Usability Engineering Tutorial: Virtual Reality

1. Sutherland’s vision of Virtual Environments

Read the article ‘What’s Real About Virtual Reality’ by Fred Brooks

http://www.cs.unc.edu/%7Ebrooks/WhatsReal.pdf

· Why might our assessment standards be lower for VR entertainment systems?

· What are the four crucial VR technologies?

· What are the display types used in VR?

· Why are there problems with ergonomics for HMDs?

· What is augmented reality?

· What problems does Brooks see for VR technology?

· Make notes on the VR application areas from Brooks’ article. Look for further examples, such as ‘Building Virtual and Augmented Reality Museum Exhibitions’ by Wojciechowski et al (see ACM Digital Library)

Read Section 1-3 of the article ‘Exploiting Perception in High-Fidelity Virtual Environments’ by Glencross et al (see ACM Digital Library)

2. Mobile based ‘augmented reality environments’

Look at examples of mobile augmented reality environments (see examples below). To what extent do these exhibit the features of VR as proposed by Sutherland and Brooks? 

http://www.digitaltrends.com/mobile/best-augmented-reality-apps/

