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ÁPromote and expand Augmented Reality market 

ÁCreate and meet demand for AR software and services

ÁDiscuss challenges ahead and explore solutions to 
success

ÁCross-domain, professional networking
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Á Software developers

Á Engineers in a variety of fields

Á Marketing and sales professionals

Á Artists and designers

Á Mapping/geo-tagging experts

Á Researchers

Á Media/press
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ÁOverview of Augmented Reality
Á3ÅÓÓÉÏÎ Χȡ ÐÌÁÎÎÉÎÇ ÔÈÅ ÄÁÙȭÓ ÓÅÓÓÉÏÎ ÔÏÐÉÃÓ
Á Coffee break (30 min)

ÁSession 2: final agenda
ÁSession 3: 2 or 3 breakouts (90 min)
ÁSession 4: 2 or 3 breakouts (60 min, lunch)
ÁSession 5: 2 or 3 breakouts (90 min)
Á Coffee break (30 min)

ÁSession 6: Plenary discussion, conclusions
Á Close on or before 15h45ĄMobile AR demos
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Augmented Reality
continuing what the Internet started

Christine Perey



3/3/2010 7



ÁAR User Experience 
ÁAR Business Models
ÁSocial AR
ÁGPS and AR
ÁAR Risks and Obstacles
ÁAR and Games
ÁARML

Á Development platforms, 
architectures and work flows

Á How and when to use natural 
feature recognition

Á The WikitudeAPI
Á Best uses for AR on web and 

stand-alone PC apps
Á Permission and Privacy 

Framework Architecture and 
Design
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ÁValue Proposition 
ÁBusiness models

ÁCorporate

ǐUtilitarian applications

ǐAdvertising  

ÁUser pays

ǐPer application

ǐPremium content

ÁGo-to-market strategies
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ÁExamination of 5 categories of risks

ÁTechnological

ÁBusiness/Market

ÁSociocultural

ÁEthical/legal 

ÁUser Experience

ÁMitigation strategies
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Game Consoles

ÅProject Natal (Xbox 2012?)

ÅEyePet (PlayStation)

Mobile Game Consoles

ÅCatapult (Gizmondo)

ÅInvizimals (PlayStation portable)

Phones

ÅAR Drone

ÅKweekies
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