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STAR TREK




LUCASFILM



MUSEUM EXPERIENCES
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INTERACTIVE ART

LARGE FORMAT



TRADITIONAL THEME PARKS
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SPECTACULARS + PROJECTION MAPPING
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E-TICKETS + DVLED

E-TICKETS + LARGE FORMAT PROJECTION

FLYING THEATERS + SIMULATURS



LOCATION-BASED ENTERTAINMENT

INTERACTIVE GAMES/ROOMS o
INSTAGRAM POP UPS

FRANCHISE ENTEHTAINMENT



E-SPORTS GENTERS + DIGITIZED SPORTS
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WHAT MAKES AN IMMERSIVE DIGITAL EXPERIENCE?

i

""""" DIGITAL DISPLAYS

SENSORS BIG DATA



WHAT MAKES AN IMMERSIVE DIGITAL EXPERIENCE?

DRIVING h MAKING

ACTION MEMURIES
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EVERY SURFACE ASCREEN ;
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""""" < cl%NjBETTEH THAN THE REAL THING
= ANAMORPHIC GRAPHICS
= LAYERED REALITIES
-‘AMBIENT COMMUNICATIONS

= INTERACTIVITY
-="RETAIL MEDIA NETWORKS
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TEAMLAB
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PREVENTING DIGITAL SIGNAGE BURNOUT
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JUST ANOTHER SCREEN




BREAK THE PROPORTIONS



BREAK THE SCALE
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LAYER VISUAL AGUITY



CREATE UNIFIED SPATIAL EXPERIENCES
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FRANK GEHRY!







.

. @ 0.5MM PIXEL PITCH -
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VITH BINOCULAR FIELD OF ROUGHLY 120-DEGREES AND A HIGH-
TYCENTRAL VIEW OF 6-DEGREES
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ANAMORPHIC GRAPHICS

TROMPE L'OEIL
FORCED PERSPECTIVE

PERE BORRELL DEL CASO, 1874
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OCOULOR TECHNOLOGIES



OCOULOR TECHNOLOGIES



TRANSPARENCY AND LAYERED REALITIES ' ,
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fixed opacity wall

TRANSPARENCY AND
LAYERED REALITIES

variable opacity wall physical aperture

variable luminosity wall

virtual control of physical depth

occupantuses bodyto control vision
of differing depths
virtual media content
body/gesture control interface

BRAD KOERNER/HARVARD GSD
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OCOULOR TECHNOLOGIES™






COOLER MEDIA

Our proprietary merchandising and media CX application. Cooler Media gives retailers and brands the ability to define contextually targeted
promotions and designdigital planograms and product details that deliver flawless displays and real-time pricing at the point of sale.
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Shelf Effects Product Legally Promotional Tags Advertising “Native” Foreground Full Door Ads
Inventory Required and Nutritional Banners Product Ads “Glass” Effects
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Potential of Human Proclivity to Meaning
Peripheral Vision Motion Making
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Wrap Your Spaces in Social Media

Social Data Streams Ambient Media Visual Modes
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Social Proof Gamification Presence Pattern Aggregation Imagery



Wrap Your Spaces in Social Media:

Thumbs Up for a Cause






Wrap Your Spaces in Social Media:

Hot or Not






Wrap Your Spaces in Social Media:

Sparkling Service
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Wrap Your Spaces in Social Media

Social Data Streams Ambient Media Visual Modes
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INTERACTIVTY
ACTIVE OBJECTS, S

KOLLISION




INTERACTING WITH DYNAMIC ARCHITECTURE
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PHASES OF ANONYMITY
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MEANINGFUL INTERACTIONS WITH ARCHITECTURE
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THE RIGHT LIGHT, ENRICHING ARCHITECTURE AS
AT THE RIGHT PLACE HUMAN INTERACTIONS BY APORTAL TO THE
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relationship of a body to an interactive luminous environment

SURFACES

[l

Cone of vision
relationships provide
hierarchies of
groupings/divisions

Surfaces define edges
of zones that bodies
move within/against

Surfaces only
pressable, not
graspable

relationship of light to space

LUMINOSITY

TEXTURE

DYNAMICS

SURFACES

Luminous presence
attracts people to look
inward to the plane

Differentiates between
surfaces; Suggests
emotive meanings

Produces an enhanced
presence with complex
variations over time
and emotive meaning

Change of meanings
over time: direct change
of emotive meaning
and change of visual
relationships

Visual qualities of
surfaces create
perceived overlapping
zones

Progression of
body through zones
manipulates surfaces
and objects

Zones at the scale of
hands allow precision,
definitive control

Light emanating from
surfaces creates zone
conditions

Overlapping colors
create additional zone
conditions

Spatial texturing of
zones produces points,
lines and gradient
conditions of sensing

Spatial moments may
change connection to
surface/object attributes
via sensing to change
spatial activity attributes

Visual points of
highlight combine to
form matrixes

Objects have bodily
presence that mirror
the human body

Graspable objects
provide points of
tangible contact

Luminous presence
attracts people with 3D
zone around object

Differentiates between
surfaces; Suggests
emotive meanings

A matrix of objects
produces unique spatial
textures

Change of meanings
over time: direct change
of emotive meaning
and change of visual
relationships

BRAD KOERNER/HARVARD GSD
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Processing
Logic
Media Content
Abstraction
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DENVER (USA) AMSTERDAM (NLD)

GEODESIC GAMES



FRI]!/ HOWARD NUK



DATA-DRIVEN ENVIRONMENTAL MEDIA-DRIVEN BRANDED
OPTIMIZATION EXPERIENCES
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MARKET OPPORTUNITY

(R&G g{ﬁ gk Pfizer . % i < .’ LOREAL
‘The Big Idea’ Brand A Brand8  (_ BrandC ) BrandD Advertisers Brand E BrandF  Brand G Brand H
Cooler Screens is creating the k L \ ) j ) )

world’s largest digital media
platform for retail by tapping %*
INnto a massive opportunity to A

monetize the consumer traffic \ \

at the point-of-sale in brick-
and-mortar.

Retailer F
2% Ahold
@ @..U Delhaize
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COOLER MEDIA PLATFORM

With digitized planograms,

products will neverlook

disorganized, hidden or out

of stock again.

= Convergence of brick-and-mortar
with e-commerce

= Real-time and algorithmic pricing
and promotions

»  Smart-sensorand digital
merchandising for planogram

compliance, automatic-restock, in-
store audits, etc.
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WHAT MAKES AN IMMERSIVE DIGITAL EXPERIENCE?




BRAD KOERNER

BRAD@KOERNERDESIGN.

BLOG

WWW.LUGEPT.COM
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