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Objectives and Motivation
[bookmark: _GoBack]The quality and quantity of the design of a Virtual Reality (VR) and/or Augmented Reality (AR) setup is constrained by the technical limitations, the cost of the VR/AR technology and the effectiveness of the design team to take the design proposal from idea to final product. In order to achieve high quality interactivity, smooth and temporally accurate interaction dynamics, the development team has to work through the design requirements and avoid bottlenecks in the processing and rendering of the virtual world. In general terms, the aim of the team is to create a sensory rich virtual and/or augmented world, and create interactivity and detail, within the computational limits of the available or chosen hardware and software. It is the task of the VR/AR development team to define the minimum set of interactive elements and objects to be made. The team then has to decide what and how many of these objects are interactive, and how cues to this interactivity might be provided to the user. At the same time the team has to propose a design which has low computational demands, allows end-users a maximum sense of presence and has low incidence of VR-induced sickness. This workshop takes the participants through a step-by-step process to achieve this. It brings all the user-and system requirements into the design process. The duration of the workshop is of course not long enough to create a complete VR/AR setup. Participants will get examples of 3D modeling for VR/AR. We will look at software: Blender, Unity, WebVR. We will use some hardware: Oculus Rift, HTC Vive, Microsoft Hololens. We will show examples of 360 photography and stitching images to create a walkthrough, QR code for AR, and WebVR. Participants will use the framework for a VR/AR setup proposal during the workshop to create a blueprint for their own VR/AR development project. This blueprint can be used to present and coordinate the development process of VR/AR in a systematic way. This is an important skill in the rapidly expanding domain of VR/AR content production demands for development projects.
Learning Outcomes
This workshop gives the participants hands-on experience with user-centered requiments engineering for VR/AR setups. It gives the workshops participants a structure and tools to effectively create a VR/AR setup. Following completion of this workshop, participants will exhibit an practical awareness of the software and basic functionality; and a practical ability to apply the methods to create a systematic user-centered design for VR/AR setups. Participants will be able to express comprehensively and logically how the methods of the user-centered design process fit into the iterative system design process as a whole and they will have learned how to relate it to their present knowledge. By the end of the workshop participants will have a first draft design architecture specification document that they can take to a design team to start production.
Who should Attend
This workshop will be suitable for the following individuals:
· VR/AR software development project managers who want to have hands-on practice with applying the structured methods to create a design for a VR or AR or VR/AR setup,
· VR/AR applications developers who want to use a structured requirements specification framework that helps keep track of all the different elements of a VR/AR project,
· Applications interface designers who want to apply a framework for managing the VR/AR design process,
· Anyone interested in learning how to create a development plan for a VR/AR software application with a structured framework.









Call for Paper Submissions on ICCMIT2018
http://www.iccmit.net/

Please have a look at the conference website for further information about submitting papers. All instructions and templates for submission can be found in the ICCMIT2018 website: http://www.iccmit.net/. The accepted papers will be published in ISI/SCOPUS journals. Also, the best articles will be invited to be published again after expansion as book chapter in IGI Book. 

Important Dates 
Paper abstract submission:                                                February 15, 2018
Notification of acceptance:                                                February 22, 2018
Final paper submission and authors camera ready:      March 7, 2018
Conference Dates:                                                               April 2-4, 2018


