
Immersive digital 
experiences

BRAD KOERNER

CREATING EFFECTIVE EXPERIENCES AT THE 
EDGE OF PHYSICAL/DIGITAL



BLADE RUNNER

The FUTURE?



SOFI STADIUM



MINORITY REPORT



COOLER SCREENS



STAR TREK



LUCASFILM



INTERACTIVE ART
LARGE FORMAT

MUSEUM EXPERIENCES

NEW MEDIA ART/GALLERIES



TRADITIONAL THEME PARKS

FLYING THEATERs + SIMULATORS

SPECTACULARS + PROJECTION MAPPING

E-TICKETS + LARGE FORMAT PROJECTION

E-TICKETS + DV LED

INNOVATIVE F&B, HOTEL EXPERIENCES



LOCATION-BASED ENTERTAINMENT

INTERACTIVE GAMES/ROOMs

FRANCHISE ENTERTAINMENT

INSTAGRAM pop ups



e-sports centers + DIGITIZED SPORTS

INTERACTIVE IP attractions

new hybrid sPORT CONCEPTS

esports competitions



What MAKES AN immersive digital experience? 

Digital displays

MEDIA CONTENT

INTERACTION

ACTION

SENSORS BIG DATA



What MAKES AN immersive digital experience? 

Digital displays

MEDIA CONTENT

driving 
action

making 
memories

DERIVING KNOWLEDGE

INTERACTION

ACTION

SENSORS BIG DATA



NIKE/AKQA

Every Surface, a Screen:
NOW WHAT?

▪ Digital in every crazy format
▪ DIGITAL SIGNAGE BURNOUT
▪ EVEN BETTER THAN THE REAL THING
▪ ANAMORPHIC GRAPHICS
▪ LAYERED REALITIES
▪ AMBIENT COMMUNICATIONS
▪ INTERACTIVITY
▪ RETAIL MEDIA NETWORKS



DIGITAL IN EVERY CRAZY FORMAT

TEAMLAB



MEIYAD



MEIYAD



MEIYAD



MEIYAD



OCOLOUR
OCOULOR TECHNOLOGIES



PREVENTING DIGITAL SIGNAGE BURNOUT



JUST ANOTHER SCREEN



Break the proportions



Break the SCALE



Layer visual acuity



Create unified spatial experiences



FRANK GEHRY!



EVEN BETTER THAN THE REAL THING



humans have a total horizontal field of view of roughly 210-
degrees with binocular field of roughly 120-degrees and a high-
acuity central view of 6-degrees

at 1 meter with a field of view of 120-degrees, humans can see 3,464mm of 
horizontal width. Requiring 60 pixels per degree field-of-view, that 
requires 60 pixels x 120 degrees = 7,200 pixels per 3,464 mm of width, or 
a pixel pitch of 3,464mm/7200 pixels = 0.48 mm pitch

retina quality =
1 METER @ 0.5MM pixel pitch





ANAMORPHIC GRAPHICS
TROMPE L’OEIL
FORCED PERSPECTIVE

PERE BORRELL DEL CASO, 1874



NIKE, SHINJUKU



ANOMOLY



OCOULOR TECHNOLOGIES



OCOULOR TECHNOLOGIES



UN STUDIO/ZUMTOBEL

TRANSPARENCY AND LAYERED REALITIES



TRANSPARENCY AND 
LAYERED REALITIES

fixed opacity wall

virtual control of physical depth

physical aperture

virtual media content

body/gesture control interface

variable opacity wall

variable luminosity wall

occupant uses body to control vision 

of differing depths

BRAD KOERNER/HARVARD GSD



OCOULOR TECHNOLOGIES



OCOULOR TECHNOLOGIES



SKULLMAPPING





OCOULOR TECHNOLOGIES



HERMES
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Our proprietary merchandising and media CX application. Cooler Media gives retailers and brands the ability to define contextually targeted 

promotions and design digital planograms and product details that deliver flawless displays and real-time pricing at the point of sale.

COOLER MEDIA
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SKANDALTECH

AMBIENT COMMUNICATIONS



Potential of 
Peripheral Vision

Human Proclivity to 
Motion

Meaning
Making





Thumbs Up for a Cause
Wrap Your Spaces in Social Media:





Hot or Not
Wrap Your Spaces in Social Media:





Sparkling Service
Wrap Your Spaces in Social Media:







INTERACTIVTY
ACTIVE OBJECTS, SURFACES, ZONES

KOLLISION





UNTRACKED TRACKED BASIC DATA MAGIC

PHASES OF ANONYMITY

CHECK IN

INTERFACE SERVICE

ANONYMOUS PERSONALIZED



ANONYMOUS TRACKING



ANONYMOUS FACIAL RECOGNITION
ADVERTIMA



FACIAL RECOGNITION + CRM





Jason Bruges Studio

JASON BRUDGES



BRAD KOERNER/HARVARD GSD



NEW DESIGN TECHNOLOGIES

SKANDAL TECH



Ambient Communications Architecture



GEODESIC GAMES



RETAIL MEDIA NETWORKS

FROG/HOWARD NUK



Media-Driven Branded 
Experiences

Data-Driven Environmental 
Optimization

ANONYMOUS PERSONALIZED



‘The Big Idea’

Cooler Screens is creating the 

world’s largest digital media 

platform for retail by tapping 

into a massive opportunity to 

monetize the consumer traffic 

at the point-of-sale in brick-

and-mortar. 
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MARKET OPPORTUNITY
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COOLER MEDIA PLATFORM

With digitized planograms, 

products will never look 

disorganized, hidden or out 

of stock again.

▪ Convergence of brick-and-mortar 

with e-commerce

▪ Real-time and algorithmic pricing 
and promotions

▪ Smart-sensor and digital 

merchandising for planogram 
compliance, automatic-restock, in-
store audits, etc. 



What MAKES AN immersive digital experience? 

Digital displays

MEDIA CONTENT

INTERACTION

ACTION

SENSORS BIG DATA



BRAD KOERNER
brad@KOERNERDESIGN.com

BLOG
www.lucept.com
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