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HCIl themes

Gesture-based interaction
Games
Augmented reality

User-centred design methods,
oersonalisation, interactive storytelling

nformation visualisation



Gesture-based interaction in immersive VR

Ms. Anthi Dimara

Supervisors:

Prof. Yannis loannidis
Dr. Maria Roussou
Dr. George Drettakis




Tasks in the VE requiring:

O O O O/ oromne

...using gesture and finger tracking

* An experiment to compare with wand:

Balance, Multi-Tasking, Speed, Accuracy

Gesture-based interaction in IVR

Push

Pull

Pick up
Put down
Rotate
Grab
Release
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Magnetic Poetry: a full-body interactive game

Ms. Marianthi Grizioti

Supervisors:
Prof. Yannis loannidis

Dr. Maria Roussou |
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Magnetic poetry full body interaction

* A one or two-player game using the Kinect

* Players can solve arithmetic equations or co-create a sentence

Drag a word with both of your

hands and drop it in the

border. You caon erase any

word from the border by .
droping and leaving it out of TIME LEFT

the border!
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magneticpoetry_.wmv

ARcropolis: Augmented Reality game for two
players

Mr. Manolis Giannisakis, Mr. Panagis Papadatos

Supervisors:
Prof Yannis loannidis
Dr Maria Roussou




ARcropolis

* A two-player serious game for primary school students

 Remotely located players use their webcam and 24 printed cards
with patterns to co-construct a story about the Greek goddess
Athena & the birth of Athens
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CHESS: Cultural Heritage Experiences through
Socio-personal interactions and Storytelling

Prof. Yannis loannidis

Vivi Katifori, Vassilis Kourtis, Marialena Kyriakidi,
Natalia Manola, Maria Roussou, Manolis Synodinos,
Manolis Tsangaris, Maria Vayanou
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=I:1 CH ESS Fact sheet

Cultural Heritage Experiences
through Socio-personal interactions & Storytelling

. e »DIGINEXT
* Projectacronym:. CHESS >
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= PI’OjeCt type STREP UNIVERSITY CIEATHENS
. Start date: 01.02.2011 ~ Fraunhofer
* Duration: 36 months & roa/ o

The University of
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« www.chessexperience.eu




":1 CH ESS The experience starts prior to the visit

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling
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Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

The Acropolis Museum




“:':I GH ESS Cité de l'espace

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling
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-- S CHESS Two pillars of visitor experience

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling




s CHESS

u Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

PrOVide a

Rich
information
space

Wide
variety of
visitors

Personalisation challenge

Tailor ©

Individual
preferences




=ﬁ5 CHESS Storytelling challenge

u Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

d . .
uthentlc,ty e“gage

credibility

institutional
authority
(knowledge)




-. 1 CH ESS UCD Methodology

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

An iterative design approach, which makes use of interaction
design processes, such as participatory design, to keep the
user at the center

A continuous
design, test -  Closely linked
with users, - Personas : to evaluation,
measure, = especially
and. re- : Scenarios . formative
design . & stories s evaluation

° ) :
cyclical o
process % Requirements .
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R HESS

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

= Understanding our users

{ ‘ Personas

!& Scenarios

ge=— Requirements — Functional Specifications




= Before- during — after, off-site/on-site
Cultural Heritage Experiences

. Explicit & Match with ,
implicit profiling Parconas Suggest stories
_ Before
Experience Create
through adaptive “souvenirs”
storytelling
O During After

Revisit



“:1 CH ESS Explicit elicitation of visitor profile: CVS

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

* Capture the visitor’s profile through a very brief and engaging questionnaire,
before the experience commences.

* An iterative and complex process, raising many design issues and challenges at
different levels. E.g., :

the need for recording as much the need to avoid a time-
information as possible about the - consuming and complex
user to support personalisation guestionnaire process

e Subset of persona variables considered important for the CITE, in the context of
the CHESS personalisation objectives for the Beta version

3 Lucas Dt r
{ Hornage tepmroniry Chitd

Lucas = “Training to become an astronaut” ,
Céline =——> “A travel in space” i
1-on-1 mapping

Schoolteacher




Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

A decision to create two “versions” of the CVS, one for visitors under 12 years old
(age Group A) and one for teenagers and adults (age Group B)

Barble  Buzz Lightyear Harry Pattar  Bob the bullder
and friencls
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Buzz I'Eclair Harry Polter et Bob la Bricoleur
Kes amis




=ﬁ5 CHESS Personas

u Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

* Personas are a set of representative profiles
(“archetypes”) for a visitor base

* how a particular profile uses a particular application in a
given context

e Effective personas are driven by data

As a design tool: As an implementation
a powerful way to tool: for approaching the

communicate behaviors, “cold start” problem by
goals, wants, needs, and creating profiles (i.e., as a
frustrations basis for personalisation)
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Cultural Heritage Experiences

e
Age

Gender

Educational level
Educational background
General interests
Occupation

Country of origin
Language

Experience with the use of digital
devices

Disabilities / Health issues

Visiting style

Visiting duration

Part of the collections to visit

14
15
16
17
18
29

20
21
22

23

24

25
26

Persona variables

Objective related to the museum collections
Visiting order preferences

Returning visit

Level of interest in the museum topics
Interests related to the museum topics
Purpose of visit

Social visiting habits

Social interaction style during the visit
Preferred way to obtain information before the
visit

Preferred way to obtain information during the
visit

Preferred way to use the CHESS system during

the visit

Preferred narration style

Level of interactivity



'In CH ESS Acropolis Museum visitor personas

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

Nikos Georgia Jack Natalie Takis
Athanasiou Athanasiou Harris Schmidt Karathanasis

|
.
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[10 years old ] [71 years old ] [24 years old ] [35 years old ] [53 years old ]

“The museum “The museum “The museum “The museumis  “The museum is
is boring” makes me feel would be much an excellent way  really great but
young” more interesting  to relax between sometimes it is
if the exhibits meetings!” too much for
could tell me me.”

their stories...”



al

Cite de l'espace groups

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling
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v The Moreau family
They live in Toulouse
High level of education i
e yisit father G TS IIiI: 0
Period: weekend Nicolas, 43 Ctellni, 40 Théo 7
engineer €acher Léopold 5

 They are interested in space and astronomy

Parents organise the programme themselves, seeking for the most interesting activities for their children
They demand high pedagogical quality from the exhibitions and pay attention to the content

The Durand family

V2 S

From Saint-Nazaire

Middle level education f_ Caroline, 36 Ecr:IrIndare?Z
15t visit Julien, 38 admin. mma, 5
Period: Summer holidays  technician employee

* They need help to decide their programme.

They have already visited Futuroscope in Poitiers and Eurodisney near Paris, and they are interested in

experiencing exciting exhibits



“:1 CH ESS Cite de I'espace visitor personas

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

Lucas Céline
Durand Moreau

‘7?5‘

&h

[10 years old ] [40 years old ]
“The museum “I want to discover
is boring” space and

astronomy with
my children”



SCHESS

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

Ellie
Petrou

[51 years old ]

“New technologies
are challenging
for me but they’re
worth the effort”

Author personas

Laurent
Boulay

30 years old ]

“All new tools are
exciting and useful
for my work”



= CHESS Validating personas

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

Studies with (real) visitors




= COHESS Workshops with end-users

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

e Full day workshop in June 2011 @ Acropolis Museum
 Next week in Toulouse, at the Cite de I'espace (Ecsite conference)




CH _SS Content and scenario design

Cultural Heritage Experiences
through Socio-personal interactions & Storytelling

Plot sketching

e Choose the story concept(s)

e Choose and arrange the main story pieces (i.e.,
create the storyboard)

Staging

e Place the story into the physical world
e Link story to spaces and exhibits

Casting & Shooting

e Unfold the story with all the details
e Choose and arrange the digital content

Experiencing

e Make a production out of a story given user actions,
profile and context




CH _SS Storytelling Model

Cultural Heritage Experiences
through Socio-personal interactions & Storytelling

Plot sketchlng

Story Transition
Scenario H
LS , Story Unit

ADAPTATION

Scenario

Exhibit
Casting &
Shooting
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MICRO-
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Experiencing Conteg
Production

User
Profile

PRESENTATION
ADAPTATION

Parameters



ii5 CHESS

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

Acropolis Museum story themes

Main story concept / message to convey (specifically for the Archaic gallery)

The statues of Korai and how they End of the era: statue
give expression to the ideals of
beauty, grace and youthfulness in
particular for women of the

archaeological excavations in
the Acropolis.

destruction from the Persians,

Social image of a
person/family expressed from
the various votives

R

7

Social differences and
classes: aristocracy
and poorer citizens.

The values and ideals of
Athenian society of the 6t
century BC expressed in the

nobility. |

different social classes

Monsters and Daemons
as a sign of primitive
civilizations seen through
mythology.

The status of men in the
nobility expressed via the
significance of the ‘horse’ and
the ideal of hunting.

Art: the study of the

body form and how

this is seen through
the ages.

.,

W

",
",
"
"
{
'

votives of the archaic gallery in
different ways over time, for

Democracy and the
ascendancy of the
‘citizen’.

\ )

The ‘agon’: athletics, sport,

battle and their role in

society especially in the
nobility




i85 CHESS

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

Cité de 'espace story themes

Main story concept/message to convey

Ty
]

Training to be an astronaut — learning from
simple physics phenomena and concepts to
handing complicated electronic equipment

Engineering skills — the
beginning. Characteristics of
an engineer and educational

knowledge.

Everyday life of an astronaut. Practical,
physical, emotional aspects.

™

.f/ !

Life of an astronaut -

What is an astraunaut
supposed to know ?

S i
S R

Astronomy and Solar system —
educational important knowledge
gained through space traveling

Teamwork: from the

\‘ engineering work and the
| preparation/training phase.
Space is the result of European

- or international team work.

v,



'I:I = Interactive stories and AR prototypes

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling

A srotue was not corsidesed beeurifd ond completed i it wos not
cdowrful, Fee example, The Peplefores, as mest statues, was
caowwd. Find the Pegloferss in The Archaic gallery 1o sew traces of
coou an the meuth, syes and hoi, YWhen yeu are there click en
The image belew, >

’ -

) 3 skip this story unit
Peplofores io

i W

I changed my mird hongn, sty

0 ——

sound: D.Podermelis

skip and continue \

~l n the Peploferos )
Augmented videa! haw the Peplofores @ predetermined stol
Realrty: Colour  was restored St N .
[ e "stor
the stetue Mng 4

Fleerpicn




= COHESS Prototyping sessions

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling




= Examples of “souvenirs” for

Cultural Heritage Experiences

through Socio-personal interactions & Storytelling T SEL V4
= Cité de 'espace

You did a great job with The Moon
runner in la Cité de 'espace.
Congratulations Lucas !

Congratulations Lucas!
You have filled another
vignette of your comic

strip souvenir!

o afternoo”
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My sewndﬂx d s;)"”' 5 he “r;:”(lnﬂ of the
ovarnoW;F,.“nkhn chandr= - asand
colleagy acesome ¢
1o rep s, Durin

You can check how everyday ife Iy in & Space
Station thanks 1o the Mir Station in la Cité de
Vespace, that's 3 really a chance for you |

11thJune 200212
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e.nventory: the European elnfrastructures
Observatory, www.enventory.eu

Prof. Yannis loannidis

Katerina EIRaheb, Dr. Vivi Katifori, Dimitra Keramida,
Antonis Lempesis, Dimitris Nastos, Dr. Maria Roussou
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e'nventory Fact sheet

elnfrastructures
Observatory
www.enventory.eu
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The European
elnfrastructures

i | e nventory customisation possibilities

Observatory
www.enventory.eu
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STiveniory Treemaps service

elnfrastructures
Observatory
www.enventory.eu

Select Indicator | National supercomputars maximum performance (Gflops) {g]
Click on a node 10 view detalls, nght-Ciick or press the bution 1o go up one level

Eure

France

[ SO,

Treemaps

Select Indicator: Navonal peak par (Gfiops) GO tO upper Ievel buuon

—_—
Click ¢n a node to view details, right-click or press the button to go up one level -

Gavernmant

| Commoniations | Sacce ¥

Framework Programme 7



il fonveniory Pan-European network
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Thank you

Prof. Yannis loannidis
Dr. Maria Roussou

National and Kapodistrian
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