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What is Virtual Reality?

The virtual reality market is currently $4.5 billion and is expected to reach $120 billion in the next 

four years. While a lot of the news seems consumer related, most of this growth actually happens in 

industry. Companies are already finding ways to apply this new technology to accelerate revenue, 

increase brand engagement, and attract new markets. Understanding this new medium now is critical to 

staying competitive in the upcoming years.

So what is virtual reality (VR)? VR puts the user in the driver’s seat of a fabricated environment, which can 

be anything you dream up. Essentially, the technology allows you to play god, allowing for possibilities 

from the creation of an entirely new world to replicating an experience from the world we live in. Tour a 

site yet to be built in New York, train for an emergency scenario on Mars, or practice public speaking in 

front of thousands. Thanks to advances in technology, VR has matured both in affordability and 

believability, with accessible experiences so convincing that users forget about the room they are standing 

in within seconds. It is a highly immersive new medium, offering unique solutions for engaging audiences 

that easily scales for the mass consumer market. 

The impact of virtual reality for companies has already begun to transform industries across the world 

such as:  Education, Food, Travel, Real Estate, Sports, Retail, and Events. This highly immersive medium 

offers companies unique solutions to engage audiences that can easily scale to the mass consumer 

market.

T

What is Virtual Reality?



Immersion leads to empathy and giving

http://www.adweek.com/digital/how-virtual-reality-inspiring-donors-dig-deep-charitable-causes-171641/

Charity: Water, a non-profit with a mission to provide the people of developing na�ons with clean water, 

used virtual reality to transport a�endees of their black-�e fundraising event in NYC to a small village in 

Ethiopia. The 9-minute VR experience documented a week of what it’s like for a 13-year-old girl and the 

perils she is met with to get a necessity many of us take for granted: Water. The harrowing challenges that 

a�endees were faced with had real impact and gave them a be�er understanding and apprecia�on for the 

challenges people the world over face. This led to far greater than expected charitable dona�ons to the 

tune of $2.4 million for this event.

The success of this VR experience was not a one-�me event either. Charity: Water has seen an increase in 

dona�ons at every event they’ve showcased, and the social sharing has led to over 1.5 million views. The 

VR experience allowed par�cipants to truly understand the cause they were suppor�ng. Instead of simply 

being a video, or stories being relayed, a�endees were given an immersive experience that le� no 

ques�on as to how they could help make the world a be�er place.



the lower end, experiences make use of 

gyroscopes in a device to allow users to look 

around. Any movement is done for the user like a guided 

tour. This is the most affordable and widespread 

implementation usually employing just an addon, such as 

Google cardboard, to a user’s existing mobile phone. 

Because these solutions employ off the shelf mobile 

devices users often already own, it is affordable, easily 

distributed, and highly scalable. The restriction on 

movement also makes it extremely accessible, as you can 

just start the experience anywhere without having to set 

the room up first. These factors combined reduce the 

learning curve, allowing users to get started without any 

instruction or hand holding. 
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What are the different types of

Virtual Reality?

There are two categories of Virtual Reality in the current market: Stationary and Walkable VR. The 

differences between Stationary VR and Walkable VR can be found in the hardware each headset uses to 

power VR experiences and the level of interaction available to the player.

Stationary VR

What are the different types of VR?



Highly scalable - able to deliver the 

experience across wide range of devices, 

increasing reach

Low cost

Great introductory & teaser experiences

You can deliver web based experiences to the 

mobile device skipping the app store

Short setup time (<5 minutes)

What are the different types of VR?

Stationary VR, continued

Pros:
Lower graphics fidelity because of the limited 

CPU/GPU resources available

Lower interaction fidelity without dedicated 

controllers

Cons:

The Body VR (http://thebodyvr.com/) has built such a guided experience to teach users about the 

complex cells in our bodies.  The Body VR’s Journey Inside a Cell experience is widely distributed to 

supported mobile devices, allowing the company to use it as a gateway to more complex offerings in the 

healthcare space.

While videos recorded in 360 are not technically virtual environments, the experience is similar enough 

that we can associate them with this group. While 360 video isn’t modifiable (as it isn’t a virtual environ-

ment but image capture of our world), it does have some advantages from this. It is easily shareable on 

traditional media platforms, such as on Facebook or YouTube, and can be live streamed. Live streaming 

can be a critical component, depending on your goals. The NBA has already started incorporating live 360 

video streams from courtside seats, capturing a new revenue source from fans who want to be more 

immersed in the game but have to watch the game remotely.



What are the different types of VR?

 the higher end, users are tracked with additional sensors and can walk around the simulated 

world.  These solutions are often connected to a higher end PC or laptop. This solution really 

allows for a shock and awe, as the user is more immersed through their natural method of locomotion. The 

most popular headsets are the HTC Vive and Oculus Rift, and these systems are referred to as “room-scale”.
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Walkable VR

Since room-scale VR is run through a PC or laptop, the level of detail achieved within the experience is also 

much higher than the mobile phone counterpart, which is limited in its hardware computing power.



What are the different types of VR?

Highly detailed visualizations

with top-tier performance

Truly immersive experience 

allowing a user to engage and 

manipulate the environment 

via hand controllers

Go anywhere - do anything

Pros:
Higher Cost

Bulkier form factor

Longer setup time (~30 mins)

Cons:

The additional sensors not only allow for a user to physically walk around the 

environment, but provides the user with “hands.” These systems come with 

tracked controllers which enable users to interact with the virtual environment 

around them. Users can now engage with the environment and experiences can 

incorporate cause and effect scenarios, changing what happens based on what 

the user decides to do.

Virutal Reality is all about empowering the user to interact with the world 

they’ve been immersed in and the deep interactivity offered by hand controllers 

is unparalleled. In the virtual space, with controller inputs, if you can think it, you 

can do it.

Deep interactivity with hand controllers & walkable environments



What are the different types of VR?

360-Degree Video

hile not technically considered virtual reality, 360 video has 

been grouped under the virtual reality umbrella. 360 video 

references video content that can be viewed in 360 degrees either 

through dragging a mouse around within the video view or through a 

virtual reality headset. 360 video content is supported by all virtual 

reality headsets (including mobileVR and room-scale VR) and can be 

distributed through social media platforms like youtube and facebook. 

With 360 you get:

W

Reach the audiences you have already invested in on familiar platforms such as Facebook and YouTube.

Mass distribution through major social media platforms

360 video content is similar to traditional video content except that 360 video offers a full immersive 

view rather than the traditional 2D screen. 

Traditional content in a novel format

Highly scalable - able to deliver the 

experience across wide range of devices, 

increasing reach

Low cost

Great introductory & teaser experiences

Can be distributed to non-VR devices on 

ubiquitous services like Facebook and YouTube

Pros:
Lower graphics fidelity because of the limited 

bandwidth of high-resolution streaming

Little to no interaction

Difficult to modify - requires re-filming on 

location

Cons:



When REX, a low-priced compe�tor to tradi�onal real estate brokers, wanted to increase visits to their 

proper�es for sale they realized an obvious problem - they can only sell a home to those who visit. How 

can this problem be solved?

The team at REX turned to virtual reality to knock down the barrier to entry - and instead of requiring 

interested par�es to travel to visit their upscale homes, they give virtual tours of their proper�es. Our 

team at No�ontheory created the virtual reality pla�orm that REX uses to produce their virtual tours. It’s 

been a smashing success, but don’t take our word for it - Jack Ryan, found of REX, is adamant that this first 

VR project is only the beginning for him and REX.

“We’re actually going to send a Google Cardboard to people who could qualify for a home like this.” he 

said. “They don’t have to fly from Shanghai to L.A. to check this out—they can just put on the glasses.”

Virtual visits for real estate

Source: http://www.digi-capital.com/news/2015/04/augmentedvirtual-reality-to-hit-150-billion-disrupting-mobile-by-2020/



Augmented Reality vs Virtual Reality

irtual reality transports you to new worlds while augmented reality enhances the world we all 

share. Virtual reality is a self-contained program - like a game that you can walk through - while 

augmented reality is software that is painted on top of your world.

Virtual reality is like a painting you can enter, walk through, and explore while augmented reality turns the 

world you already know into a canvas of possibilities. The similarities between virtual and augmented 

reality are that they are immersive, interactive, and require Head Mounted Devices (HMDs) like an HTC 

Vive for virtual reality, or a Microsoft Hololens for augmented reality.

Let's start with augmented reality. Pictured above is a Microsoft Hololens. Notice that the Hololens' visor 

is transparent. This is because everything that an augmented reality device displays is placed over top of 

the world we live in and does so in real-time. If you've ever seen Pokemon GO, or spent any time messing 

around on Snapchat, then you've probably seen some examples of augmented reality - but don't let these 

be your only impressions of augmented reality as there is so much more to it. Dedicated AR devices - and 

modern smartphones as well - can overlay the physical world with a highly contextual layer of data that 

augments the environment around you.

V

What is the difference between Virtual
Reality, and Augmented Reality?



Additional layer of contextual graphics and 

information painted over the real world

Augmented Reality:
Self-contained, highly-controllable program 

that exists only within the virtual space

Can dynamically interact with real world Completely bespoke design

Allows user to retain semblance of physical 

orientation to their environment

Replaces user’s reality with a completely 

immersive virtual experience

Enhances the world we live in Simulates worlds both real and imagined

Virtual Reality:

One popular augmented reality example is remodeling your home. With an augmented reality device you 

can look around the room you're currently sitting in and remodel it in real-time by adding in 3D models of 

say a couch, and some shelves, place them in the room, and see how things look before you ever leave the 

house to purchase the items. You can move around the room and the objects will stay where you placed 

them so that you can check out your new layout from multiple angles. This is just one way that augmented 

reality is being used already. Want a preview? On supported phones, you can check out the IKEA Place 

App.

Augmented Reality vs Virtual Reality

ictured to the right is our virtual reality device example - 

the HTC Vive. Notice that this device completely covers 

one’s eyes. This is because this particular device drops you into 

a self-contained immersive experience that a group of 

engineers and designers have created for your enjoyment. 

While your real-life movements are captured 1:1 from the 

physical space, and translated into the virtual space, ultimately, 

your interactions only affect what you see in virtual reality.

So, to recap, the differences in VR and AR are:

P



New KFC cooks train in a VR escape room experience

http://www.eurogamer.net/articles/2017-08-24-kfc-unleashes-vr-training-game-about-cooking-fried-chicken

The Colonel watches over your every move and he won’t let you leave un�l you’ve mastered the actual 

way that KFC prepares their famous chicken. This is “The Hard Way - a KFC Virtual Training Escape Room” 

and it’s actually being used for training purposes within KFC.

The experience starts you in a room and an ominous Colonel Sanders instructs you and jibes you on 

towards success. Equal parts quirky and funny, they’ve successfully married their rebranded, comedic 

rendi�on of Colonel Sanders with virtual reality to create a prac�cal experience that is engaging while also 

serving a valuable func�on within their business.

For KFC, this is more than just a one-off promo�on piece, “It's not just a fun experience - we're actually 

using the innova�ve technology to supplement our robust restaurant employee training program for 

cooks, called Chicken Mastery Cer�fica�on.”



ROI of Virtual Reality

oised to be a $120 billion market by 2021, virtual reality has already shown promising returns for 

companies who have made an early investment, pointing to an opportunity-filled future for early 

adopters.

P

What is the ROI of Virtual Reality?

AR / VR Revenue Forecast ($B)

http://www.digi-capital.com/news/2015/04/augmentedvirtual-reality-to-hit-150-billion-disrupting-mobile-by-2020/
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ROI of Virtual Reality

The Value in VR for Your Company or Clients

hen you opt to use virtual reality at your next event you’ll be a crowd pleaser, but there’s more 
to virtual reality than just that. Virtual reality can be leveraged to quickly iterate on concepts 
and ideas and then tested in an engaging and immersive environment. This can, in many cases, 

save you time and money over traditional research and development methods by having a controllable, 
repeatable environment that can quickly allow for change and testing of ideas. Virtual reality is also more 
impactful than something such as a video. Read on to see how we worked with The Edison Electric 
Institute (EEI) to test the future of the energy grid quickly, safely, and for a lot less than their traditional 
methods, in order to get buy in from their respective committees through a high-impact, immersive, and 
interactive virtual experience.

W

The Edison Electric Institute is the association that represents all U.S. investor-owned electric companies - 
companies that provide power to over 220 million Americans. They have a big responsibility, and looking 
forward, EEI is pushing for buy in for smart cities - cities that optimally use the grid to save energy, provide 
valuable services to the people of the city, and more. While smart cities are the next great frontier for the 
American city, selling the idea can be both cumbersome and expensive using traditional marketing and pitch 
techniques. Developing a physical prototype, transporting it to various events and venues to showcase, and 
training a staff to present it, are all very real expenses. Cue the virtual Smart City experience.

We rapidly made a virtual smart city for EEI that included a lot of the automated and energy-saving devices 
that EEI wanted to showcase. From smart street lighting that only activates based on walkway activity, 
smart traffic based on the conditions of the road, showing how the grid works to familiarize and educate, 
and a whole lot more, we made an experience that would help EEI reach their goals. This saved EEI time, 
money, and the logistics of having to transport, setup, and train people to present a traditional exhibit - and 
also allowed for rapid updates and additions of content based on their needs and feedback provided by 
attendees.

We made sure that EEI got a frictionless experience and they were impressed by our work. The virtual 
smart city experience helped EEI get further buy-in for investing in smart city technologies, and saved them 
a lot in research and development too. We were glad to help, and we can do the same for you.



ROI of Virtual Reality

The Value in VR for Your Company or Clients

VR for empathy

We launched the first Virtual Reality arcade on 

the east coast, gaining global recognition across 

the US and China for bringing VR to the masses. 

In only 3 short months, more than 4,000 people 

had paid for, and tried, virtual reality technology.

Click Here To See The Story Click Here To See The Story

Click Here To See The Story Click Here To See The Story

VR for entertainment

Lockheed Martin created the “Generation 

Beyond: Mars Experience Bus” to give kids a 

glimpse of the of future that awaits them. The 

bus’s windows have been replaced by panels 

that dynamically update based on the bus’s 

location - displaying Mars surface on the panels.

VR for education

VR adds a layer of realism by letting participants figuratively walk a mile in someone else’s shoes - such 

was the case with Charity: Water, who saw an increase of 450% in donations from an average of 

$250,000 to $1.3 million in a single day after unveiling a their VR experience at a black tie event.

STRIVR uses virtual reality to create scenarios 

that athletes face on their respective fields so 

that they can better prepare for the deciding 

moment when it happens live on the field.

VR for training

REX, a real estate brokerage start up, uses virtual 

reality to close the gap for visitors leading to 

them closing the sale. They’ve increased the 

amount of showings possible breaking down the 

inconveniences of their sales barriers by using VR 

to showcase their luxurious homes.

VR for sales

Increased engagement through interactive, 

immersive experiences

Fun social experience ideal for events, 

fundraisers & exhibitions 

100% reconfigurable, low-cost training 

environments 

Lower barrier to entry for introducing VR to 

customers & stakeholders 

Showroom experience for new consumers 

buying into VR

Test platform for companies getting started 

in VR

Click Here To See The Story

http://www.adweek.com/digital/how-virtual-reality-inspiring-donors-dig-deep-charitable-causes-171641/
https://uploadvr.com/notionvr-first-virtual-reality-arcade-u-s-east-coast/
https://www.geekwire.com/2017/strivr-expanded-vr-sports-training-platform-walmart-associates-nfl-referees/
https://www.youtube.com/watch?v=X5JTb_7qv78
https://www.bloomberg.com/news/articles/2016-12-06/goldman-sachs-alum-turns-to-virtual-reality-to-sell-57-million-mansion


Decision-making training

https://www.geekwire.com/2017/strivr-expanded-vr-sports-training-platform-walmart-associates-nfl-referees/

If you’ve ever worked in the services industry then you know that at some point you’re going to run into a 

“challenging” customer  eventually and need to de-escalate the situa�on. But these situa�ons are 

generally far and few and while important to handle delicately, can blindside employees, disorien�ng them 

from being able to learn valuable lessons through the experience. But now, Walmart is using VR  to 

recreate situa�ons such as this with the purpose of be�er preparing employees to handle such situa�ons 

at more than 200 of its Walmart Academy learning centers that educate more than 140,000 employees per 

year.

This decision-making training isn’t just being used in retail, but it’s also being used for referees on the 

gridiron. Both athletes and referees are using virtual reality to train them for be�er snap-judgement 

situa�ons that can be tricky to recreate in real-life but are simple to reproduce in a VR se�ng.  These are 

just a few examples. The technology is adaptable and can be used for nearly any training purpose. 

“The content changes, but the approach and idea behind an infinite number of mental repe��ons to 

be�er prepare you for your job is almost iden�cal,”



How big is the VR Market?

ith the market currently at $4.5 billion, multiple estimates bring the size of the augmented and 

virtual reality market to exceed $120 billion by the year 2021; that’s an increase of over 2700% 

in the next 4 years. Which comes as no surprise when you consider some of the tech heavyweights that 

have invested in the technology with their own software and hardware platforms:

W

How Big is the Virtual Reality Market?

Apple



VR workshop

Click here to learn more about VR Workshops

The fastest way to get an introduction to virtual reality technologies and get caught up on the latest 

trends is to host a 1-day workshop with our team of industry experts and get hands-on demos with the 

latest hardware.

Event & Conference VR Setups

Virtual reality is easily integrated into conference and event exhibits and is an exciting way of turning 

attendees into participants. VR creates unforgettable experiences, and beyond that, it is easy to set up, 

lightweight, highly-engaging, and can save you in the long run over other exhibit options. Learn more at 

our events page.

Custom VR Solutions

If you need a custom experience, we have a highly specialized, award-winning team with a focus on virtual 

reality. We know how to navigate the nuances of VR to ensure that you get a seamless and impactful 

experience that will leave your audience in awe. You’ll be shocked at how easy we’ve made it to get your 

own, custom-tailored VR experience.

How big is the VR Market?

etting started with virtual reality has never been easier. With a wide variety of different tools and 

services available, there’s something for everyone when it comes to VR. If you’re interested in how 

you can get the most out of VR for your company, please check out some of the resources below:

G

How do I get Started with Virtual Reality?

Click here to learn more about VR for Events & Conferences

Click here to learn more about custom VR solutions

https://s3.amazonaws.com/notiontheory/notiontheory-immersive-tech-workshop.pdf
https://s3.amazonaws.com/notiontheory/notiontheory-vr-events-and-conferences.pdf
https://notiontheory.com/vr


The best resources to stay informed about the VR industry.

Knowledge is Power.

Online News Sources

https://uploadvr.com/UploadVR

https://www.roadtovr.com/Road To VR

Newsletters

https://firesidexr.com/FiresideXR

https://vrdigest.com/issues/VR Digest

https://www.roadtovr.com/newsletter-daily-news-roundup/RoadtoVR

https://www.thevara.com/newsletter/VR/AR Association

https://www.thevara.com/newsletter/Inside VR & AR

Podcasts

Voices of VR

VR Roundtable

Everything VR & AR

VRScout Report

VR Inside

https://vrscout.com/VR Scout

https://vrfocus.com/VR Focus

https://theverge.com/vr-virtual-realityVerge

How big is the VR Market?



A Few Companies We’ve Helped

We’re ready to help you step

into the virtual space

notiontheory.comhello@notiontheory.com

Kristian Bouw - CEO

get in touch

kristian@notiontheory.com

1-252-670-0615




