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During the preparation for the Residuum Conference, I reflected on how technical solutions shape the accessibility and delivery of academic events. Although I was not directly involved in the DE&E team, I considered how my own work, particularly in virtual reality and immersive presentation, relates to the broader technical infrastructure of the conference.

One key issue I identified is accessibility, especially in an international context such as China, where certain streaming platforms may be restricted. This raised questions about how conference content could be delivered more effectively across different regions. I explored the possibility of using alternative platforms or pre-recorded formats to ensure wider access, while also considering the limitations of bandwidth, latency, and platform compatibility.

In addition, I reflected on how immersive technologies, such as VR-based presentations, could enhance audience engagement. While these approaches offer strong experiential potential, they also introduce technical challenges, including hardware requirements, user familiarity, and system stability. This made me more aware of the need to balance innovation with feasibility in a real-world conference setting.

Through this process, I gained a better understanding of the relationship between creative ideas and technical implementation. Rather than focusing only on the design of my own presentation, I began to consider how technical constraints influence the overall conference experience.

Overall, this reflection helped me develop a more practical perspective on collaborative problem-solving in digital and immersive environments.

