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Virtual influencers
Introduction 
Technology is one of the main fields which have advanced significantly over the years. The technology which people used to imagine has now been developed to bring various desired changes. Technology has brought major changes to the world in different ways and helped in improving various aspects of doing business. One of the industries affected significantly by the development of technology is the retail industry. Technology has led the development of various means of selling to the customers, reaching the customers, communications, or delivery of goods to the customers. The marketing sector has realized various developments with the development of artificial intelligence where computer generated can be used in product promotion (Kadekova & Holienčinová, 2018). This has various implications for the marketing sector in terms of better advertisement opportunities due to a wide fan base, a cheaper means of advertisement compared to individuals as well as the ease to control the computer generated individuals. There are other negative implications that computer-generated influencers may have to the world of marketing based on the ability to connect with customers, socialization, and networking among the influencers as well as  various aspects of the organization such as leadership and culture (Woods,2016)
Artificial intelligence and computer-generated influencers

Artificial intelligence has brought major changes to the marketing world. The virtual influencers attract a wider fan base than human experts. According to Christopher Traver, virtual humans such as Seraphine have real business potential due to the number of fans they are likely to attract over a short time. Through social media platforms, virtual humans such as Seraphine have numerous followers amazed by technological advancement (Bloomberg, (2020). When companies opt for these influencers over the humans, their products are likely to reach a wider market as well as a wide variety of customers as the virtual humans are likely to attract attention from different parts of the world. The human influencers regardless of their level of expertise may not have this advantage. One of the major goals of marketing in a company is attracting new markets as well as being able to reach a wide region. The virtual influencers such as Seraphine have made it easier to achieve this goal improving the general development of the marketing industry (Woods,2016)
The reliability of virtual influencers is also a major advantage to the marketing sector. Virtual humans are not affected by various factors that might affect humans such as the pandemic. The computer-generated persons have continued working even amid the pandemic when the human influencers stay at home. The virtual created humans can also be highly reliable as they can be used concurrently at different places. This is a major advantage as the advertisements and product promotions can be delivered in a faster way to different audiences at the same time. The computer-generated persons such as Seraphine do not get old, sick, or die. This shows that they can always be available when required for a certain purpose. This reliability makes it a major addition to the marketing sector brought by technological advancements (Bloomberg, (2020).
One of the factors that however undermine the effectiveness of the virtual human influencers is the ability to interact and relate with the customers. The computerized humans can only receive instructions but cannot interact with customers or create relationships that can create an allegiance to the company or customer loyalty. The culture of the different organizations cannot be maintained when virtual humans are preferred to human experts. Such cultures can include socialization and social networking which can help in improving the influencer as well as the company they work for. Human influencers through networking can have career-building interactions that can help them share ideas as marketers. Organizations that prefer virtual humans such as Seraphine cannot manage to maintain this culture as the computerized influencers cannot interact with each other and influence the development of new ideas needed in the marketing. Another major drawback of using a virtual influencer is the ability to easily influence the people they attract. Although the virtual influencers can attract a wide market due to various aspects of technology employed to develop computerized persons, they may not be able to convince people to easily accept a certain product as humans do. This shows that although adopting technology in marketing can have various advantages, there are also some likely disadvantages which can undermine the effectiveness of the technology in marketing (Woods,2016)
Conclusion 
It can be said that the innovation of technology has helped in solving various problems in the current world. Technology has helped in advancing various fields and industries which include the retail and the marketing industry. Some of the major concerns, however, regarding whether the various advancements in technology are likely to have a more positive or negative impact on the future of many industries. However, some of the advantages technology has brought to business since its implementation can show more hope for the future of different business sectors such as marketing. Marketing has so far realized various advancements which include us use of virtual influencers even when human experts are not available. The virtual influencers are also cheaper than human services as well as the ability to attract various customers through social medial platforms such as Seraphine which makes it one of the major advantages of using virtual humans. Although the technology threatens the future of organizational culture and other important aspects such as socialization and leadership, the future of marketing can be made through implementing strategies which allow the use of both human and virtual humans in marketing (Kadekova & Holienčinová, 2018).
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