
 

 

 
HIGHLIGHTS  
 

Mobile devices have changed the way we interact with computers from simply 
typing on a keyboard to using senses like touch, gesture, motion, images and 
sound. Glimpses of next-generation computing show even more integration 
with our senses – examples are Google Glass, smart watches and a host of 
wearable computing products. After a long time “in the lab” so-called haptic 
technologies are entering the mainstream. We use “4D” as a term for these 
more immersive interfaces.  
 

So far most of the action has been with 4D technologies embedded in 
devices. Companies like Immersion Corporation (NASDAQ: IMMR) have been 
successful in licensing their 4D technologies to companies like Samsung. 
However, things get far more interesting when these effects start going over-
the-air using broadcast methods. We’ve seen it in gaming and amusements but now it’s showing up in 
sports and general entertainment.   
 

The Guitammer Company (OTCQB: GTMM) is a small public company in this space with unique 
patented technology that is being deployed today. After years of piloting and testing, major 
organizations are preparing for more widespread use of the company’s haptic ButtKickerTM and 
ButtKicker Live!TM [also being branded as “4D Sports powered by ButtKicker”] 4D products. 
ButtKicker and its companion technology, ButtKicker Live!, gives viewers a more visceral experience 
when viewing content. It’s especially compelling for music, sports, and action films.  
 

ButtKicker Live! leverages Guitammer’s 4D broadcast patent to bring immersive experiences into the 
home through broadcast TV, whether over the air, cable, satellite, FiOS or IPTV. The market for 4D 
broadcasting is developing now and represents a sizable market opportunity for Guitammer, on the 
order of $500 million over the next few years in both one-time and recurring revenues. 
 

Guitammer is on the cusp of achieving key milestones with the imminent launch of ButtKicker Live! 
Success with the new 4D broadcast business would provide a significant boost to the top and bottom 
lines. A high level of execution by management in the months ahead has the potential to vault 
Guitammer into the spotlight with established media and entertainment companies. We’ve seen this 
favorable dynamic occur with technologies similar in nature – think TiVo and Slingbox.  
 

As a small company with leading market share in a large market, valuation can be hard and tends to 
move in a step function. We used our intrinsic valuation (IV) model under different scenarios to 
develop a framework for investing. Our base case assumes no heady adoption and that the technology 
achieves only niche status in the next few years, which translates into a share price of $0.40 to $0.50. 
But a single major licensing deal increases the IV to $1.50 to $2.00/share. Prior acquisitions, even for 
niche companies like Sling Media, would equate to approximately $3.00/share. 
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INTRODUCTION 
 
The emergence of technologies like Microsoft’s Kinect and Nintendo’s Wii during the past several 
years are milestones toward deeper immersion and indicative of where the technology is heading. As 
the immersive frontier evolves and expands, one will literally feel as if he/she is in the content. Star 
Trek’s Holodeck – which represents the ultimate in immersive technology – is looking less futuristic 
with each passing year. 
 
These increasingly immersive experiences – whether in the cinema or at home through TVs, 
computers and mobile devices – are capable of engaging consumers in new ways and delighting them 
in the process. The emerging immersive frontier is opening up new opportunities for investors and 
companies alike. New immersive technologies are enabling new business models, content delivery 
platforms and systems. Some of these will likely generate high relative and absolute returns for their 
owners and investors in the future. 
 
As technology advances, we are becoming increasingly immersed in content and experiencing it in 
unique and profound ways. Ever-more powerful computing architectures, chips, sensors, devices, 
communications networks and software are enabling a new frontier of immersive experiences.  
 
Immersive experiences take on life-like characteristics – a phenomenon we christened RealVR back in 
2009 that encompasses haptic, tactile, augmented and virtual reality technologies – where the 
boundary between user and media evaporates and eventually disappears.1  
 
One of the emerging companies in this expansive ecosystem is The Guitammer Company. Guitammer 
is an innovator in haptic, 4D broadcast technology. The company’s well-known ButtKicker® brand of 
products entertains cinema and theme park attendees around the world. Guitammer is pioneering 
new kinds of immersive experiences in the home that leverage its ButtKicker hardware and its new 4D 
broadcast technology.  
 
THE OPPORTUNITY  
 
Growth opportunities are abundant in the home entertainment, cinema, gaming, and music/pro 
audio markets. Guitammer’s two core technologies, which are discussed in detail below, are 
complementary enabling immersion technologies. The company’s ButtKicker hardware products are 
already on the market and generating revenue, with over 200,000 ButtKicker brand products sold 
worldwide. The emerging and exciting opportunity for Guitammer lies with its recently issued 4D 
broadcast patent and related Buttkicker Live! offering.   
 
Guitammer owns the patent for 4D broadcasting. As such, any future broadcast that includes haptic 
events – feeling, tactile, motion – will be subject to licensing from the company. In essence, the 
company now “owns the pipe” and is focused on commercializing and monetizing this new end user 
experience. The company’s broadcast patent represents an opportunity for innovation on multiple 
                                                        
1 We have written and published research extensively on RealVR. For a comprehensive view of the subject, see “3-D 
Computing From Digital Cinema to GPUs,” GigaOM Pro, October 9, 2009. 
 

 

http://pro.gigaom.com/2009/10/report-3-d-computing-from-digital-cinema-to-gpus/
http://pro.gigaom.com/2009/10/report-3-d-computing-from-digital-cinema-to-gpus/
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fronts with established media, entertainment and content providers.  
 
 

Guitammer owns the patent for 4D broadcasting. As such, any 
future broadcast that includes haptic events – feeling, tactile, 

motion – will be subject to licensing from the company. 
 

 
 
Guitammer has been testing its 4D Sports powered by ButtKicker technology in various venues. In 
one instance, sensors were placed in shoulder pads of NHL hockey players, on hockey boards on the 
ice and linked to ButtKicker-enabled seats in the arena. Viewers experienced the hits and checks into 
the boards as if they were on the ice. In another instance, sensors were placed on drag racers so that 
engine roars could be converted into body-rattling experiences for viewers. Feedback from viewers has 
been favorable and Guitammer is seeking to expand into new venues as well as with major broadcast 
networks and sports franchises to bring that experience into the home.  
 
The company’s technology enables immersive experiences in the end user’s home through established 
broadcast channels and content. There are opportunities for partnerships and joint ventures with 
cable and satellite providers, as well as with professional sports franchises (e.g., NHL, NFL, NASCAR, 
NHRA) and music promoters (e.g., Live Nation).  High contact sports such as hockey and football are 
ideally suited for Guitammer’s technology, as is professional racing.  
 
There are potential recurring revenue opportunities associated with licensing the broadcast patent and 
the hardware installs that are bundled with content in a manner similar to TiVo or Slingbox. Cable 
and satellite TV providers may also offer subscribers a premium bundle that can also provide a 
recurring revenue stream to GTMM. There is also an opportunity to create a broadcast standard for 
the 4D technology, something that a group such as SMPTE might be keen to explore with Guitammer. 
A 4D standard would result in faster adoption and deeper market penetration.   
 
Most cinemas have converted from film to digital technology (and many also to digital 3D); 
Guitammer’s broadcast patent could enables exhibitors to offer customers new types of 3D and 4D 
immersive experiences. These experiences could be delivered at a premium price point that would be 
very competitive with a live sporting or concert event.  
 
Guitammer’s technology can also help exhibitors fill vacant seats during off peak movie days and 
times. Customers that typically would not go to the local cinema on a week night or off-peak time 
might be enticed to watch one of their favorite sports teams or bands or catch a special event at a 
Buttkicker/Guitammer broadcast-enabled digital cinema.  
 
Guitammer has experience working with exhibitors around the world. ButtKicker brand products are 
featured in theaters and theme parks including AMC 
Theatres, Disney, IMAX, Universal Studios, and more 
recently, Lumière Pavilions in China.  
 
There is growing demand for 4D cinema technology around 
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the world. In China Guitammer already has over 1,900 seats outfitted in 10 locations and sees 
substantial growth ahead. In Europe exhibitors such as Blintz-CinStar in Europe are leading the way. 
Blintz-CinStar continuously invests in immersive technology to give customers a great cinematic 
experience in all of its theatre complexes. They were the first exhibitor in their region to introduce 
digital 3D, eXtreme theatres, Auro 11.1 3D sound, IMAX and Gold Class formats. They view 4D 
technology as an attractive way of enhancing the overall customer experience at their theatres. Adding 
live 4D-enabled broadcast events with Guitammer’s technology would add an exciting, higher margin 
business opportunity for innovative exhibitors like Blintz-CinStar and others. 
 
With respect to the overall Guitammer opportunity, it is instructive for investors to look at the 
experience of TiVo and Slingbox, two broadcast technologies similar in nature to Guitammer’s 
technology. Both technologies changed the manner in which consumers interacted with broadcast TV, 
whether over the air, cable, satellite, FiOS and ultimately IPTV; both feature hardware purchased by 
the end user and distributed into the home by a large distributor such as DirecTV or Dish; and both 
created incremental and recurring revenue streams from the user base shared among the stakeholders. 
Slingbox was sold in 2007 to Echo-Star Communications Corp., owner of Dish Network, for $380 
million. 
 
The opportunity to license and/or co-brand products for the end user to other large international 
consumer electronics manufactures also exists. This would enable Guitammer, if so desired, to move 
completely out of the hardware business and move to a licensing and recurring revenue model based 
on the ButtKicker Live! broadcast patent. Additionally, any other type of non-ButtKicker brand 
hardware must license from Guitammer to be allowed to use the ButtKicker Live! broadcast signal, 
further widening Guitammer’s ability to generate a recurring revenue stream. This would be analogous 
to someone owning the patent on 3D TV and being able to secure a license fee from every TV 
manufacturer – Sony, Panasonic, LG, Vizio, Samsung, etc. 
 
As we know from experience, forging joint ventures and partnerships with innovative emerging 
technologies requires a great deal of effort and fortitude, not to mention patience and funding. That 
said, the management team seems up to the challenge and is moving ahead aggressively to put the 
strategic pieces in place to elevate the company’s position in the market in the months ahead.  
 
COMPANY OVERVIEW  
 
Musician Ken McCaw founded Westerville, Ohio-based Guitammer in order to develop a totally 
different product called the “Hammer Jammer.” Necessity is the mother of invention, and McCaw saw 
the need to create a way for a band to feel the beat from a bass guitar or drum without blasting it 
through sound monitors on stage. Over the course of several years, McCaw and his team invented a 
haptic technology they branded as “ButtKicker” that converts bass into vibrations.  It is, in essence, a 
“silent subwoofer.” It accurately shakes/vibrates the user without creating any sound. Since it arrival 
on the market in 1999, Guitammer’s ButtKicker low frequency audio transducer technology has been 
used and embraced by well-established bands and hundreds of the world’s leading musicians.  
 
As Guitammer evolved and expanded into markets beyond music, there was a need to bring on 
additional management talent and advisory board members to take advantage of the growing 
opportunities associated with its core and emerging technologies. President and CEO Mark Luden 
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leads the company today.  Mark’s background is in the software industry and he brings vision, sales, 
marketing and operational skills to the company. He has served as an elected member of the Executive 
Board of the Consumer Electronics Associations, the Board of Industry Leaders, the Chairman of the 
Division Executive Board and past Chairman of the Small Business Council, earning the respect of his 
peers in the consumer electronics industry. 
 
Mark leads a small, talented team today that includes Director of Engineering Marvin Clamme, who 
has extensive audio engineering experience and has worked for and traveled with well-known 
entertainers such as Merle Haggard and Tom Jones. Founder Ken McCaw remains with the company 
and is member of Guitammer’s Board of Directors. Also on the team is John Ertmann, who is working 
closely with Mark on the opportunities associated with the recently launched ButtKicker Live! 
product.  
 
Mr. Ertmann’s background and skills are well suited to helping expand Guitammer’s presence in the 
broadcast market in the months ahead. A lawyer by training, his experience includes being part of the 
founding management team of the Columbus Sports Network and serving as President and General 
Manager, Legal Counsel for George Steinbrenner and the New York Yankees, and Executive Vice 
President for Major League Soccer and Vice President of Sports Negotiations for NBC.  
 
Guitammer’s management team has the requisite experience and skills to deepen and broaden the 
penetration of the company’s technology and products, which we take a closer look at in the next 
section. 
 
TECHNOLOGY 
 
Guitammer has two complementary patented technologies – ButtKicker® brand hardware and the 
broadcast technology – “4D Sports powered by ButtKicker." The ButtKicker technology was 
mentioned above. It is haptic technology that converts bass into vibrations – a “silent subwoofer,” as it 
were. It accurately shakes/vibrates the user without creating any sound. ButtKicker brand low 
frequency audio products enable the user to feel low frequency sound (bass) in a realistic, powerful 
and exciting way.  
 
Over the past decade, Guitammer has sold over 200,000 ButtKicker brand products worldwide, 
primarily for home theater users. The company currently has five varieties of ButtKickers for 
commercial and home uses. The most popular are the Wireless ButtKicker Kit, which retails for $299 
to $399 and can shake a three person couch, and the smaller ButtKicker Gamer2, priced at $129 to 
$149 and designed for center post chairs for PC gaming and simulator use. 
 
 

Guitammer’s 4D broadcast patent has become the foundation for a 
new product offering called ButtKicker Live! that has vast market 

potential and will be ramping up in the months ahead. 
 

 
 
In March of 2011, Guitammer was issued U.S. Patent #7,911,328 B2 for the “Capture and remote 
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reproduction of haptic events in synchronous association with the video and audio capture and 
reproduction of those events.” The issuance of the 4D broadcast patent was a major event for 
Guitammer and it has become the foundation for a new product offering called ButtKicker Live! that 
has vast market potential and will be ramping up in the months ahead.  
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THE EVOLUTION OF HAPTIC TECHNOLOGY 

hap·tic adjective \ˈhap-tik\: relating to or based on the sense of touch 

Haptic technology has evolved significantly over the years. The first generation of haptic technology 
used electromagnetic technologies such as vibratory motors, where a central mass is moved by an 
applied magnetic field (e.g., a vibrating alert in a cell phone). These electromagnetic motors typically 
operate at resonance and provide strong feedback, but produce a limited range of sensations. 
 
Second generation haptics offered touch-coordinate specific responses, allowing the haptic effects to 
be localized to the position on a screen or touch panel, rather than the entire device. Included in 
this generation are electroactive polymers, piezoelectric, electrostatic, and subsonic audio wave 
surface actuation. These actuators enabled a larger variety of haptic effects in terms of frequency 
range response time and intensity.  
 
Third generation haptics deliver more human-like touch-coordinate specific responses and 
customizable haptic effects. The customizable effects are created using low latency control chips. 
Two examples of third generation haptics are audio haptics and electrostatic haptics. A more recent 
development that does not require actuators is known as reverse-electrovibration. A weak current is 
sent from a device on the user through the object they are touching. The oscillating electric field 
around the skin on the finer tips creates a variable sensation of friction depending on he shape, 
frequency, and amplitude of the signal.  
 
Fourth generation haptics, which are not yet commercially available, take on even more human-like 
characteristics by enabling pressure sensitivity. The response of an interaction is a function of how 
hard or soft the touch of the user is to a surface. Several Japanese companies are developing fourth 
generation haptic technology, including KDDI and Kyocera. Last summer, a fourth generation 
haptics demonstration platform called Bulldog by was announced by Redux. The Bulldog 
technology took the force exerted by a finger into consideration when delivering the haptic feedback 
and gave three levels of feedback from a flat panel display.  
 
The shift to a fourth generation of haptic interfaces implies that the range applications that can 
benefit from touch will be greatly expanded, making flat panel user interfaces – which are far more 
robust – even more natural. 
 
Analysts that track the market for haptics technology closely project an expanding market in the 
years ahead. A recent report by Lux Research projects a 16-fold increase in haptic sales in the coming 
decade, reaching over $13 billion. Increasing demand for haptics consumer electronics is expected to 
be a key driver of growth in the years ahead.   
 
The evolution of haptics technology clearly shows a trend toward more human-like interfaces and 
immersive experiences. 
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Buttkicker Live! is an integrated use of technology to capture, encode, transmit, decode and reproduce 
the vibrations of people and things at a live event that are then realistically reproduced at a remote 
location and transferred by means of any type of conversion – i.e. shaking, vibration or motion 
products to the end viewer. The vibration and/ or movement in a sporting or other live event is 
captured by means such as, but not limited to, wired or wireless microphones, wired or wireless 
sensors, or produced by a digital signal processor.  
 
The captured signal is then encoded and combined into the existing audio signal, transmitted and 
then decoded in a viewer’s home. This signal is then used by any type of products that shake or move 
the viewer to recreate the “feeling” of the sporting or other live event. The viewer feels as if he/she 
were in the game or at the show. The ButtKicker Live! technology can be used for over the air, cable, 
satellite, ITV, IPTV and any other type of broadcast and transmission methods.  
 
A key to understanding Guitammer’s market position, strength of its broadcast IP and ability to focus 
and concentrate on the licensing and recurring revenue portion of its business is the fact that the 
broadcast patent is “end user hardware” agnostic. As described above, this haptic or tactile signal can 
not only be used by ButtKicker brand hardware but, perhaps more importantly, can be/must be 
licensed by other end user hardware manufacturers and market entrants. 
 

 
With Guitammer’s ButtKicker and ButtKicker Live! technology 

Comcast could create its own version of a TiVo, Slingbox or 
Hopper and add an exciting and potentially very profitable new 
business that would be complementary to its existing business. 

 
 

 
 
With the ButtKicker Live! technology one can think of Guitammer as owing the “Dolby like” base 
patent for tactile or motion broadcasting – similar to how Dolby owns the patent for surround sound. 
ButtKicker Live! has the ability to scale with a distribution partner like DirecTV did with TiVo, Dish 
did with Slingbox, AT&T is doing with their wireless receiver and Dish is doing again with the 
Hopper.  
 
MARKET BACKGROUND 
 
The market for 4D haptic technology is in an early stage of growth and evolution. As noted earlier, the 
trend toward deeper immersion has been established and deepening over the past several years. 4D 
technology is a complement to existing digital 3D technology and related infrastructure that has 
become a major segment of the cinema landscape. Over two-thirds of the world’s 130,000 or so 
cinema screens are now digital, and over half of those are 3D.2  
 

                                                        
2  Data from Motion Picture of America Association, see: http://www.mpaa.org/resources/3037b7a4-58a2-4109-8012-
58fca3abdf1b.pdf 
 

http://www.mpaa.org/resources/3037b7a4-58a2-4109-8012-58fca3abdf1b.pdf
http://www.mpaa.org/resources/3037b7a4-58a2-4109-8012-58fca3abdf1b.pdf
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Exhibitors and cinema equipment providers are working together to install technology that creates 
more immersive cinematic experiences. We estimate a $100 million dollar opportunity for 
Guitammer’s 4D technology in the cinema segment over the next 10 years.  Our estimates assume an 
overall market penetration rate of less than 10% during that time frame, thereby leaving scope for 
additional expansion longer term if the technology becomes more widely adopted by exhibitors in the 
years ahead.  
 
The broadcasting segment is a much bigger market and revenue opportunity for Guitammer – we 
estimate on the order of $500 million-plus depending on how things fall into place strategically going 
forward. Companies such as Comcast (NASDAQ, CMCSA), with 24 million subscribers and 
ownership of a major TV network that 
regularly broadcasts professional sporting 
events and owns and operates arenas that are 
used by professional sports teams and concert 
promoters, would be an ideal strategic 
partner for Guitammer.  
 
With Guitammer’s ButtKicker and 
ButtKicker Live! technology, Comcast could 
create its own version of a TiVo, Slingbox or 
Hopper and add an exciting and potentially 
very profitable new business that would be 
complementary to its existing business. 
DirecTV (NASDAQ: DTV) would also make an attractive strategic partner for Guitammer – especially 
with the company reportedly searching for new ways to monetize its Sunday Ticket package. DirecTV 
could create a competitive edge in the market by using ButtKicker Live! to create a unique, immersive 
in-home experience on football Sunday. As we noted, Guitammer’s technology is ideally suited for 
high-impact sporting events like NFL football. 
 
There are several other potential strategic partners for Guitammer, including major networks, 
professional sports franchises, consumer electronics manufacturers, exhibitors and live music 
promoters. Software companies like EA Sports (NASDAQ: EA) might be able to create a more 
immersive experience with Guitammer’s technology, where users feel like they are even more in the 
game. Guitammer’s 4D broadcast patent might be an attractive add-on to Immersion (NASDAQ: 
IMMR), a company that has been gaining traction in the market with its haptic technology. 
 
Encouraged by successes of technology similar in nature, Guitammer’s management team is exploring 
multiple strategic opportunities while remaining focused on the large market opportunity that 
ButtKicker Live! represents for the company.  
  
COMPETITION  
  
Guitammer 4D broadcasting technology currently has no direct competition and may very well be a 
“blocking patent” for the broadcast space. The company started early, staked out this space with a 
robust patent and has maintained a leading role in developing this market. As the broadcasting market 
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develops we may find companies trying to enter but for them the Guitammer patent will be an 
obstacle unless they chose to license. 
 
In the cinema hardware space there is a viable competitor based on Canada called D-Box Technologies 
(TSE: DBO). D-Box is a designer and manufacturer of motion systems for the entertainment and 
simulation industries. D-Box adds motion to the movie experience by artistically and logically creating 
MFX (motion effects) throughout a film. 
  
The backbone of D-Box’s system is proprietary software called “D-Box Motion Code” with which the 
company encodes movies. Each movement and vibration is created on a separate track and precisely 
linked to the audio and visual tracks. It is then packaged and put on a d-cinema server. The code is 
read by D-Box’s motion controller, which than sends the signal to each individual seat in the theatre. 
Each seat is also equipped with a control that allows the moviegoer to set the intensity level, from 
high, to medium, to low, to none. It makes the experience personalized and individual. 
 
D-Box technology is installed in more than 200 theatres around the world currently and includes 
exhibitor partners such as Cineplex Entertainment, Cobb, Muvico, Cineworld and Odeon. Key 
theatrical titles that have been coded in D-Box include Inception, The Expendables, The Hunger Games, 
Marvel’s The Avengers and Iron Man 3.  
 
One of the distinguishing characteristics separating Guitammer from D-Box is the former’s lack of 
need to do any programming with a film. The need to have a team put motion into a movie acts to 
constrain the overall size of D-Box’s market. That said, when done well the added effects can create an 
enduring immersive experience for viewers. Furthermore, D-Box equipped theatres typically only 
include a limited number of seats that are referred to as VIP seats and are located in a prime viewing 
spot within the theatre. Unlike D-Box’s technology, Guitammer’s ButtKicker can easily be installed 
throughout an entire theater. 
 
VALUATION 
 
GTMM is a micro-cap stock in the midst of developing a fairly large potential market opportunity. As 
such we expect that the market valuation of the company will likely be a step function based on the 
company achieving milestones. 
 
For modeling purposes we look at the business from two broad perspectives – the consumer/theater 
products and broadcasting/licensing. As the company matures we could see breaking these two down 
into sub-segments but until the company is more developed it won’t impact our valuation much. The 
most significant variable in our valuation model is the development of the broadcasting and licensing 
business, which is both higher margin and tends to receive higher multiples from investors in terms of 
valuation.  
 
Our IV estimates are provided below using three different scenarios: 
 
I. Base Case: This model assumes that the technology continues to grow but remains in a niche 
category through our modeling period (2018.) In this case revenues will grow from established markets 
in cinema, music and home entertainment with limited incremental business from broadcast and 
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licensing. Even as a “niche” technology GTMM can build an attractive business with 30-40% growth 
and 20% operating margins. The IV for this scenario is $0.51. Currently GTMM has achieved over 
40% gross margins in its hardware business. 
 
II. Major License Case: If during the next few years GTMM manages to license their technology to a 
large consumer products company, an additional stream of high margin and recurring revenue 
becomes part of the model. A recent precedent allows us to be confident with the potential numbers 
in this case which would start out at $6M in the first year and ramp up to $14M in year three. In 
addition to driving growth and expanded margins we know that investors put a higher value on this 
revenue which results in a 20x P/E multiple versus the 15x we used in the base case. IV for this case is 
$1.29. 
 
III. Major License plus Broadcasting: Although there is an element of “chicken and egg” here that 
suggests this would be a more probably “stretch” case we wanted to take a step before combining both 
a major deal in consumer electronics and a bigger ramp in broadcasting penetration. Although one 
could argue for further multiple expansion here we’ve kept it at 20x for an IV of $1.89.  
 
Of course, we can build all sorts of models and even our “stretch” case is barely a scratch on the overall 
market, but these scenarios are all reasonable and achievable based on what we know now. In time we 
will gain greater visibility on adoption, licensing and broadcasting terms, and overall company 
execution.   
 
There are related comparable public companies and historically relevant M&A that should be 
considered in putting a value on GTMM. One transaction we already mentioned is the $380M 
purchase of Sling Media by Echo-Star in 2007. At the time the company had a “few hundred 
thousand” users, which is on the same level that Guitammer has today. 
 
INVESTMENT CONCLUSION 
 
At present the market valuation of GTMM doesn’t reflect even the base case scenario for the 
company, which presents investors with a fairly compelling near-term opportunity. The size and scope 
of the potential licensees and partners for the company are such that nearly any one will result in an 
increase in company valuation, at least partially in line with the step function IV estimates we have 
provided. 
 
We’ve spent time with the product and the management team and came away very favorably 
impressed. Inordinately so, given how small the current market capitalization is. If the story were 
simply a consumer/theater product one, investors could be forgiven their indifference. But the 
broadcast and licensing potential that is currently in the process of being realized can be very large and 
generate attention for GTMM shares that would be impossible to achieve for most companies. 
 
Limited liquidity is always a concern for companies this size but with more visibility the shares should 
trade more heavily and offer investors opportunities to accumulate stock as the company makes 
progress.  
 
Even if we apply the lowest multiple per user estimated in the Sling Media transaction, the 
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approximate take-out value for GTMM would be $85M versus the current sub-$15M capitalization. All 
in all, this is an attractive micro-cap opportunity for investors to exploit. 
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APPENDIX: IV MODELS  
 
First IV Scenario: Base Case 
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Second IV Scenario: Licensing Case 
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Third IV Scenario: Licensing plus Broadcasting Case 
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APPENDIX: COMPARABLE COMPANY VALUATION & DESCRIPTIONS3 
 

 

Dolby Laboratories, Inc. provides products, services, and technologies for various stages in the content creation, 
distribution, and playback process in the entertainment industry worldwide. It designs and manufactures video 
and audio products for the film production, cinema, and television broadcast industries; and provides services 
to support film production, television broadcast, and music production. The company is involved in licensing 
technologies, such as signal processing systems for movie soundtracks, DVDs, Blu-ray discs, personal computers 
(PCs), digital televisions, mobile devices, video games, satellite and cable broadcasts, and online streaming; and 
developing technologies for mobile devices for 3D, digital cinema, post-production, and LED backlit LCD 
televisions. It also offers cinema processors, which are used to read, decode, and play back a film’s soundtrack 
and calibrate the sound system in a movie theater; digital cinema products for digital cinema encoding, 
distribution, and playback; digital 3D products that deliver a 3D image with an existing digital cinema server 
and white screen; and digital media adapters used to convert analog cinema audio systems to digital audio 
technologies. In addition, Dolby Laboratories, Inc. provides broadcast products to encode, transmit, and 
decode multiple channels of audio for DTV and HDTV program production and broadcast distribution; and 
professional reference monitor, a video monitor used in the production and post-production of cinematic and 
video content. The company licenses its technologies to software vendors, such as operating system vendors, 
independent software vendors, and integrated circuit manufacturers; and manufacturers of home audio and 
video products, set top boxes, video game consoles, mobile devices, in-car entertainment systems, and PCs. It 
sells its products directly to customers, and through dealers and distributors. The company was founded in 
1965 and is based in San Francisco, California. 
 
RealD Inc., together with its subsidiaries, licenses stereoscopic 3D technologies in the United States, Canada, 
and internationally. The company designs, manufactures, licenses, and markets RealD Cinema Systems that 
enable digital cinema projectors to show 3D motion pictures and alternative 3D content to consumers wearing 
its RealD eyewear. It also offers RealD Display, and active and passive eyewear; and RealD Format technologies 
to consumer electronics manufacturers, content producers, and distributors to enable the delivery and viewing 
of 3D content on high definition televisions, laptops, tablets, smart phones, and other displays. The company’s 
3D technologies are used by Fortune 500 companies, government, academic institutions, and research and 
development organizations for various applications, as well as used for theme park installations. RealD Inc. was 
founded in 2003 and is headquartered in Beverly Hills, California. 
 
Immersion Corporation develops, manufactures, licenses, and supports a range of hardware and software 
technologies and products that enhance digital devices with touch interaction. It provides haptic technologies 
that allow people to use their sense of touch when operating various digital devices. The company licenses its 

                                                        
3 Data and descriptions sourced from S&P/CapitalIQ 
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technologies to the original equipment manufacturers (OEMs) or their suppliers to include technologies in 
products comprising mobile phones, video console gaming systems, consumer electronics, medical simulation 
and surgical robotic systems, and automotive controls under their own brands. Immersion Corporation offers 
its technologies under the TouchSense brand. Its product portfolio comprises TouchSense 1000 for the 
commercial and industrial, and automotive markets; TouchSense 2000 that targets mass consumer electronic 
devices, such as such as microwaves, cameras, and tablet PCs; and TouchSense 3000, TouchSense 4000, and 
TouchSense 5000 for mobile communications and consumer electronics markets. The company also provides 
Integrator that consists of modules comprising UI Module, which streamlines haptic integration; Reverb 
Module that uses the real-time audio track in digital content; Themes Module, which allows OEMs to waterfall 
a signature haptic feel through the UI of the device; WebKit Module that extends the theme controls to the 
device Internet browser experience; and Ringtones Module, which enables support of haptic vibrations to be 
used during the device silent mode. In addition, it offers engineering and integration services, design kits for 
prototyping, authoring tools, application programming interfaces, and the development of hardware and 
software technologies, as well as platform independent solutions. Immersion Corporation sells its products 
through a direct sales force. It operates in North America, Europe, the Far East, and internationally. The 
company was founded in 1993 and is headquartered in San Jose, California. 
 
DTS, Inc. provides audio technologies that are incorporated into various consumer electronics devices 
worldwide. Its audio technologies enable the delivery and playback of clear and compelling high-definition 
audio. The company’s technologies are used in various product applications, including audio/video receivers, 
soundbars, Blu-ray disc players, DVD based products, personal computers (PCs), automotive audio products, 
video game consoles, network-capable televisions, digital media players, set-top-boxes, mobile phones, tablets, 
and home theater systems. It also offers products and services to motion picture studios, radio and television 
broadcasters, game developers, and other content creators to facilitate the inclusion of compelling and realistic 
DTS-encoded soundtracks in their content. In addition, the company provides a suite of audio processing 
technologies to enhance the entertainment experience in televisions, PCs, and mobile electronics. It serves 
home AV, Blu-ray disc, network-connected, automotive, broadcast markets. The company was formerly known 
as Digital Theater Systems, Inc. and changed its name to DTS, Inc. in May 2005. DTS, Inc. was founded in 
1990 and is headquartered in Calabasas, California. 
 
IMAX Corporation, together with its subsidiaries, operates as an entertainment technology company 
specializing in motion picture technologies and presentations worldwide. The company operates in seven 
segments: IMAX Systems, Theater System Maintenance, Joint Revenue Sharing Arrangements, Film Production 
and IMAX Digital Re-Mastering (DMR), Film Distribution, Film Post-Production, and Other. The IMAX 
Systems segment designs, manufactures, sells, or leases IMAX theater projection system equipment. The Theater 
System Maintenance segment maintains IMAX theater projection system equipment in the IMAX theater 
network. The Joint Revenue Sharing Arrangements segment provides IMAX theater projection system 
equipment to an exhibitor in exchange for a share of the box-office and concession revenues. The Film 
Production and IMAX DMR segment produces films and performs film re-mastering services. The Film 
Distribution segment distributes films for which the company has distribution rights. The Film Post-Production 
segment offers film post-production and film print services. The Other segment owns and operates IMAX 
theaters; rents two-dimensional and three-dimensional (3D) large-format film and digital cameras to third party 
production companies; and offers after market sales services for projection system components and 3D glasses. 
The company serves institutional customers, such as science and natural history museums, zoos, aquaria, and 
other educational and cultural centers, as well as commercial multiplex exhibitors. IMAX Corporation also sells 
or leases its theater systems to theme parks, tourist destination sites, fairs, and expositions. As of June 30, 2013, 
it operated 767 IMAX theatre systems, including 634 commercial multiplexes, 19 commercial destinations, and 
114 institutional theater systems in 53 countries. The company was founded in 1967 and is headquartered in 
Mississauga, Canada. 
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D-BOX Technologies Inc. engages in the design, manufacture, sale, and rental of high-technology motion 
systems for the entertainment industry and industrial simulations worldwide. The company’s patented D-BOX 
Motion Code technology uses motion effects programmed for each visual content that are sent to a motion 
generating system integrated into a platform or a seat and results in motion synchronization with onscreen 
action. It offers D-BOX MFX motion systems, D-BOX servers, and D-BOX transmitters for commercial theatres; 
motion platforms, systems, and controllers for home theatre submarket; and D-BOX actuators and motion 
interface to original equipment manufacturer (OEMs) and integrators who resell products directly to consumers 
or resellers for home video gaming. The company also provides motion integration kits, including motion 
systems and electronic actuator control modules for OEMs, as well as for other submarkets, such as arcades, 
casinos, industrial simulation, therapeutic care, virtual training, museums, and planetariums. D-BOX 
Technologies Inc. is headquartered in Longueuil, Canada. 
 
InvenSense, Inc. designs, develops, markets, and sells micro-electro-mechanical system (MEMS) gyroscopes for 
motion tracking devices in consumer electronics. The company delivers motion interface solutions based on its 
multi-axis gyroscope technology that target smartphones and tablets, console and portable video gaming devices, 
digital still and video cameras, smart televisions, 3D mice, navigation devices, toys, and health and fitness 
accessories. Its products include 9-axis motiontracking devices, such as MPU-9150, MPU-9250, and MPU-9350 
that combine a 3-axis gyroscope, a 3-axis accelerometer, and a 3-axis compass with an onboard digital motion 
processor; six-axis motion-processors, including MPU-6000 and MPU- 6500 that integrate a three-axis gyroscope 
and three-axis accelerometer for the smartphone and tablet markets; and MPU-3000 motion-processors 
consisting of three-axis gyroscopes digital outputs and software development kits to enable motion interface 
application development. The company also offers digital gyroscopes consisting of ITG-3000, ITG-3521, and 
ITG-3501 three-axis digital output products; and IXZ-2020, IDG-2020, IDG-2021, and IDG-2030 optical image 
stabilization products, as well as MPU-3300, a single-chip integrated 3-axis gyroscope for industrial applications. 
InvenSense, Inc. sells its products to manufacturers of consumer electronics devices, original design 
manufacturers, and contract manufacturers through a direct sales organization and indirect channel of 
distributors internationally. The company was founded in 2003 and is headquartered in San Jose, California. 
 
Synaptics Incorporated develops, markets, and sells custom-designed human interface solutions for electronic 
devices and products primarily in China, South Korea, Taiwan, Japan, and the United States. The company 
offers its human interface solutions for mobile product applications, including smartphones and feature 
phones, tablets, large touchscreen applications, and global positioning devices, as well as mobile, handheld, 
wireless, and entertainment devices; and other personal computer (PC) product applications, such as 
peripherals comprising keyboards, mice, and monitors, as well as remote control devices for desktops, PCs, and 
digital home applications. The company’s products include ClearPad, which enables user to interact with the 
display on electronic devices; TouchPad, a touch-sensitive pad that senses the position and movement of a 
person’s finger on its surface; ClickPad, a TouchPad application, which eliminates the need for physical 
buttons; ForcePad, a thinner version of ClickPad; and TouchStyk, a pointing stick module that delivers 
keyboard solution. Its products also comprise Dual Pointing Solutions, which offer a TouchPad with a pointing 
stick in a single notebook computer; FlexPad, a sensing interface for scrolling and navigation, character entry, 
and gesture input; ClearButton, a clear sensor for scrolling and buttons; and TouchButtons, which provide 
buttons and scrolling controls solution. The company offers its solutions to mobile smartphone, feature phone, 
tablet, and PC original equipment manufacturers, as well as various consumer electronics manufacturers. 
Synaptics Incorporated was founded in 1986 and is headquartered in San Jose, California. 
 
OmniVision Technologies, Inc. engages in designing, developing, and marketing semiconductor image-sensor 
devices worldwide. It offers CameraChip image sensors, which are single-chip solutions that integrate various 
functions, such as image capture, image processing, color processing, signal conversion, and output of a 
processed image or video stream for use in various consumer and commercial mass-market applications; and 
CameraCube imaging devices that are image sensors with integrated wafer-level optics. The company also 
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supplies companion chips used to connect its image sensors to various interfaces, including the universal serial 
bus and other industry standard interfaces; and companion digital signal processors that perform compression 
in standardized still photo and digital video formats. In addition, it designs and develops software drivers for 
Linux, Mac OSX, and Microsoft Windows, as well as for embedded operating systems, such as Android, 
Blackberry OS, Symbian, Windows CE, Windows Embedded, and Windows Mobile. The company sells its 
products directly to original equipment manufacturers and value added resellers, as well as indirectly through 
distributors. It serves mobile phone, notebook and Webcam, digital still camera, security and surveillance, 
entertainment, and the automotive and medical markets. OmniVision Technologies, Inc. was founded in 1995 
and is headquartered in Santa Clara, California. 
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