




Brave New Worlds
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Dr. Joachim Scholz  ;  Marketing Professor  ;  Brock University

http://MKTGsquad.com
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FIRST



WHAT IS AR?



It seems like everyone has their 
own reality… or at least acronym

???

??!!



Augmented reality (AR) is the 
practice of augmenting a real-time 
direct or indirect view of a physical 
real-world environment by adding 

virtual computer-generated 
information to it

Virtual reality (VR) is a computer-
generated simulation of a three-
dimensional environment that 
allows users to experience and 

interact with the simulated world in 
seemingly real ways
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immersion via 
entangling

immersion via 
extracting



GAMING BONDING

LIVINGSHOPPING



magic mirror product visualization product customization scene building game/world building

tool instant interface customer support way finding world annotation

active print active packaging bogus window marker activated portal



DISRUPTION
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https://www.digi-capital.com/news/2019/01/for-ar-vr-2-0-to-live-ar-vr-1-0-must-die/
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Jay Samit, Vice Chairman of Deloitte and author of Disrupt You!

Just as the internet … disrupted 
virtually every business, AR will 

cause seismic realignments”



ROAD AHEAD



Ga
rtn

er
’s 

Hy
pe

 C
yc

le
vi

si
bi

lit
y

20172016201520142013

20112010200920082006

Technology Trigger
Peak of 
Inflated 

Expectations
Trough of Disillusionment Slope of Enlightenment Plateau of Productivity

maturity

*) Source: Gartner. AR is not listed as an individual technology in the 2007 edition of Hype Cycle. Last listed: 2018

2018

2012

Augmented Reality’s path through 
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2.5 Billion
mAR install base by 2024

(900 million today)
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2023-25
light weight

all day
premium brand



69% 
of XR professionals 

anticipate mainstream 
consumer adoption by 

2021-23
October 2019



COVID-19



5 SOLUTIONS



75% 
cheaper



REACH GEN Y/Z



FULL FUNNEL



BUY

LOYALTY LOOP
EVALUATE

CONSIDER

BOND

ADVOCATE
ENJOY

✤Enact 
community/
tribal a"liations 

✤Trigger 
advocacy/social 
sharing/social 
buzz 

✤Deepen 
relationship with 
brand/increase 
loyalty



impressions 
captured in 

the first week 1M
over





story

experience



$750K

224
million views 
in one day

$3.35



$3.35
cost-per-mille (CPM)

224
in one day

CPM for national TV: $14.61



experience

participation
requires
requires
resonance



owned 
media

unmediated 
extended self 

relationships

social XP 
and sharing



4 WAYS



Platform AR

App AR

Web AR

AR installations

(Social AR)

(First-party app)



Reach

Cost

Friction

Flexibility
E#ect/ 
Integration
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87%
currently exploring, 

piloting or deploying 
mixed reality

29%
have articulated a 

vision for using 
mixed reality

Q3 2018



Q3 2018



Competence Gap

Lack of understanding impedes adoption: 58%

Cost: 29%

Q3 2019



learn experiment strategize
hire my students social AR customer-centric

train employees marker at event connect to brand 

MKTGsquad.com integrationstudent project



Dr. Joachim Scholz
Assistant Professor of Marketing 
Goodman School of Business 
Brock University 
Email: jscholz@brocku.ca 
Web: MKTGsquad.com 
     twitter.com/joscholz 
     linkedin.com/in/joscholz

fresh ideas.
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