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COVER STORY:AR and VR and ample amount of  
marketing opportunities with it. 
 

  

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 Augmented reality? 
 
 

 
 

Not so long ago, future-minded people enjoyed making a sharp 

distinction between "reality" and "cyberspace" .Back in 1996, John 

Perry Barlow famously declared that cyberspace is "a civilization of the 

Mind... both everywhere and nowhere, but it is not where bodies live. 

Now, researchers and engineers are pulling graphics out of 

your television screen or computer display and integrating them into 

real-world environments. This new technology, called augmented 

reality, blurs the line between what's real and what's computer-

generated by enhancing what we see, hear, feel and smell. 

 

An example to widen your clarity:  

You're driving down the freeway sometime in 2020 and you start to 

feel hungry. Wink your right eye twice and a computer display overlays 

your windshield with a list of eating places in nearby towns. Wink your 

eye to select the one that looks most promising and SatNav systems 

read out directions for how to get there.  
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https://w2.eff.org/Censorship/Internet_censorship_bills/barlow_0296.declaration
http://electronics.howstuffworks.com/tv.htm
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Inside Story: What kind of AR applications 
already exist? 
 
 
 

   

 

  

 
Inside Story: What’s the difference Between 
Virtual Reality and Augmented Reality?  
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Augmented reality is endlessly 
entertaining—and fun too. 
Who could ever forget the 
global buzz of excitement 
when the most popular AR 
game to date, Pokémon, hit 
the streets in 2016. Already, 
it's been download well over a 
half-billion times, making it the 
most popular and accessible 
introduction to augmented 
reality so far. 

 

     Augmented reality home 
decorating apps like the Dulux 
Visualizer allow you to look 
through your smartphone 
camera and change the colors 
of your walls at will. Also 
designed with home makeover 
buffs in mind, IKEA's Catalog 
app lets you try out pieces of 
virtual furniture in real-world 
home. 

 
 

In Augmented Reality, the computer uses sensors and algorithms to 
determine the position and orientation of a camera. AR technology 
then renders the 3D graphics as they would appear from the 
viewpoint of the camera, superimposing the computer-generated 
images over a user’s view of the real world. 

In Virtual Reality, the computer uses similar sensors and math. 
However, rather than locating a real camera within a physical 
environment, the position of the user’s eyes are located within the 
simulated environment. If the user’s head turns, the graphics react 
accordingly. Rather than compositing virtual objects and a real 
scene, VR technology creates a convincing, interactive world for the 
user. 

 

 

 

 

 

 

 

 

 

AR/VR attracting Customers 

1.Among the trends affecting 
start up business there will 
definitely be AR and VR 
phenomena 

2.It’s no accident that Facebook 
purchased production of the VR 
Oculus Rift headset. It is 
obviously anticipating that 
commercial media using the 
platform will be a 360-degree 
photo and video content. 

3. VR will probably be used by 
business startups who have 
remote workers and have a 
need in them to be a “part of” 
the office environment. Thus, 
employees will be virtually in-
house. 

4. The landscape of immersive 
consumer and business content 
and applications will evolve 
dramatically through 2021 

 

 

Selecting pictures or graphics is 
an important part of adding 
content to your newsletter. 

https://www.youtube.com/watch?v=QFr5R94BUH8
https://www.youtube.com/watch?v=QFr5R94BUH8
https://www.youtube.com/watch?v=uaxtLru4-Vw
https://www.youtube.com/watch?v=uaxtLru4-Vw
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Inside Story: WHAT WILL DRIVE THE MARKET 
FOR AUGMENTED REALITY AND VIRTUAL 
REALITY? 
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Virtual Reality and Augmented Reality are two sides of the same coin. : Augmented Reality 

simulates artificial objects in the real environment; Virtual Reality creates an artificial 

environment to inhabit  

1.Value it brings: According to Digi-Capital, the average consumer 
has tremendous expectations of VR and AR, based on their 
experience of using incredibly powerful smartphones, that they 
are able to carry with extreme ease in their pockets. Google glass, 
which was launched back in 2013, focused on immediate access 
to a feed of useful information from the internet, literally just one 
glance away, had no practical value for users causing it to fizzle 
faster than your glass of coke. It should be a potential 
replacement of smartphones 

2.Affordability: AR and VR devices are expensive. Price is key. 
There is a specific strategy that the smartphone industry has 
employed that could work quite well for the AR/VR world as well 

3.Easy to access and wearable: Google Glass crashed and burned 
for one shallow reason – deficiency in aesthetic appeal. Wearable 
technology is a part of what defines your style and personality 

 

 

Inside Story: Virtual 

Reality, and the Future of 

Marketing and Advertising 

One industry that wasted no 

time in adopting this 
technology is marketing 

The following list represents 
but a few of the 
opportunities for VR 
entrepreneurs and 
innovators to tap the huge 
marketing industry: 

 360º VR promotional 
videos 

 Creation of VR 
advertisement 

 social media VR 
integration 

 development of 
cloud-based VR-
marketing platforms 

 immersive product 
descriptions 

 

 

https://www.marxentlabs.com/augmented-reality-resources/
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Inside story: virtual Reality, & the Future of Marketing and Advertising 
 
No matter what industry you’re in, virtual reality marketing may become part of your mix in the not-so-
distant future. Whether it’s through the storytelling power of VR content and experiences, or advertising 
placements within a virtual reality world, different brands will eventually fit in. 
Google believes that the medium has the potential to make any message even more impactful since VR 
is an incredibly powerful tool to create empathy. When a viewer feels like they are there, they have a 
greater sense of the situation. At the Oculus Connect 3 conference last October, Facebook CEO Mark 
Zuckerberg unveiled his vision for a social virtual reality chat room. Social media platforms are 
innovating new means of online engagement instead of meeting people in person. 
With VR and AR, one can create ads that have a sense of depth and presence and engagement. there’s 
no set date on when marketers should start spending on the medium — he emphasized experimenting 
early as the smart move. 
 

 
 

5 things to consider before you advertise in virtual/Augmented reality 
 

1. Everything exposed does not give you the luxury you get from traditional filming techniques, where 
you can hide equipment and frame light. In VR, light and exposure need to be in perfect harmony.  
2. Keep the editorial simple. Because the content is so stripped down, it’s best to keep it clean and 
simple 
3. Don’t forget about the “reality” in virtual reality. Sounds, movements, shifts in space — these are all 
things that guide our attention in real life, and you want to use them as much as possible in VR land as 
well.  
4. Transform the imagination. The best experiences are ones that are transformative and engaging – 
where you can do things or go places you can’t in real life.  
5. VR is an infant: One need to be okay with the limitations VR presents, while leveraging the ample 
opportunities the new medium offers. 
 
     
 

Alice 
JITC 2017 

https://www.thinkwithgoogle.com/articles/virtual-reality-advertising.html
https://www.cnet.com/news/facebook-mark-zuckerberg-shows-off-live-vr-virtual-reality-chat-with-oculus-rift/

