
CASE STUDY

BUSINESS MODEL

COMPANY  

CO-FOUNDER 

Software as a Service (SaaS)

VIVIDLY

Gunita Kuļikovska

Virtual Reality Meets 
Architecture



SOFTWARE AS A SERVICE

2

ARCHIPRENEUR ACADEMY

Copyright © 2017 by archipreneur.com

All rights reserved. No part of this publication may be reproduced, distributed, 

or transmitted in any form or by any means, including photocopying, 

recording, or other electronic or mechanical methods, without the prior 

written permission of the publisher, except in the case of brief quotations 

embodied in critical reviews and certain other noncommercial uses 

permitted by copyright law.

Although the author and publisher have made every effort to ensure that 

the information in this publication was correct at press time, the author and 

publisher do not assume and hereby disclaim any liability to any party for 

any loss, damage, or disruption caused by errors or omissions, whether such 

errors or omissions result from negligence, accident, or any other cause.



SOFTWARE AS A SERVICE

3

ARCHIPRENEUR ACADEMY

VIVIDLY is a tool that transforms 3D models or renderings into a virtual 

experience. This allows professionals and end-users to feel at home in a 

building before it’s actually built.

 

Such an experience is especially valuable at the beginning of the 

construction cycle as it allows all parties involved to better evaluate the 

project, communicate their vision and make necessary changes before the 

construction process has actually started.

 

VIVIDLY is still under development. However, it’s planned features will 

allow organisations to use it as a communication medium, as well as a 

marketing and sales tool for showcasing projects to large audiences in an 

engaging and easy-to-remember way.

Business Description
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Gunita Kuļikovska is the CEO and founder of VIVIDLY. She is a strategic 

designer with a background in architecture and urbanism. Gunita is one of 

Forbes’ “30 under 30” young talents and a TEDxRiga 2016 speaker. 

 

For the third Tallinn Architecture Biennale in 2015, Gunita initiated the 

project and exhibition World without Architect? with a team of young 

architects and tech professionals. 

 

At the exhibition, visitors could virtually build a simple house, place it in a 

neighborhood, customize the properties of the building and finally print 

their designs from a 3D printer.

 

Strongly believing in the revolutionary power of VR technologies for 

the AEC industry, Gunita founded Go VR Studio, a company developing 

professional applications of virtual reality in architecture and engineering 

to help in decision-making, cost saving measures and creating spectacular 

architectural experiences.

Founder Background
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VIVIDLY’s value proposition is to offer a VR solution for walking through 

buildings before they are built. The process starts with a rendering or 3D 

model that is converted into a virtual reality experience. 

 

Once the project has been converted, you can experience virtual walks in 

an online viewer or use a VR device like Oculus for the most immersive 

experience. Projects can easily be shared with business partners, 

customers or friends via a link.

 

VIVIDLY’s main customer segment are firms in architecture, construction 

and real estate. For companies it’s a powerful way to experience projects 

and designs before creating them. It not only helps businesses market 

their projects better but also improve them based on feedback.

 

The key resource in the business is technology; a software solution that 

turns designs into a virtual reality experience. In order to develop and 

improve this technology, the key activities are programming, develop and 

design.

 

The technological focus of the business is also reflected in the cost 

structure. The main cost drivers are time invested in tool development, 

fees for servers and hosting and cost of customer acquisition. The 

business revenue is generated from software as a service subscriptions 

(Saas) or licensing agreements.

 

Business Model Analysis
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Key partners for the business are software solutions that can integrate 

VIVIDLY or extend its functionality.
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BUSINESS MODEL ANALYSIS Software as a Service (SaaS)

Software and virtual reality 
companies

Tool development
Servers, hosting
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Software as a service subscriptions
Partnerships
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Development
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Walk through buildings before 
they are built
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Technology
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Website vividlyapp.com



SOFTWARE AS A SERVICE

8

ARCHIPRENEUR ACADEMY

Gunita’s background and business (00:18)

 

Gunita is the CEO and founder of Vividly. She has a background in 

architecture, urbanism and strategic planning.

 

The three pillars of Vividly (01:49)

 

1. The tool Vividly that will turn 3D models into a VR experience

2. VR solutions beyond the Vividly tool

3. Branding and strategy consulting

 

The main client groups of Vividly (03:58)

 

The main fields Vividly operates in are architecture, urban planning, real 

estate development and construction. 

 

How do you finance Vividly (05:28)

 

In the beginning Vividly received some funding (in between a grant and a 

loan). Vividly hasn’t taken on venture capital. The founders own 100% of 

the company.

 

Vividly’s core value and mission (06:50)

 

Early on Vividly defined its mission and values and then reached out to 

Highlights, Resources and Tips from the Interview
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find clients with the same set of values. This allowed the company to 

finance its ongoing pivots and experimentation.

 

Vividly’s marketing strategy (07:52)

 

Vividly follows a strategic marketing approach. The first clients define 

the benchmark for who you are selling to. Therefore it is important to 

understand these client companies very well. Where do they work? What 

are they interested in? Which events to they attend? This deep research 

into the client’s profile is then used to conduct purposeful networking.

 

The future of virtual reality for architects (10:44)

 

Within architecture, Gunita looks at VR as a new medium for building 

better cities. It creates a deeper, more inclusive, comprehensive way of 

making a new built environment.

 

Cities are growing massively. People are lacking housing and a sense of 

belonging because of the density. These problems can be facilitated in 

the early stages of the project development. 

 

Architects are a big part of this design process. With VR we are able to 

understand and communicate the future dynamics of the prospective 

development. There is no other medium that is able to communicate this 

in an engaging way.
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How architects creativity can add value in the field of technology (16:03)

 

Gunita started getting interested in the general concept of added value in 

creative industries. She felt like architects are underpaid and overworked. 

She realized that technology offers many ways to add more value in 

creative industries. VR is one good example of this.

 

Advice for architects wanting to work in technology (20:05)

 

“Don’t do studies. [...] If you want to build the best stuff in the world 

[...] you can’t study that. It’s just not possible. Startups, none of the 

universities will teach you startups [...] The thing is moving so fast that 

you can’t. If you start to study something, you study history.”

 

Gunita recommends experimentation and research. Just allocate a specific 

amount of time per week or month to experiment and play around with 

technology. Also, talk to people from other fields in order to come up with 

ideas. Then decide whether to turn these ideas into a process innovation 

or an actual product.

 

How to connect

 

http://vividlyapp.com/

https://lv.linkedin.com/in/gunitaku

https://www.facebook.com/vividlyapp

https://twitter.com/Vividlyapp

Gunita’s TEDx Talk

http://vividlyapp.com/
https://lv.linkedin.com/in/gunitaku
https://www.facebook.com/vividlyapp
https://twitter.com/Vividlyapp
https://www.youtube.com/watch?v=-KGPf_PM8gQ

