23 Augmented Reality Trends to . J_ il
Keep an Eye on for 2023

By Tom Emrich
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#5 The smartphone continues to become an
even more powerful augm"énted reality machine
with new chips and innovative displays
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#7 XR gets even more immersive as our eyes,
ears and fingers enter the metaverse
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#8 Ultra wideband and edge computing join
5G and Wi-Fi 6 as key ingredients to our -
spatial computing future
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Platforms & Tools

#9 Entering its third ge "ie'ra_tion, mobile AR
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grows up to better deliver on its promise of
blending the physical with the digital
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Platforms & Tools

#11 Generatlve Al wlll play a key role in
acceleratmg AR content creatlon as it sparks
ideas and generates assets
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Consumer Solutions
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#14 AR continues to disrupt retai aking the
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Consumer Solutions

#17 Connected TV turns to AR to create
companion content that extends screen time
and encourages repeat wewmg S
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Consumer Solutlons

#18 AR democrat'lzes the use of spec ial
effects in video posts, forever chang
social feed by remixing our reality |
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#19 The avatar wars continue a‘g platforms
and applications give us even more reasons
to create a digital double 2
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Ethics & Human Impact

#22 Privacy, safety and security become even
more important as headworn devices get more
sensors and adoption of XR begins to rise
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Read the full report using
the link in this post!



