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tual Sculpting for 3D Modeling




ngible 3D Modeling

ual Sandboxes

e fun

low for embodied interaction

AN be used for game level design
low multi-user-interaction

so allow additional props
2nsions and other substrates

ay, dough, ...
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Application Areas /
" __Target Groups

ieation Area:
Games and game level design
Architechture |

Grou ps:

ofessionals, kids, general
Jdinece



search Questions

at kind of material is best
v to do robust tracking

v to realize VR/AR interface
gration of additional controls
oedding into (serious) applications
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Human-Centered
Design Approach

Early on Meetings and
|scussmns potentlal users

Fastﬁatlve prototypmg
Regular workshops "™
\ | Many small focus group

evaluations for iterating the
design

Bigger and controlled
evaluations for scientific




" Lecture (GECTS

’”"'" Summeriterm 2019

\ Theoretical and practical
approach

Mandatory for all project
members

Dates & times TBA soonon

......




Master’s Project

4 dayﬁs",és week
Oct 19 — March 20

Attendance expected at least 3
days a week

Agile model (SCRUM)




-
Requirements

Commitment

Enthusl,i__asm for topic area

2 ‘t;is) Games, Interaction
@IeS/Physmal Computing
Human-Centered Design

Tan

i | Creativity
| h  Work by scientific method

. Willing to research, design,
¥'% code, experiment




interaction design, natural user

f *QM

Learning Objectives
Human-centered research &
development \
Human-computer interaction,

Interfaces

Computer Game Technology,
VR MR h L T

Physs,ical Computmg




