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VALHOLO 
Holograms are the future. Currently there are only semblances of holographic display. 

The Looking Glass, for one, is by far the most superior, despite its utilization of Lucite 

as a form of refraction, i.e. images are still encased, not spatially “free”. Nevertheless, 

it is one step forward, and much closer than most holograms that are not encased. 

These non-encapsulated holograms can only make up lines and voxel-primitive forms 

at the moment, via laser distribution. Suffice it to say, the end game of Valholo as a 

company is to be one of the first platforms to house holographic media. This is a major 

step, and not many are doing it, in fact, only the Looking Glass Factory has done it, 

and its design is highly functional. New media within any art will always be sought after 

by both creators and the ones that consume it. However, at this stage of holographic 

technology, it is unwise to rely only on holographic content. 

Therefore, the initial aims of Valholo will be to gather a community of independent 

makers, artists, and inventors of applications that include all five realms of immersive 

media. This includes VR, MR, AR, PC media, and eventually, Holographic content. 

Valholo, as a web based application and platform, will hold competitions, sell creator’s 

products, and provide a subscription service to both the creators and the consumers of 

the content on the platform.  

The media in itself, will be composed of several creative mediums. From VR art to 

Holographic games, the media that creators will be allowed to submit will range 

greatly. Nevertheless, the basis of the media will be entertainment. The current project 

VALHOLO OVERVIEW !1



I am working on is an interactive holographic comic book utilizing the Unity game 

engine, HoloPlay SDK and Looking Glass Display. This will be not only the first 

holographic comic (holo comic) ever made, but also the first product on the Valholo 

platform.  

Valholo will function in multiple ways. First, it will collect users via the website 

valholo.com, from which, an account will be formed within our platforms data base 

after a subscription fee is paid. Secondly, they will download the Valholo Application. 

Once open, the user will login and confirm their account. Then they can begin 

shopping. Much like the Oculus application, the user will be able to download and play 

games, films, or other media. The content will have a price cap of 40.00 USD (in order 

to compete with other gaming applications) and the subscription will allow them to be 

a part of the online gaming community within Valholo.  

Perhaps the most beautiful thing about Valholo is that it houses all five realms of 

immersion unlike any entertainment application before it.  

Although it takes prestige in ushering in a new era of media, there will be challenges. 

Currently it is just me doing everything. To begin the process I will need a server and 

an additional high performance computer. I will also need a dedicated programmer. 

Although I am capable of one form of programming, it just isn’t enough for the data 

base aspects.  Fortunately we have found a business strategist, with expertise in 

marketing and administration, so she will be a great assistant in bringing Valholo to the 
next stage. There is a lot to do, but with the right team, the right energy, and general 

perseverance, it can be done… And it won’t take long until it is both successful and 

revolutionary.  
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UPDATE: 

Valholo has found a dedicated programmer as of today June 20th... We have also 
found a business strategist, Genevive Hauck, whoms expertise goes well beyond 
administration. Genevive is officially a co-founder. We are very happy to have a full 
team! To make this team work properly, we will be awaiting funding.

http://valholo.com



