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Nov’10



120+



Mar’11
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Solutions and services Creativity and Production Services



AR Consumer Applications Digital marketing Product visualization, social interactivity, brand image, Advergaming, Out-of-home advertising



TryLive™ E/M-commerce Virtual Try-on and 3D visualization Eyewear, Home, Apparel, Jewelry & Watches…



UpSell™ Business to Business interactive sales tools Consumer packaged goods
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Turnkey solution provider Concept Concept Storyboarding



Production 40 engineers Dedicated 3D/content teams



from



Delivery Dedicated project managers Quality assurance



concept to delivery 6



Our Customers



#1



in Digital



Marketing



2,300+ projects 7



AR Consumer Apps Giant Screen



Indoor Retail Entertainment



Advergames Orange, Lapins Cretins



360°



AppUp AR Game



Web Apps



cross media campaigns



Dior Addict



Outdoor Retail Entertainment



Mobile Apps Braun Campaign



Hugo Boss



Volkswagen, Golf Cabriolet
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Giant Screens



Immersive Solution for



Customer Engagement in Public Areas
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Giant Screens



Milka



case study



Challenge:



As part of the 111-year anniversary celebrations of the iconic brand, create an engaging outdoor campaign to bring its values to life.



Solution:



Offer a giant screen, interactive experience to immerse fans in its festive universe and offer travelers and commuters chocolate treats and prizes.



10



Giant Screens



Milka



case study



+15.000 Participants +15.000 Chocolate Treats & Prizes distributed 24 day Outdoor Campaign in 2 national train stations “The new Milka AR campaign is unique in Germany. We want to share an innovative and fun experience with our fans over the holiday season.” - Heike Hauerken, spokeswoman, Mondelez International
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Giant Screens



Orange



case study



Challenge:



Solution:



Provide interaction and « Brand intimacy » for Orange’s largest french campaign Dance experience on 3 giant screens during one week in popular train stations.
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Giant Screens



Orange



case study



5,000+ Dancers



100,000+ Shares and Conversations



1,000,000+



and views on



and
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Advergames & Mobile apps enhance



engagement with the brand and build a community



F1 Racing game



System U – Paint ball



Tic Tac
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Advergames & Mobile apps



Twist



case study



Challenge:



Solution:



To support the launch of the new Trident/Hollywood Twist chewing gum, Kraft Foods wanted to engage teenage demographic (15-17 y.o.) with a funny online experience.



We delivered a cross-platform face tracking application on mobile and Facebook in 5 major EMEA markets.
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Advergames & Mobile apps



Twist



case study



400,000+ Fans recruited in 8



weeks
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Retail Entertainment (Indoor & Outdoor) Immerse shoppers in a brand experience outside or in-store •



Digital touch point to continue the brand conversation and compete with online



•



Shopper stopper – Drive foot traffic



•



Enable shoppers to share instant with their communities
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Retail Entertainment (Outdoor)



Sephora case study



Challenge:



Solution:



Sephora wanted to immerse customers into their Christmas universe : « La Belle et la Fête » and drive foot traffic to their flagship stores across Europe.



An outdoor Kinect experience on a digital signage screen.
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Retail Entertainment (Outdoor)



Sephora case study



Experience provided on



12 Store Windows for 8 Weeks
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Retail Entertainment (Indoor)



Westfield case study



Challenge:



Solution:



Create more interactive relationship between shoppers and malls.



Offer a unique experience to create funny and customized holiday cards with 15 unexpected scenes available. Customers themselves or mall employees could take pictures and share it on social media.
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Retail Entertainment (Indoor)



Westfield case study



700 Hours+ Total Time spent on the App



16,000+ E-cards Shared via emails
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Innovative ways to reach consumers Augmented Reality



in 2013 •



Your clients are ready!



is a part of everyday life



• Today to promote products and engage customers • Tomorrow in e-commerce and m-commerce
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Innovative ways to reach consumers



We bring you tailored



solutions A dedicated team to understand your needs and build your projects.
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