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9:00 Cpening remarks David Long Framelass Labs
8:08 Welcome remarks Dr. Jevemy Haefner, RIT Provost

9:15 Keynote 1 “How To Sound Smart About VR, AR and MR At Cocktail Parties®

Wyait Savarese, The Mill
This tatk will explore VR | AR | MR in the post praduction VFX markel.

10:00 Break

10:15 Sesslon 1 "Tangibla Experiences”

= “Immersive Technologies & Museum Funclions® Juilee Decker
Museums have many funclions: lo educate, to exhibit, to inlerpret, to engage, and 50 on.
How do immersive techrologias impact these lunctions? Given thal such lachnologies
can extend the cantinuum cf the museum experience and bring visilors from “me” 1o "wa”
and fram “here” to “there,” ona may queslion the nead for visiting a sile—such as a
museum—at all. This tatk offers provocalions aboui the deep interest, inspiralion, and
taciiity thal can be generated through immersive expernences via place-based
augmenied devices at museums and place-based sites.

» "Tangibte Imaging Systems" James Ferwerda
Woe are daveloping langible imaging systems that enable natural inleraclion with virtual objects.
Tangible imaging syslems are based that incorporaie electronic displays, graphics hardwara,
accelerometers, gyroscopes, and digital cameras, in laptop or tablet-shaped form-faclors. Cuslom
soltwara on consumer mobile devices allaws the orientation of a device and the posilion of the
observer to be tracked in real-time. Using this information, realislic images of Ihree-dimensional
objects with complex texiures and malssial proparties are rendered 1o the screen, and lilling o
moving in front of the device produces realistic changes in suraca lighting and material
appearance. In this presenlation, we describe four tangible imaging syslems we have developed.
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=Animated Records® Andrew Telz 12:15 Lunch
“Animated records” are a new lake on phenakistoscopes, pre-cinema animalion loys ihal appear
as a moving image under the righl conditions. Pointing your camera phone al the spinning card 1:15 Kaynote 2: Joel Ogden, Construct Studios

under a brght lighl causes the shuller 10 blur the frames into a cohesive dancing picturel Drew
will describa his new techniques & applications for the pre-cinema phenakisloscope animalion
siyle and show live demonstralions.

11:15 Session 2 "Namative”

"Current State of VR Namatives: Some Preliminary Findings™ Trent Hergenrader

Ins this talk, Prof Trenl Hergenrader {Depl of English) will discuss receni trends in VR narratives.
Topics in lhis short preseniation include tha chailenge of defining diferent types of VR
experences, an attampt 1o chan experiences on a scale of interaclivity and namative complexity,
and soma vary early conclusions about Lhe current slate of VR namatives and where we may be
heatled in the fulure. 2:00
“L.oom: Shadow Slage Visuals For Dance Performancas” W. Michelle Harris .
For the visual backdrop of a i dance perf e thal was not only beautifully mood-

appropriale, bul also dramalically responsive, lhe molon deleclion featlures of the sofiware library

OpenCV were an inlegral part of the solulion. Live imagery crealed wilh OpanCV's OpticalFlow

motion det object in Processing blended wilh video imagery conlrolled by the isadora

application 1o provide a rich paletie of visuals for the "Loom® perlormance. Echoes of the dancers

movement mixed with video imagery and dancers' shadows comingle wilh vivid stage lighling for

a stage environmeni that complements the dance without overwhelming it.

"Audience Perspectives On Viewing Live Performance In Virtual Reality” Joe Geige!

For the pas! two years, wa have daveloped and performed *Farewell io Dawn®, a mixed realily

dance performance thal combines virlual realily, augmented reality, and motlon caplure io enable .
prasentalion on a virtual stage with participants in differen! physical spaces. This tafk will focus on

insights Lhat we have gained from the pedormance wilh a particular focus on ihe audience

perspeclive and how we might be able o produce a true theatrical experience for audience

members viewing a performance in a virlual space from diferenl physical locales.

"Interactive Storytelling in Virtual Reality”

Virlual reality is an incredible medium for teliing a story, but also presents a
unique set of challenges for the sloryteller. | will discuss how our leam at
Construct Studio solved these challenges while developing our recently
interactive VR expariance, The Price of Freedom. This talk will such lopics as:
tha manipulalion of scate to influence a player's emolions, locomolion melhods,
exploration of character identity and presenca, play tasling for story
understanding, setting a mood in virluat space, and stralegies for directing the
viewaer's attention in the exp

Session 3: "Human Exerence/Perception”

“Virtual Reality and Languags Leaming* Kevin Le Bievec

Language learning is a constantly avolving fistd thal is changing wilh the
introduction of new and emerging technologies. Instructors and students have
becoma experis in appropriating lechnologies 10 be used in and out of class.
From online vocabulaty cards, to virtual field trips, language leaming has
embraced lachnology as a way lo expand beyond the regular classroom and
creale meaninglul and aulhenlic experiences. Virtual and augmented reality offer
new possibilities for immersive, interactive and collaboralive experiences. We
will axplore how these new lools benefit Janguage lzamers and whal evolulions
we may sae in the fulure.

“Long Lasting Effects of Auditary Localization Training Using Augmented Reality* Song
Mul Chon

We praseni a follow-up sludy of our audilory localizalion iraining wilh Microseli HoloLens lrom
last year's symposium. Five participants look part in 1he training twice a week for four weeks.
Their parformance was lested four limes — before tha training began, after the first iwo weeks,
alter tha completicn, and ten weeks alter their last training. The rasuit shows thal pariicipanls’
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audilory tocalizalion performance signilicantly increased after the first two weeks, which remained
unchanged alterwards. The training effects seem o be strong and long lasling, considering that
the average performance did not drop afler len weeks.

"Gaze-in-Workl Classification During Everydsy Tasks® Rakshit Kotharf

The head and eyes Junclion synergetically lo provide a stable view of he world. Tradilionally,
classification of eye movements is performed with the head fixed but increasing naluralislic 1ask
demands induce the need to accommodate for head movements. This project highlights the
performance of common classificalion algonthms against the performance of expert human
tabelers. Furthermare, il inlroduces a new Forward-Backward Recurrent Windaw classifier which
oulperforms other methods.

Session 4 "Tools for Authorship®

VR Content Creation Graphical User interface For Product Designers® Johanna Lopez
‘irtual reality focus has shiiled from research lo widespread adoplion. |l has the

poteniial 1o become an intuitive crealion {ool, giving the designer an unconstrained and

flexible canvas. By reimagining tools for Industrial Designers using virtual reality, the

projecl presenled alms to help induslrial designers beller leverage the contextual

environment, make better design choices, be empalhetic lo users, and communicate

dasign intent. This 1alk will review virtual realily vser interface design guidelines and
considerations that may help la seize the immersive potential of the medium

“Alexa in Mixed Reality" Chirag Narendra Kular

When we wear lhe HoloLens, we can play the holograms and place them anywhera in
augmenied realily. Taking one slep further, what if we could interacl with hatograms like
we do now with digital voice assistants such as Corlana, Google Assistant or Amazon
Alexa? In this project, we are atlempting lo put a face to Amazon's Alexa by crealing a
hologram 1o interact wilh without using Echo or Echo Dot.

345

4:45

Break

Sesslon 5 "Demo/Poster Receplion” w/ food and beverage

“Special VR experiences from The Mili” Wyatt Savarese and Cat Gulacsy, The Mill

A sampling of VR experiences from special guests and keynote speaker from the Mill, The Mi
(hp:Hiwww.themill.com/ ) is a collection of artists, lechnologists and makers for all media, warking
at the frontiers of visual narralive,

“Experiences In bullding, testing and deploying 360 cameras for generating immersive
content® Ambarian Alqgadar and Nitin Sampat

Studenis in the School of Photographic Arts and Sciences & School of Film and Animalion will
share their experiences, challenges, and insights gained from their collaborative work in
generaling VR conlent using a variely of lechnolagies including enlry level VR 360 cameras such
as the Samsung Gear 360, the Thela V to High end cameras (buill, tested and deployed by the
students) such as the Facebook Susround 360 camera. The booth will also show examples of
“spatial audio” and how it gels deployed in 360 applications.

“Tangible imaging syslems™ James Ferwerda

We ara developing langible imaging systams that enable natural interaction with virtual objecls.
Tangible imaging systems are based on consumer mobile devices ihat incarporate electronic
displays, graphics hardware, accelarometers, gyroscopes, and digital camaras, in laplop or
tablet-shaped fonm-facters. In this demo we will show (our tangible imaging sysiems wa have
daveloped: the tangiBook - our first implementation on a laptop computer; tangiView - a mare
refined implementalion on a tablel devica; tangiPain — a tangible digilal painting application; and
phanioView - an applicallon ihat 1akes the tangible imaging concepl inlo stereascapic 3D.

*Audience Perspectives on viewing live performance in virtual reality” Joe Geigef

For the past two years, we have developed and performed “Farewell to Dawn”, a mixed really
dance parformance that combines virlual reality, augmenied realily, and motion caplure to enable
presentallon on a virtual stage wilh participants in differeni physical spaces. In this demo, we will
be providing a single viewer experience of a 3d recording of the piece {viewed in an Oculus Rift).



POSTER: "Modeling Color Appearance in Augmentad Reallty” Nargass Hessani

In this project, we are present a color appearance model in augmented reality. Tha model is
based on previous light mixture madals and current color appearance models {for real objecis).
For this purposa, there has been measurements and modeling of real, virtual and mixed
appearance in AR. A psychophysical experiment was performed, where observers matched
vitlural color patches on black background 1o a mixed color pateh on a test background under two
sets of illuminants. The rasulls of this expaniment are used to verily the parcaptual prediclions of
the model,

“Virtual Reality app for gulded meditation” Abhishek Jaitley

Tha benefils of medilalion have long been known and recommended by the medical community,
Therg has been a recent trend in showing the measurable effecis meadilalion has on the brain by
viewing brain scans or measuring hearl rate during/afier medilation. Tha goal of this vidual
raality oxpenience is to evaluaie if such an app improves the guality of the maditallon by using
palvanic skin response {GSR) sensors. GSA measwres the skin conductance, which can change
due lo emctional slates. By measuring GSR values we can check whal effect an activity has on
tha amational stale of & person.

“VRm" Jasse O'Brien

VRm is the prototypae for a virlual lool that medical profassionals could use to study analomy. It is
an interaclive VR simulation of an analomically comect arm. Users can select parts of the arm
and pose il. Muscles can ba made opaque/transparent so the skelelon can be seen undemeath.
When muscles/joinis are selectad a lext box pops up with analomicat informalion aboul the
selecied itemn. There is a light thal the user can move around the scene o view the amm in
different lighling condilions. Lastly, there is a white board thal the user can write on in the
simulation.

“VR - Heve to Halp!" Alshwary Pramanik

We presenl a disasler managemenl educalicnal system in Virlual Reatily, which can fell a builder
everything aboul the location into consideralion and suggest a betler architeciural design, which
can help them fight the worst disasierfhazand that can occur. Presenting all these things in VR
gives lha builder grealer insight and understanding of the constructional constraints and salety
measures.

“Connection Capsules™ Madaefine Stewart

Glass pendants contain a nole thal encourages the transfer of the piece on to an inspising
individual wiltin 24 hours. Each day, 1he object connects with a new life. It sparks an experience
of nolicing the inspiring qualities wilhin sociely, and encourages people to connect with others
through the acl of recognition and appreciation. The note also contains instructions for
documenting the experience through photography and written reflections. This documentation is
coliected and installed in an exhibil, displaying the impaci of the object’s journey.

“Avatar Fight® Heao Su
A virtual reality game thal usas hand gestures for fight

“Animated Records® Andrew Telz

Demonstraling new lechniques & applicalions for the pre-cinema phenakisioscope animalion
style. Using tumtables & a camera o creale the illusion of a moving picture on a number of
~animated records.” Pleasa see hitp//bit.lyfanimatledrecord

“AudioRoom VR" Cody Van De Mark

This Is a roomscale audio visualizer where the player environmenl is the visualizer ilsell. The
URL hilps [fwww youtube comiwatch?v:MmTXvyAapAU shows a light proof of concept
ilusiraling thal the room itsell becomes the audio visualizer. The player can move around the
room and interact with objects to change song and modify the experience.

“DIY VR: Exploring AR" Ronaid P. Vullo, Ph.D.

| have been exploring the development of "home-brew™ VR (Virtual Realily} headsals for a couple
years and am now expenmenling wilh building AR {Augmented Realily) headsels. Very much a
wark in prograss, not an aclual product, It ba sharing my cument prololypes and progress.

“Autonomous Driving Simulator In VR® Mingming Wang

Autonomous driving has the significant polential to posilively impact the daily life of humans.
Analysis of human perception during the cognilive driving task, while making crilical driving
decisions, can provide greal benefils for the study of the autonomous driving. To achieve such an
analysis, we have collected eye movement data of human drivers with a mobile eye tracker when
they are driving in an automalive simutator built around an actual physical car, that mimics a
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realislic driving experience. The initial dala hava been ulilized 1o investigate the polentiat
correlation between the driving behaviors and fixation pattems of the human driver.
Note: This dema will he shown In Louise Slaughisr Hall (BLA (078) - Room 1440)

» POSTER: "Color perception In AR® Li Zhang
Siudying tha color percaption in AR head-mounted device

* “Visual Guidanca in VR: Ul Dasign, Testing and User Study* Yebal Zhao
This Is my capsione reseasch project developed in Unity. The goal of this study is to design a
user inerfaca for the main lask and lwo 1o live differeni possibilities for displaying supplemanial
information. Then, parform a rough user study bet thase app hes in VR HMDs. A
comparnson betwaen different approaches will be made o find which leads to the most
salisfaclion.
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