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Augmented Reality
continuing what the Internet started

Christine Perey
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Who am I?

ÅConsultant/analyst

ÅManagement consulting

ïStrategy

ïPartnerships

ÅMarket research

ÅMarket development

ÅTechnology scouting 

and transfer

Å1991 

Personal multimedia

Å2004 

Mobile multimedia

Å2006 

Mobile Augmented Reality

Å2010

ïPrint &

publishers

ςRetail &        

commerce
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Agenda

ÅWhat is Augmented Reality?

ïA little history

ïWhat needs does it meet? 

ïWhat problems does it solve?

ÅWhere is it heading?

ÅWhy should you care?

ÅWhat can you do?
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What is AR?
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WorldBoard Concept 1996

5

1990s: many researchers started to 
co-locate information with physical 
space 

J. Spohrer 1996: What comes after 
the World Wide Web?

Information ñin placeò 
The world as a repository of 
information
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Ten years later 
(presented at SIGGRAPH 2006)

6

Å Make use of òWeb 2.0óphoto collections (e.g. Flicker)

Å Automatic process to register images to common coordinate system

Å Browse this registered collection as a 3D image world
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AR is not one technology

ÅThe ñcyber-colonizationò
of the real world 

ÅA highly compelling, virtually endless SET 

of technology-assisted experiences 

ÅIt is part of the Real Time Web
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Often confused with Visual Search

ÅGoogle Goggles

ÅNokia Point & Find

Åkooaba Interactive Print

ÅRicoh iCandy (iPhone)
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camera, GPS, compass,

accelerometer, microphone

Mont Blanc

Thonon-les-Bains

Lake Geneva

Geneva

Arriving in 

Montreux in 

15 min



PEREY Research & Consulting 10

Physical world ñtriggersò

ÅExplicit (printed markers)

ÅImplicit real world triggers

ïText (posters, signs, page of print)

ïPhoto/drawing

ïFaces

ÅFixed position in space (GPS + compass)

ÅSounds  (music, voices)
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The ñassociatedò digital data

Å A circle which has POI information 

associated with it (e.g., Layar)

Å A text box (e.g., AcrossAir, Wikitude)

Å A 3D object in fixed position (e.g. junaio)

Å A ñfree standingò animated 3D object

Å An ñobjectò which can be manipulated/with 

which user can interact (e.g., games)

Overlay 

(on the 

real 

world) 
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