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Virtual Reality (VR) was the one that 
started it all. VR immerses a person into 
a fully artificial environment or imagined 
environment by cutting the user off from 
the physical world. 

The idea of presenting a simulation in a 
different environment has actually been 
around since 1836 with the introduction of 
Charles Wheatstone’s invention-a simple 
stereoscope allowing the perception of depth 
from two identical photographs. Although 
the first ‘headset’ was introduced decades 
ago, the technological advancements in this 
field have been rather sluggish compared to 
other consumer-facing devices/technologies. 
Companies are now slowly starting to utilize 
headsets and mobile-based applications to 
hold meetings, place virtual furniture in living 
rooms and host concerts from artists who 
have passed away, such as Whitney Houston.

The concepts of Virtual and 
Augmented Realities are 
being increasingly discussed, 
in recent years. This includes 
the introduction of the Oculus 
VR headset, the popularity of 
Pokémon Go and the hype around 
Snapchat filters.

In Augmented Reality (AR), virtual objects 
are super-imposed on a real-world 
environment (versus Virtual Reality which 
takes the user to a different world).

Extended Reality (XR) encompasses all 
possible computer graphics and wearable 
generated realities. It is an umbrella term 
used to describe all reality technologies 
described above.

We at Synechron also see an opportunity for banks, financial services firms and 
insurers to seize on this exciting, evolutionary and immersive technology. By 
embracing this technology for a variety of engaging customer experiences, the 
bond between the financial enterprise and their clients can strengthen.

Virtual Reality (VR)

Mixed Reality (MR) is an expansion on AR 
by utilizing spatial computing which allows 
a person to place a digitally created item, 
such as an image of a couch, into their living 
room to visualize how it would look. Spatial 
computing also allows for a digital object to 
be “saved” in an environment. 

Mixed Reality (MR)

Augmented Reality (AR)

Extended Reality (XR)

Understanding the Differences
However, Augmented and Reality technology is still only optimized in certain 
environments and is not available as an everyday item such as smartphones’ 
omnipresence. Why is this the case? Let’s discover the different ‘realities’ that exist and 
explore the potential for these technologies. 
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VR Headsets Timeline 

What does the XR ecosystem look like?
The AR, VR and MR ecosystem can be explored through four main channels:

Mobile AR 
The mobile AR market may have seen the greatest 
success in terms of adoption. Part of that success can 
be attributed to both Apple and Google crafting their 
own AR development platforms (ARKit and ARCore, 
respectively). Mobile-based AR was recognized with 
the introduction of Pokémon Go, which generated 
revenues of US$100 million in its first 20 days and saw 
500 million downloads in its first 3 months1. Currently 
there are 850 million estimated AR installed base 
mobile devices2. However, these are not active used 
devices, meaning that the utilization rate is somewhat 
lower. The consensus is that it will be another 4+ years 
before the predominant use of AR will move from 
phone-based to headset-based3.

XR Applications
The gaming and entertainment industries have been 
the primary users for XR. Games like Beatsaber, 
Angry Birds AR and Pokémon Go have showcased the 
application of XR technologies. But there have also 
been use cases for XR in education, and beyond. Magic 
Leap, for example, has released an app allowing the 
use of a digital whiteboard as a remote communication 
tool. In fitness, AR glasses for swimmers have been 
developed to track their progress, heart rate and pace.

VR  
VR headsets were the early technology leader. Whilst 
VR is developing each day, there is still no ‘killer app’ 
enticing people to use VR daily. The lack of content is 
described as the biggest barrier for mass consumer 
adoption of VR.

AR Headsets/Glasses
AR headsets have been dominated by Microsoft’s 
HoloLens and the Magic Leap. The former focuses on 
providing business solutions to industrials, which can 
only be purchased directly from the company. The 
latter, up until recently, targeted creative developers. 
In April 2020, Magic Leap underwent a major 
restructuring to focus on enterprise solutions. Apple, 
rumoured to be currently developing its own version 
of MR glasses, has always been recognized as a leader 
in technology and this release could possibly increase 
adoption. Facebook has also begun to experiment with 
AR technology.

Extend Reality (XR)
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Forecast size of the AR and VR market worldwide in 2020 and 20254

In 2020 the Video Games sector represented the 
majority of the combined global AR/VR market with 
expectations for continued, significant growth through 
2025. Still, AR, MR and VR all have the potential to have 
a deep impact on the broad financial services industry. 
However, before this reality can come true there are 
some obstacles that need to be overcome.

Adoption of XR 
technologies: What 
lies ahead

Market in USD billions 2020 2025
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Headsets
First and foremost are the headsets themselves. Major 
issues have included the need for a strong processing 
unit. The original headsets from Oculus needed to be 
plugged into a PC. The current Magic Leap glasses 
are connected to a separate “lightpack” which is quite 
heavy and possesses a limited battery life. In the past 
years there have been some major developments with 
companies focusing on going “wireless” and relying 
on cloud computing to do the heavy procession work. 
One limitation of these headsets is the price with the 
HoloLens 2 being the most advanced on the market 
starting at US$3,500. 

Furthermore, within the MR market, these products are 
still unable to provide a full immersive experience. The 
current limited field of vision (FOV) means that whilst 
looking through the glasses it will be like looking at a 
screen within a screen. The expectation is that when 
Apple and Facebook release their headsets, the field of 
vision would improve and the graphic processing units 
(GPU) should become more powerful.

Hand Gestures 
In the past, AR headsets have been largely reliant 
on the hand controllers to navigate the digital world. 
Headset companies have been recently focused on 
updating their hardware, allowing users to resize 
digital objects, select applications and interact with 
the environment. An interesting example is the 
collaboration between H&M and Magic Leap allowing 
customers to digitally design their own personalized 
print on T-shirts by utilizing the hand gestures in 
the Magic Leap glasses. The applicability of hand 
gestures will certainly be a driving factor in greater 
adoption. Up to now headset companies have proved 
the applicability in a closed environment. To make AR 
headsets an everyday item, producers will need to 
ensure the technology can deal with the more complex, 
open world and not only focus on a person’s home or 
office.

Data Privacy 
Recent developments in data privacy, including 
implementation of the European GDPR, have shown 
progress. However, there are still concerns when it 
comes to the use of AR and MR as the headsets need 
to scan the environment the user is in to allow merging 
of the digital with the real world. This will mean that 
biometrics data, such as eye-movement patterns and 
facial recognition, will be utilized by the headsets. 
The potential threat of cybertheft could include real 
personal data. As personal data becomes even more 
individualistic, future regulation will need to become 
more specific and complex to ensure that all facets of a 
person’s data will remain secured. 

Mobile Connectivity 
The introduction of 5G is the most important 
component for XR to be widely adopted because of 
the potential for data transfers up to a speed of 3 
gigabits (gb) per second. That means that XR headsets 
will be able to make full use of cloud computing to 
process the digital images portrayed. To put that into 
perspective, current average home broadband capacity 
allows for less than 100 megabits per second (mb). 
The ultimate implications of 5G is that users will be 
able to see rendered images in real-time and reduce 
delivery time for VR and AR designers. But adoptions 
will be dependent on the roll out of the new network 
infrastructure with urban areas such as big cities being 
the most logical primary place of implementation. 
Once 5G is available and becomes the new benchmark, 
the result will be more seamless VR, AR and MR 
experiences. 
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 Optimized Trading 

Citibank and Microsoft partnered to build a Holographic 
trading station using the HoloLens 1 to help traders 
visualize real-time financial data and records for 
increased trading efficiency and greater insights from 
past data. 

 Payments
Mastercard has experimented with both VR and AR. 
Mastercard introduced a Golf VR application dubbed 
‘Priceless’ allowing users to identify and buy items in 
the experience without needing to do anything offline. 
Furthermore, more recently Mastercard introduced an 
AR application focused on educating customers on the 
benefits of their credit cards. After scanning their cards, 
users will be able to interact with various features of 
their cards. 

 Virtual Branches 

GTE Financial released an AI-powered environment 
allowing clients to interact with the bank’s virtual 
‘personnel’, view a variety of product and services, 
learn about fraud protection, inquire about career 
opportunities and view cars that are available for sale. 

Synechron always looks to explore new technological 
developments that have the potential to impact the 
BFSI industry. 

XR is still evolving but its potential is surely growing. 
Various forecasts put the industry size in the range of 
US$250-350 Billion by 2025, with a CAGR of at least 
25% through 2025. But we may not see adopted usage 
for the BFSI industry for another 12-18 months’ time.

This anticipated XR technological 
shift would at least be of the same 
magnitude as the smartphone’s 
adoption, if not bigger. 
Synechron anticipates XR will become a daily 
household component in the foreseeable future, just 
as televisions and mobile phones have. Mixed Reality 
is one of the new technologies with the potential to 
impact BFSI in more ways than one. AR, VR, and MR 

Our Vision
have the potential to not only impact personal use 
cases, but work-related ones as well. COVID-19 has 
created a new work culture, relying on employees to be 
as productive as when they were in the office.

In the future, financial institutions will further utilize 
these technologies to create immersive customer 
experiences centered around mortgages, loans and 
investments fully enabled from the comfort of their 
homes or on the go. Traders will be able to attain 
information at a faster rate and will be able to better 
interact with the data presented. New XR functionalities 
will add a more a “personal” factor to conference calling 
and other interactions. The private banker of the future 
may be working out of his/her home office leveraging 
XR and interacting with customers. 

What the BFSI sector needs to be cognizant of, is if neo-
age financial institutions gain a competitive edge and 
make this technology mainstream sooner than later. 
That could alter the playing field altogether.

 Mortgage Calculator/Property   
            Guide
The Commonwealth Bank’s property app stores data 
about residential properties (sourced from Domain.
com) and allows customers to scan a property and 
gain real-time information such as the asking price, 
demographics and buying conditions. Furthermore, 
users can calculate the mortgage interest and monthly 
repayments.

 Mobile Banking 

Westpac Bank introduced an AR phone-based 
application which allows customers to scan their debit/
credit cards and visually see their balance as well 
as their last two week’s spending by category and 
complete their payments due.

The entertainment industry has been the main creators and users of XR. But how 
can this technology be utilized by the BFSI industry? Although not part of their main 
product and services offerings, over the last decade several BFSI industry participants 
have been experimenting with the potential of XR.

The Potential of XR Innovation in 
the Banking, Financial Services 
and Insurance (BFSI) industry
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Synechron is working with clients to lead them through the 
digital revolution. Realizing their digital innovation strategies 
and programs is a key focus area. We are working with clients 
to help them set up their innovation labs and centers of 
excellence, gain value from innovation partnerships, develop 
proofs of concept and minimum viable products around new 
and emerging technologies, and implement digital solutions. 
Throughout this process, we serve as strategic advisors on 
how to apply innovation to domain-specific use cases for the 
financial services industry, with the business challenge always 
at the heart of the program. We partner with our digital and 
technology teams to deliver solutions from future state vision 
and concept to large scale implementation.

Synechron’s Digital 
Innovation & 
Transformation Business

XR Use Cases 
Examples 

BFSI specifics
• Trading platforms 

• CDD KYC training and analysis 

• Mortgage experience and dispensing 

• Virtual branches 

• Virtual mobile banking 

Multiple industry specifics
• Data Visualizations

• Immersive trainings experience 

• Virtual meetings with client and colleagues

• Additional security (payments, face/eye 
recognition) 

Other industry specifics
• On-site guidance for surgeries (Healthcare) 

• Virtual merchandising (Retail)

• Virtual house tours (Real estate)

• Virtual concerts (Entertainment)

• Terrain Navigation (Military)
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