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Hypermedia build a prototype of an interactive shelf which creates engaging in-store experience
for customers. Not only it helps them to find out more information on a single product and make
purchasing decision. Smart Shelf is also an invaluable source of data of consumers behavior which

can be used to measure and optimize merchandising display.
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ever. A fusion of technology and = immersive experience .

Thanks to innovative technology, we achieved way more than just another simulator. We used a
software generating variety of sensations which perform a real, three -dimensional environment of
surfing. Unrestricted movement, real -time interaction with virtual environment and real life
steering, allow not only to see the experience, but truly feel the waves.
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https://www.youtube.com/watch?v=pF79oxQBKnY
https://www.youtube.com/watch?v=pF79oxQBKnY

HYPERMEDIA

SPORTS

The first augmented reality sport yachting center . A new
level of intensive experience during the regatta races.

As an innovation partner of Energa Sopot Match Race 2016, we supported this prestigious regatta with
an unique application allowing guests to experience the match from a totally different perspective .
Users gained an accessto the boat speed, its inclination, position and direction of its geographical flow.
An integration with live weather conditions allowed us to show information on the strength and speed

of wind, air pressure and temperature. Everything that is needed to be in the center of events.
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https://youtu.be/w-CizPgoD3s
https://youtu.be/w-CizPgoD3s

