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IPCity Partners

» Fraunhofer Institut fur Angewandte Informationstechnik
FIT

* Vienna University of Technology

e Graz University of Technology

« University of Oulu

« HITLAB, New Zealand

* University of Cambridge

* University of Applied Arts Vienna

* Université Marne la Vallée, Champs sur Marne

« Helsinki Institute for Information Technology HIIT
* Imagination Computer Services GesmbH

« Aalborg University



Project Objectives

To move mixed reality from the lab to the street:

Extend frameworks on presence and interaction to include
urban spaces

Develop platforms for authoring and prototyping tools

Create technical building blocks to support mobile through
to semi-stationary environments

We test our theories and technologies within four
showcase systems:

Urban renewal

Environmental Awareness

TimeWarp

CityTales



Project Structure

Presence aspects via our conceptual framework

Base Technical Elements
Authoring and orchestration Tools
Mixed Reality Infrastructure

Example showcases
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Mixed reallty technologies and applications

An environment for MR interaction prototyping
Device abstraction and independence

Developing a platform and toolkit for cross reality content
authoring

Configurable infrastructures
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Scientific Concepts

Participation and Social Presence
Space and place

Temporality

Design for non-disruptiveness/Intrusions
Social dimension of Memory



Conceptual Framework

URBAN ENVIRONMENT MEDIUM

USERS' PURPOSEFUL ACTIVITIES
* Collaboration - co-constructing
* Dynamic enactment/performing (‘dramatic presence’)
* Mapping of activities in RE with events inVE

SPATIAL ASPECTS

* Scale and depth

* Layers and borders

* Orientation

* Aligning representations and activities

TEMPORAL ASPECTS

* Memory - traces of the past

* Evolution of an event

* Transformation of a place in time

MOBILITY
* Urban rhythms, movement, flow
» Following a path (and the connected

story)

AMBIENCE
» Sense of place and cuture
*» The 'imaginary’

MATERIAL ASPECTS
* The engaging capacity of objects
* Texture and material

USER EXPERIENCE

Presence and Interaction

Mixed-reality CONFIGURATION
» Directness
* [mmersion

* Reality

AVWARENESS CUES - cues about

» Social interaction (members,
encounters)

» Communication (exchanges, viewings)
» Activity (usage of the system)

* Sound icons

CONTENT

* Rules and constraints
* Informative content
* Expressive content

MULTIMODALITY

* Dynamic representations

* 3D animation

* Sound scenes - soundscapes
* Fuzziness - abstraction



Authoring and Orchestration
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MultiTouch Display
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Computer Vision Tracking Techniques




AR Scouting







TimeWarp



Environmental Awareness



MR PL&YEE
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IPCity

MR-Player

Walking
Explorer

Wall Blogging

CityTales
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Presence Work

Conducting field trials with emphasis on task based and
deeper understanding of presence related issues

Consolidation of results
Revision to the conceptual map

Development of generic design guidelines (perhaps
through design patterns)
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IPCity The Final Year

Completing studies, with emphasis on linking actions and
behaviour to sense of place and presence

Improving underlying technologies to support the
showcases

Improve showcases to allow for more thorough studies
and to meet IPCity goals



