
Running Head: AUGMENTED REALITY   1       

Augmented Reality 

Matthew B. Fraedrich 

2 October 2012 

IT 103 – 004 (Fall 2012) 

George Mason University 

"By placing this statement on my webpage, I certify that I have read and understand the GMU 

Honor Code on http://academicintegrity.gmu.edu/honorcode/ I am fully aware of the following 

sections of the Honor Code: Extent of the Honor Code, Responsibility of the Student and 

Penalty. In addition, I have received permission from the copyright holder for any copyrighted 

material that is displayed on my site. This includes quoting extensive amounts of text, any 

material copied directly from a web page and graphics/pictures that are copyrighted. This project 

or subject material has not been used in another class by me or any other student. Finally, I 

certify that this site is not for commercial purposes, which is a violation of the George Mason 

Responsible Use of Computing (RUC) Policy posted on 

http://universitypolicy.gmu.edu/1301gen.html" 

 

 

 

 

 

http://academicintegrity.gmu.edu/honorcode/
http://universitypolicy.gmu.edu/1301gen.html


AUGMENTED REALITY                                                                     2     

 

Introduction 

Augmented reality, as defined by Collins English Dictionary, is “an artificial 

environment created through the combination of real-world and computer-generated data” 

(Collins, 2012). Essentially, it is the technological ability to overlay important and relevant 

information on a real time image via advanced image recognition. Augmented reality is the 

future of information technology, and so naturally is very up and coming in today’s world. It is 

featured on applications such as “Aurasma” and “Google Goggles,” and has been featured and 

demoed on popular websites and lectures such as “Ted Talks” (Mills, Lecture, 2012). In this 

document, augmented reality will be analyzed from social, legal, and ethical standpoints, and 

will also be viewed and scrutinized for any security concerns. 

Background 

This section is dedicated to further explanation of augmented reality, including 

appropriate examples and everyday use. The most overlooked and comprehensible examples of 

augmented reality occur during NFL games. In real time, the announcers are able to draw circles 

and lines around players or mark how far a given team needs to progress in order to achieve a 

first down. It is, by definition, augmented reality. The drawings are overlapped with the 

broadcasted real image. The graphics are not actually present on the field, and are only shown on 

the television broadcast. This basic example of augmented reality was introduced to the NFL in 

1998, and so is relatively new. As technological advances occurred, augmented reality followed 

suit.  Two recent smartphone applications are taking the world by storm. 
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 “Google Goggles” is an augmented reality based search engine with advanced image 

recognition technology. Fundamentally, the application functions when the user points the device 

camera at an object. The image is cross-referenced with data on the internet. In turn, the 

application provides the user with similar images, related links, and information on the object 

captured in the image. “Aurasma” is an augmented reality application that functions based on the 

creation of “auras” (Mills, Lecture 2012). Auras can be created by “Aurasma” users, but the most 

effective auras have been pre-uploaded by the company. The most effective and efficient way to 

explain auras is by example. There is a pre-uploaded aura called “NBA Logo.” When a device 

running the application is pointed at the classic NBA logo, nothing happens to the actual logo. 

However, on the device’s screen, the player present in the logo begins to dribble the ball around 

and court and crowd noises are audible. After the short animation, the most recent “NBA Top 5 

Plays” highlight clips are shown on the devices screen. Note that the only space affected on the 

device’s screen is the area in which the NBA logo is present. Anything other than the logo will 

remain exactly as it is.  

Social Implications 

As should be obvious, augmented reality is a futuristic technology with boundless 

potential. In the premiere demo of the augmented reality application “Aurasma,” a device is 

directed at a newspaper article regarding a recent tennis match (Mills, Lecture, 2012). Instantly, 

highlights from that specific match began to play over the photo in the newspaper and all the text 

remained so that the viewer could read about the match while viewing clips from the same 

match. If augmented reality applications become fully functional and are integrated in to pop-

culture, information could be shared and accessed at leisure. 
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  In recent times, any sort of information can be found through search engines. But there 

are restrictions on search engine research. For example, if one does not know what to search for, 

information cannot be accessed. Imagine, however, a scenario in which a beautiful building is 

visible in the distance. When the device is pointed at that unknown building, the application 

could tell the user the coordinates of the building, the date it was built, the architectural style, the 

name of the building, its function, and how many of the user’s peers have visited or seen the 

building. Furthermore, users can create auras for that specific building or its respective city that 

may contain graphics or animation other than specific information. For instance, a user could 

point his device at any building in Times Square and see Spider-Man swinging around the 

skyscrapers from building to building. As a technology with legitimately powerful practical use 

and staggering entertainment value, augmented reality will soon be used by everyone. 

Legal Issues 

 According to Brian D. Wassom (2012), a commercial litigator, there are some potential 

legal issues that augmented reality companies could struggle with. Because augmented reality 

technology is still relatively new, legal disputes can only be predicted based on the current level 

of the technology. One rather important issue is even present today with text messaging. It is 

feared that augmented reality applications may become so relevant in people’s lives that it could 

prove to be a fatal distraction while driving, running, or doing other activities. Another 

prediction is the arrival of patent discrepancies (Wassom, 2012). Cases like the current “Apple 

vs. Samsung” could serve as a means for larger companies to monopolize on the upcoming 

technology. The sample Wassom provides concerns augmented reality eyewear. Such eyewear 

would allow the user to view their entire world through an augmented reality lens. Like the 

smartphone, it is almost certain that patent issues will arise. Additionally, if augmented reality 
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technology were to become heavily user based, there is always the risk of inappropriate material 

to be displayed against the users will. As is true with all widespread technology, there are ethical 

issues that cannot be overlooked. 

Ethical Complications 

 As noted, ethics can never be ignored when a new technology is growing. The biggest 

fear is that the pornography industry will be heavily involved with the rise of augmented reality. 

Wassom (2012) records that, “You can always count on the military and the porn industry to 

push technology forward.” He continues to cite a law enforcement officer’s prediction that 

“wherever society finds pornography, child pornography is not too far behind” (as cited in 

Wassom, 2012).  Along the same lines, augmented reality could certainly give the average 

person easy access to far too much information. Perhaps augmented reality will allow the user to 

view information and qualifications on a potential employee through eyewear (Day, 2005). Or, it 

could allow more savvy users to view a person’s address, place of work, likes, dislikes, date of 

birth, and even more personal information. It is possible that augmented reality will evolve to be 

the most dangerous and manipulative technology to date. 

Security Concerns 

 The majority of the security concerns regarding augmented reality technology have been 

covered in the ethical and legal issue sections. However, there are some relevant examples that 

provide a good basic knowledge of a few ways augmented reality could entirely circumvent 

current security technology. It is not unconceivable to envision advanced technology in the 

augmented reality area that could give the handler access to formerly classified files and 

information. Nor is it impossible to conjure a scenario in which the user could view encrypted 
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data using some sort of augmented reality eyewear. Understandably, there is some hesitance in 

the progression of such a daring and advanced technology (Aurasma, 2012). 

Conclusion 

 Although augmented reality technology exists, it has a long way to go before it is seen in 

everyday use by a large population. There are numerous hurdles to overcome from the legal 

standpoint, but augmented reality companies also must take in to account the plethora of possible 

security and ethical snags. Augmented reality opens new doors into an entirely new world of 

possible crime, but it is also regarded as one of the most innovative and important technologies 

in existence. It is even possible that augmented reality could evolve in to the technology of the 

future and be the biggest development since the World Wide Web. It is an amalgamation of the 

most powerful search engines, social networking, and business applications. Much like the 

smartphone, once augmented reality is widespread; to live without it will be unimaginable. 

Augmented reality is the way of the future. 
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