
Here’s What AR and Other Similar
Technologies Can Do for Your Business
18th June 2019

What is one piece of advice you’d give to businesses looking to invest in Augmented
Reality (AR) technology?

It’s the simple and classic advice, really. If you are an enterprise looking to bring AR into your
organization, be very clear on what business problem you are trying to solve. Companies often
want to “try out” new technology, to play with the latest gadgets and see what they do rather than
focusing on solving a real business problem.

There are many AR use cases that provide real benefit by improving the performance and efficiency
of the company operations. It is important to understand your business problem, then pilot a
suitable AR solution and measure the outcome. This may include reducing time to complete a task,
minimizing errors, and/or lowering costs of interruptions. These are all benefits that improve the
bottom line.

The AREA portal offers more information on how to get started.

Can you discuss a few use cases of augmented reality for industrial professionals? Are there any
barriers to adoption businesses should be aware of?

Based on my experience of speaking to the many enterprises and providers in the AR ecosystem,
the use cases that are currently getting most traction include:

Remote assistance — being able to discuss with an expert (anywhere in the world) and use
AR technology to show how to fix the problem.
Step-by-step guidance — using an AR-enabled mobile, tablet, or wearable device to show how
and what to do when completing a task. This use case works particularly well for infrequent
and complicated tasks.
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In terms of barriers, the technology is still being developed and will continue to improve.

AR for Enterprise Alliance (AREA) has also identified business problems that it is working to
overcome. These include issues when moving from pilot to full deployment. The members are
working to understand and overcome safety, security, and human issues (e.g., convincing
stakeholders and ensuring the workers are involved), as well as providing useful tools like an ROI
calculator and Safety/Human framework.

What is one myth surrounding this technology, or Industry 4.0 in general, you’d like to
debunk for our readers?

That it is complicated and difficult to deploy! This is simply not the case, and the most successful
implementers of AR solutions and Industry 4.0 have started with solutions using IoT data, with
simple analysis, and using tablets, phones, or assisted-reality devices to display actionable
information that brings quick and substantial benefit to the company and worker.

Where do you see Industry 4.0 heading?

For Industry 4.0 to continue to provide benefit to manufacturing, Internet of Things (IoT), Artificial
Intelligence (AI), and AR technologies need to interact and work together better to help deliver
more actionable outcomes. Benefit will also increase as the concept of the digital twin becomes
commonplace, enabling designers to plan, develop, and test more efficient processes and products.
These can be tested in the augmented world before being implemented in the physical.

This has been demonstrated by the next AREA research project (voted for by the members), where
best practices and the merging of IoT, AI, and AR technologies will be researched.

In the future, you can envisage a self-supporting manufacturing process able to solve its own
simple problems allowing staff to see (via AR) issues that need timely intervention.

Link to article

Addressing the Security Challenges of
Wearable Devices for Enterprises
18th June 2019
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Read the first installment here.

The topic of security in enterprise AR environments is both under-addressed and vital.
Our cybersecurity team at Brainwaive is excited about the opportunity to work with the AREA to
protect companies’ information and assets through this first-ever AREA-funded research project.
The objective is to develop and popularize a reliable, repeatable means of assessing security when
adopting AR headsets/glassware solutions in industrial/enterprise settings.

With several weeks of R&D behind us, the Brainwaive cybersecurity team is beginning
to finalize the scope and structure of an AR Security Framework and Testing Protocol. While most of
our initial focus is on security threats and the defensive posture of wearable AR devices
themselves, it’s important to recognize that the headset or smart glasses are just one element in
an end-to-end AR “solution stack.” The Security Framework will eventually address all the unique
elements of the AR stack, including wireless networking, data gateways, cloud services,
applications, and more. Additionally, full enterprise protection requires development and
governance of sound use policies and procedures, and training to develop end-user competence
with the systems.

From a security standpoint, wearable AR devices may seem to be similar to common mobile
devices like smartphones and tablet computers. However, we’ve identified multiple important
factors that make AR systems unique, and we’re mapping the new trust boundaries and roles of the
users. The Brainwaive team will elaborate on these in the final report and in our presentation at the
upcoming Augmented World Expo. Also, in this initial project, we’re focusing only
on characterizing the inherent design characteristics of the wearable device hardware and software
from a security perspective. In follow-on projects, we’ll perform active penetration testing to
determine the robustness of device designs and their level of defense against malicious attacks.

Knowledge is power when it comes to protecting your enterprise assets from bad actors trying to
break in and steal sensitive information or disrupt your operations. Employing the AREA AR Security
Framework and Testing Protocol, enterprise users will be better equipped to select and use AR
headset solutions providing the proper types and levels of security for their specific use cases.

Tony Hodgson is CEO of Brainwaive LLC.
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Here’s why P&G created guidelines for
augmented reality equipment (Via
Cincinnati Business Courier)
18th June 2019

Barrett J. Brunsman, Staff reporter for the Cincinnati Business Courier, highlights how Procter &
Gamble Co. “played a lead role in the development of the world’s first guidelines on functional
requirements for augmented reality hardware and software” when working with 64 other
organizations to develop functional guidelines for augmented reality in the manufacturing sector.

Read the full article…

Caterpillar, Lockheed Martin, P&G Lead
Effort to Shape Future of Augmented
Reality (Via IndustryWeek)
18th June 2019

IndustryWeek highlights the efforts of 65 organizations to help shape the future of augmented
reality in the manufacturing sector. The functional guidelines released Tuesday will help companies
within the AR ecosystem to develop products and solutions for industrial enterprise users.  

Read the full article…

New Guidelines Point to an Augmented
Future (via Computerworld)
18th June 2019

Matt Hamblen, Senior Editor for Computerworld, writes about the hardware and software guidelines
for using augmented reality (AR) on the manufacturing floor. These guidelines were published
Tuesday in a joint effort between UI Labs and the Augmented Reality for Enterprise Alliance (AREA).
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Read the full article…

 [Photo credit: Turkletom / Flickr]

 

 

 

 

 

 

AREA Interview: Ken Lee of VanGogh
Imaging
18th June 2019

AREA: Tell us about VanGogh Imaging and how the company started.

KEN LEE: The reason I started VanGogh was I noticed an opportunity in the market. From 2005 to
2008, I worked in medical imaging where we mainly used 3D models and would rarely go back to
2D images. 3D gives you so much more information and a much better visual experience than flat
2D images. But creating 3D content was a very difficult and lengthy process. This is the one huge
problem that we are solving at VanGogh Imaging.

We started when Microsoft Kinect first introduced their low-cost 3D sensoring technology. It allowed
you to map in a three-dimensional way, where you can see objects and scenes and capture and
track them. Van Gogh started in this field around 2011 and we’ve been steadily improving our 3D
capture technology for over five years, working with several clients and differentiating ourselves by
delivering the highest quality and easiest way to capture 3D models.

AREA: What is Dynamic SLAM and how does it differ from standard SLAM?
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KEN LEE: Standard SLAM has been around for years. It works well when the environment is fairly
static – no movements, a steady environment, no lighting changes. Dynamic SLAM is a SLAM that
can adjust to these factors, from moving objects and changing scenes to people walking in front
and lots of occlusions.

AREA: Are there certain use cases or applications that are particularly suited to dynamic
SLAM?

KEN LEE: Dynamic SLAM is perfect for the real world, real-time environment. In our case, we are
using dynamic capture mostly to enhance the 3D capture capability – so making 3D capture much
easier, but still capturing at a 3D photorealistic level and fully automating the entire capture
process plus dealing with any changes.

Let’s say you’re capturing a changing scene. You can update the 3D models in real time, just as you
would capture 2D images with a video camera. We can do the same thing, but every output will be
an updated 3D model at that given point. That’s why Dynamic SLAM is great. You can use dynamic
SLAM just for tracking – for AR and VR – but that’s just one aspect. Our focus is on having the best
tracking, not just for tracking purposes, but really to use that tracking capability to capture models
very easily and update them in real time.

AREA: Once you have that model, can you use it for any number of different processes
and applications?

KEN LEE: Sure. For example, you can do something as basic as creating 3D content to show people
remotely. Let’s say I have a product on my desk and I want to show it to you. I can take a picture of
it, or in less than a minute, I can scan that product, email it, and you immediately get a 3D model.
Microsoft is updating its PowerPoint software next year so you will be able to embed 3D models.

There are other applications. You can use the 3D model for 3D printing. You can also use it for AR
and VR, enabling users to visualize objects as true 3D models. One of the biggest challenges in both
the VR and AR industry is content generation. It is very difficult to generate true 3D content in a
fully automated process, on a real-time basis, that enables you to interact with other people using
that same 3D model! That’s the massive problem we’re solving. We’re constantly working on scene
capture, which we want to showcase this year, using the same Dynamic SLAM technology. Once
you have that, anyone anywhere can instantly generate a 3D model. It’s almost as easy as
generating a 2D image.

AREA: Does it require a lot of training to learn how to do the 3D capture?

KEN LEE: Absolutely not. You just grab the object in your hand, rotate it around and make sure all
the views are okay, press the button, and then boom, you’ve got a fully-textured high-resolution 3D
model. It takes less than a minute. You can teach a five-year-old to do it.

AREA: Tell us about your sales model. You are selling to companies that are embedding
the technology in their products, but are you also selling directly to companies and
users?

KEN LEE: Our business model is a licensing model, so we license our SDK on a per-unit basis. We
want to stay with that. We want to stay as a core technology company for the time being. We don’t
have any immediate plan for our own products.



AREA: Without giving away any trade secrets, what’s next in the product pipeline for
VanGogh imaging?

KEN LEE: We just filed a patent on how to stream 3D models to remote areas in real time. Basically,
we’ll be able to immediately capture any object or scene, as soon as you turn on the camera, as a
true 3D model streaming in real time, through a low bandwidth wireless data network.

AREA: Do you have any advice for companies that are just getting into augmented
reality and looking at their options?

KEN LEE: At this moment, Augmented Reality platforms are still immature. I would recommend that
companies focus, not on technology, but on solving industry problems. What are the problems that
the companies are facing and where could AR add unique value? Right now, the biggest challenge
in the AR industry, and the reason why it hasn’t taken off yet, is that so much money has gone into
building platforms, but no one has built real solutions for companies. I think they should look for
opportunity in those spaces.

Key Players in the Augmented Reality
Industry
18th June 2019

A recent article by Michael R. Blumberg examines major players in the industry of Augmented
Reality who have developed solutions in field service and maintenance in addition to use case
scenarios. A number of AREA members are included.

The article initially discusses the multiple components which should be integrated in order to make
AR applications successful: viewer technology, such as a mobile device or smart glasses; the
application allowing the device to access what the engineer is viewing in real time, which produces
extra content such as sound or graphics; also video streaming from the onsite engineer to a remote
engineering expert.

AREA members APX Labs, iQagent, NGrain, Scope AR, and XMReality are all mentioned in the article
as key industry players, in addition to AR Media, Epson, Fieldbit, Microsoft, and PTC. AR technology
from each organisation is noted and described:

APX – Their AR product Skylight is a platform which integrates with wearables such as smart
glasses.
iQagent – Their mobile-based AR app scans QR codes to provide information related to
maintenance.
NGrain – They have various AR applications, such as ProProducer, Viewer, Android Viewer,
SDK, Consort, Envoy, and Scout.
Scope AR – Their Worklink application provides instructions as well as 3D images on the
mobile or wearable screen. They also produced Remote AR, which enables onsite employees
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to remotely communicate with experts.
XMReality – Their product XM Reality Remote Guidance also enables onsite employees to
receive visual instructions from remote experts.

 

 

Press Release Lockheed Martin Joins The
AREA
18th June 2019

Lockheed Martin Joins Augmented Reality for Enterprise Alliance Board

Lockheed Martin Brings Industry Expertise to AREA Board of Directors to Help Build Augmented
Reality Ecosystem and Best Practices

WAKEFIELD, Mass., USA – December 13, 2016 — The Augmented Reality for Enterprise Alliance
(AREA) announced today that Lockheed Martin has joined AREA at the Sponsor level and accepted a
seat on its Board of Directors.  According to AREA Executive Director Mark Sage, Lockheed Martin,
along with other AREA Enterprise members Bosch, Boeing, Huawei, and Newport News Shipbuilding
and many others, have pledged support to drive ecosystem development and best practices for
Augmented Reality (AR).

 

With over 30 members, the AREA is the only global membership funded alliance, helping to
accelerate the adoption of Enterprise AR by creating a comprehensive ecosystem for enterprises,
providers, and non-commercial institutes.  It supports innovative companies, aspiring to invest in
AR who need a better understanding of the tools available, application possibilities, methods of
implementation and return on investment.

 

The AREA provides a free and open exchange of best practices, lessons learned, and technological
insights which can help enterprises effectively implement AR technology, boost operational
efficiency and create long term benefit.

 

“Lockheed Martin is another strong and significant addition to the AREA Board of Directors,” said
Sage. “They bring long experience with and a keen understanding of the tools, applications, and
implementations of AR in the enterprise.  Their collaboration with AREA members in defining this
emerging industry through research, networking, education and best practice is a welcome
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addition.”

 

The AREA’s membership benefits include access to high-quality, vendor-neutral content and
participation in various programs, a research framework to address key challenges shared by all
members, discounts for fee-based events, and more. Sponsor members have a direct role in
shaping the rapidly expanding AR industry and demonstrate their companies’ leadership and
commitment to improving workplace performance.

 

About the AREA

The Augmented Reality for Enterprise Alliance (AREA) the AREA is the only global membership
funded alliance, helping to accelerate the adoption of Enterprise AR by creating a comprehensive
ecosystem. The organization provides high-quality, vendor-neutral content and programs. Discover
the benefits of joining the AREA by visiting our membership information page.

 

Augmented Reality ‘Experimental’ in the
Enterprise
18th June 2019

An article appeared on TechTarget addressing the ‘experimental’ nature of Augmented Reality in
the Enterprise. The article’s line of thought follows the extent to which Augmented Reality is being
adopted in the enterprise, as businesses must work out its best uses, cost versus ROI and user
acceptance.

Both Christine Perey, AREA Board member and former Executive Director, and The AREA’s current
Executive Director Mark Sage, are quoted in this article.

Issues mentioned in the article include confusion around the difference between AR & VR, which is
addressed and the fact that mobile apps are only 1 way to deliver Augmented Reality (others being
wearables, smartglasses, head mounted displays and other hands free devices).

The state of the AR Market is touched upon including the industry early adopters. Popular uses are
summarised, such as inspections, design reviews and in highly complex environments. The article
offers a high level overview for industry decision makers looking for a greater understanding of how
Augmented Reality can help in their enterprise.

The AREA also offers a huge range of resources for enterprise users and membership. Do take a
look around our website for more information or get in touch!
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$20 Million Fund for Augmented Reality
Startups Launched by Razer
18th June 2019

A recent article on yahoo.com states how technology giant Razer has launched Zventures, a $20
million investment fund in order to help small startups, including those in Augmented Reality. CEO
of Razer, Min-Liang Tan has told Digital Trends that investments will range from $100,000 to $1
million, in a number of areas of technology, amongst those AR.
This is now officially open for any company to pitch.
As a company, Razer has a number of attributes that will benefit those in which it will invest:
• Razer has one of the largest active user bases in the world, targeted more specifically at the ever
growing gaming community; they may introduce this audience to the startups they work with
• The company has experience as both a hardware and software company, with the possibility of
bringing such knowledge to the startups in which it will be investing. Not only this, they will also be
bringing the relationships they have with such hardware manufacturers, and the knowledge of the
life cycle of products at retail
• Razer has its own stores, and has partnered with retailers such as Best Buy in the US, and Media
Markt in Europe. CEO Tan says that Razer can use its global distribution network, bringing those to
the startups they plan on helping
Tan speaks about his excitement for the future of AR, saying how he thinks it will be “large and
overlapping industries”. Being equally enthusiastic about investing in VR, CEO Tan says, “we will
invest in both areas”.
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