
The major revolution from mobile to 
immersive computing



INTRODUCTION.
A few years back, people were used to consume the 
information directly from their computers. Websites and 
softwares were then the most common mediums to read, 
listen and watch the information. Today, we are mostly 
using mobile devices (through mobile apps and responsive 
design) in order to get a quick access to the needed 
information. Internet is everywhere!  

But, we are on the verge of a fundamental shift in the way 
information is organized. In a very near future, on a broader 
scale, the information that people will consume will come 
directly to our eyes and ears. This will be the era of 
Immersive technologies. 

Today, we already see many examples of AR (Augmented 
Reality) and VR (Virtual Reality) usages on our daily life. If 
you’ve ever played with a Snapchat filter or if you’ve ever 
virtually visualized some Ikea furnitures in your living room, 
you’ve already experienced Augmented Reality. 
You can also easily experience Virtual Reality through 
many entertaining centers, that give you the opportunity to 
play immersive multi-players game or escape from the 
reality through a fully immersive movie for a few hours.  

But this is AR and VR, in 2018, from a B2C standpoint. 
Devices are getting smaller and smaller but are still 
expensive (which is slowing down the adoption). Use cases 
are mostly entertaining or informational, helping tourists to 
not get lost in Paris. 

However, on the B2B market, AR and VR are currently 
being used by employees from leading companies. The 
automotive industry, the technology, media, Telecom 
and the Health Care Industry are the top 3 investors in 
Immersive Technologies (chart 1).

Augmented Reality is a technology that overlays digital 
information (3D / images / Text / Audio) in real time based on 
what the users is currently seeing (called the reality).  

Virtual Reality is a technology that replaces the reality with a 
different computer-generated or filmed reality.  

The purpose of the document is to share our findings from 
the Immersive Technology sector. This paper will provide you 
basic information on Augmented and Virtual Reality but also 
concrete examples of companies that have been using these 
promising technologies over the past few years.

Chart 1



Augmented Reality solutions are used to visualize  
virtual products in a real environment



Numerous AR/VR announcements have been released in the second 
part of 2017. Big Immersive Technologies players are launching 
hardware components, creative platforms and are partnering with 
niche players in order to be the leader on their segment.  

At the meantime, leading companies such as Airbus, Volkswagen, 
Renault, Ikea, DHL.. invested in AR and VR and are now using 
immersive technologies on their core activities.  

For example, DHL geared their employees with AR glasses in order to 
reduce errors during picking process;  
Renault Truck employees are using Hololens in order to improve the 
Engine quality control and Ikea launched an app that let you visualize 
virtual furnitures in your apartment.  

The technology needed to experience AR and VR is getting cheaper 
and smaller and faster. We’ll also see in 2018 the combinaison of 
other Frontiers Tech such as Voice and Immersive technologies. 

All of these tools have been deployed over the past 2 years, but what 
are the reasons of these B2B adoption ?

June 2017

Apple ARKit release

Aug 2017

Google ARCore release

Dec 2017

Snapchat Lens Studio

Facebook AR Studio


Jaunt expands platform into 

AR and mixed reality

Nov 2017

Amazon Sumerian

Jan 2017

Pokemon Go Generated 


M$950 in 2016 Oct 2017

Lumus & Quanta 

partnership

2018 
Launch of Magic Leap 

glasses

AR & VR ARE NOT THE FUTURE, IT’S THE PRESENT.



Virtual Reality solutions are used to increase 
training efficiency.



Augmented and Virtual Reality are technologies that will have a major impact across all the industries within the 
next 3 years. Getting the right understanding of how works the technology and what is at stake in your industry is 
crucial to create for your company a competitive advantage on your market. 

Our first service offer aims to bring a clear picture of AR and VR from a technology, use case and market 
perspective. We are also convinced that understanding works better when you are an active part of the learning 
process. 

This is the reason why our offer includes the following : 
• A tailor made conference designed for your industry and your audience 
• A Q&A Session with AR and VR experts 
• A demo session in which the audience will try Augmented and Virtual Reality hardware (HTC Vive / 

Hololens…)

DISCOVER IMMERSIVE TECHNOLOGIES.

CONFERENCE Q&A SESSION DEMO TIME
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