VR/AR Conceptual Hackathon
Amplify theSocial Experience

Amplify the social experience for visitors to the GoeMeaseum!
Create means for awareness and social interaction between the visitors
of the physical museum and the online visitors.
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Tourentipps

Goethe-Nationalmuseum mit

Goethes Wohnhaus Einrichtungen - Besucherinformationen
Goethes Wohnhaus Goethe-Nationalmuseum
Lebensfluten - Tatensturm Bildergalerie (8 Bilder)

Das Goethe-Nationalmuseum ist das bedeutendste Museum zur

Bodifies il ek Présentation und Erforschung der Lebensleistung Goethes. Es umfasst

das historische Wohnhaus am Frauenplan mit Garten, in dem ein Teil

Herzogin Anna Amalia von Goethes kunst- und naturwissenschaftlichen Sammlungen sowie

Bibliothek seine Privatbibliothek zu sehen sind. Zwei Museumsanbauten aus dem

- — 20. Jahrhundert dienen zur Présentation weiterer Sammlungsbesténde
in einem als Schaudepot eingerichteten Studiensaal sowie einem

Schldsser und Garten naturwissenschaftlichen Kabinett.

Klicken Sie auf das Bild fur

Die Ausstellung »Lebensfluten - Tatensturm« erschlieBt Goethes Leben GraBansicht und Diashow.

und Wirken fiir die Besucher. Dariiber hinaus befindet sich im Goethe-
Nationalmuseum derzeit die Benutzerabteilung der Direktion Museen
und insbesondere der Graphischen Sammlungen der Klassik Stiftung

Weimar.

Einen Uberblick (iber Goethes Sammlungen und Goethes Nachlass

bietet der Menlpunkt Sammlungen. Der literarische Nachlass Goethes
wird im Goethe- und Schiller-Archiv aufbewahrt.

7
z




Task: Amplify the social experience for visitors
to the GoetheMuseum!

ACreate means for awareness and social interaction between the visitors of
the physical museum and the online visitors.

AThis includes, concepts for:
A a web based visitor experience that links to VR and the physical place

A A VR museum experience
A An extension of the traditional museum visit to the physical place

ACreate an overall concept (horizontal prototype) and highlight one specific
solution detail (vertical prototype):

A Develop ideas and make visual mars
A Describe a system architecture and outline the technical solution

A Presentation (6 minutes)
A One page flyer



Breaking boundaries

ATemporal boundaries
APeople visiting at different time
AShort time frame (e.g. across time zones)
ALonger time frames (e.g. generations)

ASpatial boundaries
AWith in the physical space

Perception beyond
the Here and Now

Albrecht Schmidt,
University of Stuttgart
Mare Langheinrich,
University of Lugane
Kristian Kersting,

Frawnhofer IAIS and University of Bonn

Emerging sensor-equipped computing devices are overcoming
longstanding temporal and spatial boundaries to human

: perception.

86

multitude of senses pro-
witle us with infarmation
about the here and now.
What we see, hear, and
fael in turn shape how we perceive

we can ooly perceive what is in cur
wicinity right new—and even then we
miss a lor.

Beginning with telegraphy, tech-
nolegy that overcomes spatial

ur the
warld,

Our senses are extremely limited,
however, and sver since humans

began using

increas-
ingly accelerated pace. Having access
o audiovisual infarmarion From other
places has become part of cur every-

N i N

they have tried to enhance their nat-
ural perceprion in various ways. For
=xample. hilltop castles and watch
towers were sarly means o look
fartherinto the distance, whils aptical
instruments such as telescopes and

o ower the Intsrmst ars now commen-
place. In sporting svents such as the
World Cup, viewers around the glote
gt a virtual Arst-row seat. Scon, high-
resslution 30 vides feeds will provide
distant observers with 2 highly real-

P le us o
that are too far away or too small to
be seen with the naked eye.
Emerging senscrequipped com-

istic exp =f such events. In
addition, while today’s live broadeasts
are =il done by profeasiznals, many

mobile phones already offer live

puting devices are
longstanding remporal and sparial
boundaries i human perception, and
this could ultimately lead to funda-

mental new i d our

— ik, P
—that potentially enable average
users (o become broadeasters.
Ta cwercame our senses’ temparal
imicari wie must be able to store

environ ment.

EXTENDING PERCEPTION
Human perception is narrmwly
restricted to the fi

and preserve what we perceive as
well as acceas it lazer. This capabiliey
has been at the focus of rechnelogy
development since the sarly days of
and audio i

unaided,

COMPUTER

Publbiied by Che IEEE Compuker Sackety

on wax cylinders, During the past
20 years, many devices have become
widely available that capture and
store audiovisual data on a large
scale with minimal effort and at low
cost. A wearable camera that reconds
everything we ses, potentially over
ourentire lifetime, is already techne-
lzgically and scanomically feasible
{though selective retrieval remains a
challengs

Our senses also have limitacions
with respect o resshation and cow-
erage. For example, we cannot hear
ultrazound, and we do not see indi-
vidual images but a movie when
watching a sequence of images at
more than 26 frames per sscond.
Thers are ezchnalogies, howsver, that
can increass cur hearing's Erequency
range, ar slow dawn mation by cap-
turing images at a speed of hundreds
of frames per secand.

Furthermare, our nonaugmented
perception misses many channsla of
potential informaticn. We do not hawe
a sense that tells us precisely where
we are. andwe have only very limited
means t2 locats others. Technalogies
integrated into mobile phones such

0016-9162/11/$26.00© 2011 IEEE

ABetween remote access to the web or to VR and the
physical space

Albrecht Schmidt, MarcangheinrichKristian
Kersting, "Perceptiobeyondthe Hereand
Now;" Computer, vol. 44no. 2, pp. 8688, Feb.
2011, doi:10.1109/MC.2011.54



Things to consider: User journeys

AMuseum visit as part of a bigger experience (e.g. holiday, school year)

APhases and transitions between phases

A Before the visit (typically remote)
A Preparationphysical visit
A Information gathering
A Sharing of intent, bragging
A Actual visit (typically on side)
A Exploration
A Implicit and explicit capture
A After the visit
A Reflection
A Sharing of experience, bragging
A Return visit?



Things to consider: Technologies

AProvide experiences for alternatives

Aln the Museum
A users with no additional personal tech (e.g. projected AR, background sounds, labels)
A personal mobile devices
Arented devices (e.g. AR or audio guides)

ARemote
A Remote but local (e.g. in town but not in the museum)
A Remote a never therphyiscal
A mobile phone
Aweb browser
AVR devices



Inspirations / Random input



Experience as Value that is Staged

The Progression of Economic Value

Differentiated [T 1T T |1
Stage
experiences —
T
Deﬁyer
Competitive services
Position i X
Make
goods
— Extmct. 3
Undifferentiated commodities
] | | ] ]
Market Premium
Pricing

Aus:Pineand Gilmore 1998.

ACustomers value the
experience

AFrom function to
emotion

ABUT no experience
without functional
technology






Horizontal prototype
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verticale Prototype
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Very basic understanding
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