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2M Downloads on iOS



4K Downloads on Android 





On Android over 80% of devices don’t support ARCore 



ARCore Devices

ARKit Devices

3.2B+ Other Devices



Mobile AR apps do not  
run on all phones,  
hindering virality.

Most AR development is 
done in game engines, lim-

iting developer reach.

Downloading apps
is a barrier to AR

consumer adoption.

Today’s AR Problem: Accessibility & Reach



ARKit ARCore 8th Wall SLAM



15,000+ downloads on Android

Updated with 8th Wall XR
Google Play Feature

Initial launch





Maybe the future of mobile AR isn’t apps…



AR for the web?



Today's Web AR Options

• AR.js 
• Chrome Canary 
• 8th Wall Web



AR.js

github.com/jeromeetienne/AR.js 

https://github.com/jeromeetienne/AR.js


developers.google.com/web/updates/2018/06/webar-chacmool 

AR in Chrome Canary

https://developers.google.com/web/updates/2018/06/webar-chacmool


8th Wall Web



Thank you! 

Try the Demo: 

8thwall.com/web

iman@8thwall.com

@imost

IMAN MOSTAFAVI


