 

Address: 1931 Old Middlefield Way, Mountain 

View, CA 94043 

Web: www.zylter.com 

Email: solution_design@zylter.com 

LinkedIn: www.linkedin.com/company/zylter/ 



 

Visit our website for more information on 
our capabilities and projects 

[      zylter com  ] 

http://www.zylter.com


 


