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Commercial
IDG and DCI Marketing have partnered to offer the only TRUE 3D and FULL
Virtual-shopping Environment with Mobile Eye-Tracking. Go to http://www.idg-

consulting.com for more information. Link: http://youtu.be/]Dp]Vn88UeE

Very interesting commercial use of Duke university: “Duke charges $225 an hour
for nonprofits and a higher rate for corporations such as FullCon.”
http://ispr.info/2010/02 /04 /duke-universitys-immersive-virtual-
environment/

“IDA 3D is an integrated category optimization and virtualization solution that
creates interactive retailer-supplier collaboration. This solution leverages shopper
insights to optimize space productivity and merchandising decisions — delivering
actionable execution while integrating data and visuals in an interactive virtual
world.” http://www.jda.com/solutions/jda-3d/






