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What is
Augmented 
Reality?

The term augmented reality was coined in 1990, but it is only now that the confluence  
of mobile technologies and consumer behavior has created optimal conditions to push 
AR into the mainstream, creating a rich opportunity for brands. AR technology allows 
marketers to bridge the gap between the physical and digital worlds by superimposing 

digital content and interactivity over the real-world, real-time view seen through the  
camera lens on a mobile device. This enables brands to create unique, unprecedented, 
and personalized consumer experiences at scale.
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Key Terms

AUGMENTED REALITY (AR)

A technology that superimposes 
a computer-generated image, 
video, or 3D model on a  
user’s view of the real world, 
employing device cameras or 
sensors to map and identify the 
external environment.

VIRTUAL REALITY (VR)

The computer-generated  
simulation of a 3D image or  
environment that can be  
interacted with in a seemingly  
real or physical way by a person  
using special electronic equipment, 
such as the Oculus Rift.

EXTENDED REALITY (XR) 

An umbrella term to refer to 
both augmented and virtual 
reality, where the X acts as a  
variable to substitute any  
flavor of computer-assisted  
visual modification to reality.
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Augmented reality is rapidly gaining traction. Thirty percent of all smartphone users  
already engage with AR at least once a month, and there are 48.1 million total current  
AR users. It’s estimated that there will be 67.5 million AR users by 2020. 

With these metrics as a barometer, it’s clear that AR will soon become a mainstream  
marketing tactic. With a clear brand vision, audience insights, and technology  
infrastructure, companies can leverage AR to deliver the kind of seamless experiences 
today’s consumers expect.

A huge interest in augmented reality has been established from both marketers and  
consumers, and we now have the tools to deliver and a market primed for impact and  
innovation. Leveraging augmented reality now will give first-to-market brands a  
competitive edge as the tactic continues to build momentum, growing into its staggering 
usage and revenue projections.

Why You Should 
Care About 
Augmented Reality
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Key StatsKey Stats

CONSUMER BENEFITS

Up to 70% of consumers see clear 
benefits in using AR daily, and 73% 
identify themselves as knowledgeable 
about and interested in AR. 

ROI

29% of companies that run  
experiential campaigns using AR 
report returns as high as 10-1.

UNEXPLORED ACTIVATIONS

48% of AR currently takes place  
on mobile devices. Head-mounted 
displays place second, accounting  
for 34.8% of experiences.

OPPORTUNITY

Almost 70% of consumers would like 
retailers to launch an AR initiative, 
but only 30% of retailers are actually 
testing and applying the technology.

$
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MOBILE GAMING

Overlay objects onto the real world 
through a phone camera to play  
a game, with potential multiplayer 
experiences.

STORYTELLING

Enrich stories by bringing the  
subject matter to life through  
a phone’s camera.

HOW TO

Use a phone’s camera to 
visualize instructions or 
techniques (e.g. tutorials).

EDUCATION

Use 3D models for a more engaging 
way to teach new concepts. 
 

WAYFINDING

Utilize trackers to provide individual, 
real-time maps or directions through 
a device. 

ECOMMERCE

Provide users with an in-store  
shopping experience—regardless  
of their location—or personalize  
the in-store experience.

Augmented reality has the power to expand our physical world and deliver  
personalized experiences. Whether you want to build brand awareness or  
create a virtual showroom, AR offers countless ways for consumers to interact 
with your brand on a deeper level.

Potential Use Cases
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The Augmented 
Reality Jargon 
Glossary
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The Basics

AR OVERLAY

An image or graphic  
superimposed over an Image 
Target (see Image Target).

AR VIDEO PLAYBACK

A video anchored in 3D space  
(typically superimposed on an Image 
Target) while maintaining the  
view of the physical environment as  
opposed to full-screen playback.

CHROMA KEY VIDEO

Allows for the projection of video 
content into live environments. It is 
defined as video shot on a unique, 
brightly colored background (often 
called a “green screen”). 

FIELD OF VIEW (FOV)

The visual areas in which users can 
see virtual content through a headset. 

TRACKING

The method by which a computer 
anchors content to a fixed point  
in space, allowing users to walk  
and/or look around. There are two 
types of tracking: marker-based  
(see Image Target) and markerless 
(see Markerless). 

HOTSPOTS

Tappable spots within the AR  
experience that reveal more content 
or options. Hotspots can be animated 
and are often shown as a glowing orb.

IMAGE TARGET (ALSO: TRACKABLE, 
TRIGGER, MARKER, AR TARGET)

The image recognized by the  
computer that launches the AR 
 experience. Images with high  
contrast and unique features with 
sharp edges are key pillars in  
supporting image recognition.

INTERACTIVE VIDEO

A video with features, such as 
hotspots, that call for the  
user to interact with the video.

MARKERLESS AR  
(ALSO: DEAD RECKONING)

AR that maps the physical  
environment in real time. Often  
uses a smartphone camera and  
sensors to position a virtual object  
in a room without the need for  
Image Targets.

MESH

A web of identified points in space 
and lines drawn between them  
that represent a computer’s raw  
view of a 3D space. 
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Types of Apps

AUGMENTED REALITY VIEWER APP

An AR app such as Layar or Aurasma 
that is designed to provide augmented 
reality viewing experiences across 
multiple brands and content types.

CUSTOM CAMPAIGN APP

An AR app with 1 to 5 experiences  
that is published and available 
through the Apple App Store and/or 
Google Play.

CUSTOM EVENT APP

An AR app with 1 to 5 experiences, 
used for a trade show or live event, 
that is distributed to dedicated event 
iPads. Event apps are not available 
on the Apple App Store or Google 
Play. Event apps typically have a life 
span of 3 to 6 months.

CUSTOM APP VS. UNIVERSAL APP

A custom app is client branded and 
developed and licensed for use by 
one client. A universal app is vendor 
branded (e.g. Aurasma or Layar) that 
uses a single, universal app to view all 
clients’ AR experiences.
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AR Platforms & Technologies

QUALCOMM® VUFORIA™

Vuforia is a software platform that 
uses top-notch, consistent, and 
technically resourceful computer 
vision-based image recognition  
and offers a wide set of features  
and capabilities. 

UNITY 3D

Unity 3D is a cross-platform game 
engine developed by Unity  
Technologies. It is used to develop 
video games for web plugins,  
desktop platforms, consoles, and 
mobile devices. 

VISUALCOMMERCE® (V-COMMERCE)

The ‘unlimited AR’ platform for  
hosted, downloadable content,  
Visual Commerce apps are typically 
developed as a sales support tool, or 
virtual product trial, with the option 
to purchase. The V-Commerce™  
platform is intended for AR apps  
that will be expanded on over time, 
adding new content or experiences.

ARKIT/CORE LOCATION

ARKit is Apple’s framework for  
augmented reality apps and  
games. Core Location determines  
a device’s geographic location,  
altitude, orientation, or position  
relative to a nearby iBeacon.  
The framework uses all available  
onboard hardware, including Wi-Fi, 
GPS, Bluetooth, magnetometer, 
barometer, and cellular hardware  
to gather data.
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The Augmented 
Reality Social Media 
Ecosystem

Social platforms are leaning heavily into AR to provide outlets for creation and application. 
Namely, Facebook has launched AR Studio and Snapchat has Lens Studio. These channels 
and their tools allow developers to create custom AR marketing campaigns and give  
marketers a feasible and affordable way to provide AR content to consumers on devices 
they already own. 

Experiences that are more involved may not be right for Facebook or Snapchat, but  
could be perfect for an already created app or a new app that can be downloaded  
to experience AR. 
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Facebook AR Studio

TERMINOLOGY

Facebook AR Studio: Free tool for 
developers to build AR creative.

Facebook Camera Effects Platform: 
The suite of creative tools that lets 
you create effects for the Facebook 
camera, including AR Studio.  
AR can live in the Facebook camera, 
Messenger, and the News Feed  
(in beta).

EFFECTS/FUNCTIONS SUPPORTED

2D and 3D
Masks
Interactive Games
Tracking (target, plane, face)
Custom Animations 
Location Markers

BEST PRACTICES

Inspire social interaction. Build 
things people want to engage with 
and share.

AR ads should be easy to use and 
responsive. Test the functionality  
frequently before promotion to  
ensure no bugs or errors.

PAID PROMOTION

Facebook AR can be promoted  
for brand awareness, link clicks,  
or video views.

Brands can drive users to AR  
experiences in Messenger via 
click-to-messenger media 
placements in the Facebook/ 
Instagram News Feed.

Promotion only works on  
“Mobile” (for now) for users to 
jump into the AR experience.
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Snapchat Lens Studio

TERMINOLOGY

Snapchat Lens Studio: Free tool for 
developers to build, publish, and 
share AR lenses through Snapchat. 

Face Lens: AR using the front-facing 
camera, mostly to play with selfies.

World Lens: AR using the rear-facing 
camera, mostly to affect surroundings.

EFFECTS/FUNCTIONS SUPPORTED

2D and 3D

Triggers (raising eyebrows or tapping 
on screen are two examples) 

Include two users in the same frame

Different lenses for the front-and 
rear-facing camera

BEST PRACTICES

Should be interactive and utilize the 
correct call to action.

Lenses are engaged with for more  
than three minutes per day on average,  
and should give the audience an  
engaging experience while also  
encouraging them to take action 
when they are done.

PAID PROMOTION

Snapchat lenses can be promoted 
to have the user “play” with or “try” 
the lens in either a game format or 
picture format. These lens filters 
can be “snapped” to other users or 
screenshotted to help share the 
experience of the lens.

Shoppable AR will allow brands to 
direct customers to purchase  
products they view through a lens, 
with affiliated website, video, and  
app installation prompts.

While not currently available in the 
self-serve Snapchat ad platform, 
these can be purchased at a $3-8 
CPM fee through Snap directly.

Web View can be used with these 
lenses and can feature products, 
offers, and branding within the first 
frame. Web View can link to a landing 
page or the brand’s Snapcode.
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Standout  
Augmented Reality 
Brand Campaigns
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NIKE
Facebook Messenger 
Sneaker Drop

Nike gave customers the chance  
to experience and buy limited  
edition Kyrie 4 “Red Carpet” sneakers 
via a Facebook Messenger AR  
experience. The shoes sold out in  
less than an hour.

CLAIROL
Snapchat Lens
Try On Hair Color

Clairol used Snapchat’s Shoppable 
Lenses to let consumers virtually  
try out a new hair color before 
purchasing the brand’s Color Crave 
products via the app.

MICHAEL KORS
Facebook News Feed
Sunglass Ads

Michael Kors was one of the first 
brands to test Facebook’s AR  
News Feed ads, letting customers 
superimpose a pair of sunglasses  
on their faces before buying them  
via the app.

Standout Augmented Reality Brand Campaigns
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Getting Started with 
Augmented Reality
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PROGRAM IDEATION

EXPERIENCE TESTING

PLATFORM SELECTION

CAMPAIGN  EXECUTION

CREATIVE  PROCESS

ANALYTICS  & INSIGHT

Getting Started with Augmented Reality
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From program ideation to campaign execution and analysis, our team provides a complete 
suite of augmented reality services to help you create unique, innovative experiences. We  
customize each activation based on your brand, your audience, and what you want to achieve.
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WANT TO LEARN MORE? 

hello@likeable.com
likeable.com


