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What is Augmented Reality ?

- Real-time « enrichment » of our perception of reality (what we
see, what we hear, what we feel, ...) by digital and contextual
information

Bonorum et M. 2€ Finibus
et Malorum®,

written by Cicero in 45 BC
unde

| Mixed Reality (MR) |

< >

Real Augmented Augmented Virtual
Environment Reality (AR) Virtuality (AV)  Environment

2 The virtuality continuum is a concept introduced by Paul Milgram
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Technology
Functionality. Engineering. Foundation,
Objective. Backend. Performance. Feasability.
Realistic. Complex. Establishes

Effectiveness.
Interaction. Usability.
Elegance, Simplicity,
Product Driven

Efficieny. Logic.
Relevance. Concrete.
Goal Driven,

User Advocacy. Testing)
Research. Stories.
Validity. Reliability.
User Driven.

Design

Aesthetics. Creativity.
Abstraction. Subjedive.
Experimental. FrontEnd.
Visual. Explains. Clarifies.

Business

Vision. Goals. Paradigm
Pragmatic. Analytics,
Demagraphic. Stakeholders.
Budget. Determines.

Brand Equity. Company
Image. Style, Marketing
Advertising. Consistency.
Trust. Communication.
Message Driven,

UX: User Experience,
is at the border of
technology, business
and design

LA NOUVELILE FRANCE INDUSTRIELLE

Prototyping

Performance
I Information
De

Visual Design
Development

Business
Analysis
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Efficiency (performance) is highly correlated to
enhanced user (customer) experience

80% 20% 69%

of viewers leave of performance improvement for France Televisions of viewers leave a website
if a video buffers once will immediately generate an increase of audience f pages are too long to load
and revenues by 10%

Some impacts on performance

Google discovered that an increase Every 100ms
of change of 0,5 seconds in page loading time increase in load time of
decreased traffic and ad revenues by Amazon.com decreased sales by

200/0 1 %
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AR allows fine synchronization between
virtual and real worlds for the best
customer/operator experience

Augmented reality brings contextual
experiential models to life

Visualization
© 2012 R Wang & Insider Associates, LLC. All rights reserved.
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Some examples of Success stories

TOYOTA SHOPPING TOOL
1] + increase in app downioads
l] after AR campaign - ToyoTag

MOOSEJAW XRAY AUGMENTED REALITY APP

Sd 70 Ny 7ok [
& .. [|million =52
160.000 =
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digital technology, digital economy,

digital society

digital society
60%

digital economy
12%

digital
technology
5%
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The 5 top industry sectors to become the AR favorite'domains are:

creative & cultural Industries (including Entertainmiznt);

e-Commerce, m-commerce, retail, ... commere2 of the future, branding and
marketing;

cmart Industry;

smart home, smart cities, smart territaries, urban and architecture;
autonomous vehicles, automotive;

and also :

education, learning, training;
healthcare and well being;
(Military & Gov.)
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{ Automotive

1-$202 Billion

The Connected Life by 2020

2020

24 Billion

Connected

L Devices

9 Billion i

Connected
Devices

2011 Devices

6 Billion

Connected Devices

Revenue opportunity for connected devices in vertical

sectors
Heaith

$97 Billion

P
J
Utlllues

$36 Billion

Consumer electronics

$445 Billion

Revenue Op ortunity For
Mobile Network perators in 2020

12 Billion $1

Connected

Trillion

Tx increase on 2011 expected revenues

8
0
Europe
$305 Billion

t
America -f
$241 Billion _,.n P
Middle East ¥
Africa | Asia
$87 Billion \ Pacific
Latin America
$92 Billion

ILE FRANCE INDUSTRIELLE



#NFI29 .
... and for what remains a challenge
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Figure 1. Hype Cycle for Emerging Technologies, 2013
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Mesh Networks: Sensor

Prescriptive Analytics
Affective Computing
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Brain-Compliter inter ace
30 Bioprinting
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Predictive Anaiylics
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LocationIntelligence
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Enterprise 30 Printing
Activity Streams

Gesiure Control
In-Memory Analytics
Virtual Reality

Cloud

Quantified Sef Computing
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SmartDusl
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As of July 2013
Innovation Pesk of Trough of Plateau of
. Inflated i Slope of Enlightenment
Trigger Expectations Disillusionment Productivity
time »

Plateau will be reached in: O
Olessthan 2years ©2to5years @ 5to 10 years & morethan 10 years & before plateau

Source: Gartner August 2013
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"Digital window shopping" is growing across all categories ; R O P O (R ese arC h 0 n _Oﬁl i n e ’

Researched online’
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AR is one of the only ROI based
(and measured) emerging technologies.
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Exhibit I: Ten-Year Forecasts of AR-Related Retail and Promotional
Activities ($ Millions)(1)

2013

2014

2015

2016

2017

2018

2019

2020

2021

2022

AR-enhanced
conventional
retailing

8.0

11.6

16.8

24.4

35.4

51.3

74.4

107.8

156.3

226.7

(%)
AR+E§1anced
adverkisin
and reedia

|S)

30.0

48.6

78.7

127.5

206.6

334.7

542.3

878.5

1,423.1

2,305.5

AR+er§1anced
Web gtailing
(Softyare +
servi
reverggle)

5.0

9.3

17.1

31.7

58.6

108.3

200.4

370.8

686.0

1,269.2

Total
($ Millions)

43.0

69.5

112.7

183.6

300.6

494 .4

817.1

1,357.1

2,265.5

3,801.3
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#NFIZQ Industry (manufacturing) of the future

The Intamet of Things and sm"lw‘*h
Senvices - Networking ’ @

neople, objects and sysiems

. Smart Grid

@ Smart Faciﬂn[_,.—-" i

Smart Home .

13

CPS Platforms — Cyber
Physical Systems —

at the border of loT, IoP
and loS.

CISCO, INTEL, GE, SIEMENS,
IBM, ..., are preparing the
next steps.
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#NF'29 Industry (manufacturing) of the future

% GE Reports
heep:/ /files.gereports.com/ wprcontent/ uploads/ 2012 /11 ge-industrial-internet-vision-paper, pdf

- . INSTRUMENTED
FEATURED intefigence fows INDUSTRIAL MACHINE

bk o ke

. Extraction and $106oge
New “Industrial PHYSICAL AND of pociiotary maching

HUMAN HETWORKS : " '_ diona streom
Internet” Report :
From GE Finds That
Combination of

INDUSTRIAL
Networks and - DATA SYSTEMS
, SECURE, CLOUD-

Machines Could DOt shoving with

he v ;
Add $10 to $15 einfy. e oy
Trillion to Global clorhest ond
GDP B30 oedhyeie
The Industrial Revolution B
radically changed the way CENTRALIZED DATA ; :

VISUALIZATION BIG DATA ANALYTICS

we use energy and maoke
things. The Internel
Revolution altered...

14



15

Industry

‘R A\#NFI129 At the border of commerce, retail and

THE VALUE PROPOSITION OF AR

" New content
channel for consumers

l'

v’ Consumers interact
in both digital &
physical worlds

v Mobile-native

v Convergence of
social, location &
context

e

o Highly inexpensive,

interactive & targeted

v’ Extends life of
direct mail (DM)
campaigns

o/ More measurable &
trackahle results from
DM campaigns

v/ High emotional &
repeat engagement
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#NF'29 Smart home, city and territory

¢ B ' ) X U Urbanism and Architecture,

AUGMENTED REALITY: o .
EXPANDING THE USER ks - M 1 Q Tourism,
EXPERIENCE T

U Public transportation,

U Utilities (water and energy distribution, energy management),
(] Healthcare, e-Health,

U Home monitoring,

U Field engineering, maintenance,

Architecture for the Augmented City

16



#NF'ZQ Vehicle of the future

Source: Bixa-media
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Forrenstod USS 260 Bilion Globnl Mnarkot for ADAS Systiems by 2020
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...AND AUTOMOBILES

automobiles will contain
AR technology by 2020

RANCE INDUSTRIELLE



ANFI23  Market forecasting
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Total Mobile AR Revenues ($5.2bn) on Mobile Devices Split by Category
2012 - 2017

$6,000 @ Location-Based

MARKETSANDMARKETS

B Social Metworking
As of today, only 0.1% of the users are
using augmented reality (AR) products in
the total market of products under study.
It is estimated that in the coming five
years, 1% of the population will be using
this application; which is an exponential 0
rise in the overall market.
The growth of the augmented 2017
reality market is expected to be
exponential with the revenue growth Source: Juniper Research
from $181.25 million in 2011 to 55,155.92
million by 2016, at a CAGR of 95.35%
from 2011 to 2016. mobile AR revenues by 2017 ($5.2Bn)
The most attractive of all the segments is b‘l segment

the smartphones segment; followed by
the tablets, and so on.

The major players that provide software
for augmented reality are Total
Immersion (France), Metaio (Germany),
Wikitude (Austria), Zugara (U.S.), and
Layar (The Netherlands).

» Games

m Lifestyle & Healthcare

= Multimadia &
Entertainment

» Enterprise

source: Juniper Research




#NF'29 Key AR competitors

KEY AR COMPETITORS

LOCATION- INTERACTIVE ENHANCED
BASED PRINT MEDIA, PRINT
INFO SHOPPING MARKETING

& GAMES CAMPAIGNS

: Gualmmm-. _ .
metaio vuforia'=
AR ASMA

MNokia's City Leng
ar

Telefonica

¥ Zappar

19



#NF'ZQ The next step

CE INDUSTRIELLE

AR is also at the border of bio, neuro,
brain and information technologies.
It means that the next step will

cross the border in order to reach:
 augmented body,

 augmented vision,

 augmented sense,

 augmented ...

And augmented emotion !

20



will augmented reality change our digital lives ?

21
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show that it works by launching usage centric quick-wins projects for
each of the relevant markets :

Creative & cultural Industries
Commerce of the future

Industry of the future

Urbanism & smatrt cities
Autonomous vehicles, automotive
Education, training

Healthcare and well being

set-up an ARaasS platform to ease the development , use and
dissemination of AR services

prepare next technologies (real-time technologies, contextual
iInformation, new devices, ...)

ease the emergence and international development of AR champions

communicate, communicate and communicate on the benefits of AR
for the whole economy

and many more ...
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Why wouldn’t we launch similar projects at the Celtic
level ?

Thank you !

vincent.marcatte@orange.com



