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Saving the world 
one game 
at a time



CATRINA: Zivilcourage in VR VIRE: Entspannung in VR

HektAR: Nachhaltigkeitspiel in AR CoVAR: Mixed Reality im Museum





GAMING 
INDUSTRY
$137B

FILM 
INDUSTRY
$41B

MUSIC
INDUSTRY
$19B

ENTERTAINMENT INDUSTRIES 2018

Quelle: Newzoo



Spacewar!, Massachusetts University of Technology (1961)



Voodoo 3D card, 3dfx (1996)



VFX1 Headgear, Forte Technologies (1995)





Paul Milgram et al, Augmented Reality: a Class of 
Displays on the Reality-Virtuality Continuum (1994)



MEDIA CONVERGENCE



IMMERSION ILLUSION INTERACTION INTEGRATION



IMMERSION



IMMERSION

Edinburgh & London Panoramas, Robert Barker (1787/1793)



IMMERSION

Sensorama, Morton Heilig (1962)



CAVE Automatic Virtual Environment (1992)

IMMERSION



ILLUSION



Lenticular stereoscope, Sir David Brewster (1860)

ILLUSION



View-Master, General Aniline & Film (1966)

ILLUSION



Gear VR, Samsung (2015)

ILLUSION



INTERACTION



INTERACTION

Dynamic Onboard Ubiquitous Graphic (DOUG), NASA (1990)



INTERACTION

Disney Quest, Walt Disney Entertainment (1998)



HTC Vive, Valve/HTC (2016)

INTERACTION



INTEGRATION



The Sword of Damacles, Ivan Sutherland (1968)

INTEGRATION



ARToolKit, Hirokazu Kato (1999)

INTEGRATION



Microsoft Hololens 2, (2019)

INTEGRATION



IMMERSION ILLUSION INTERACTION INTEGRATION



INCLUSION



Multimodal, multiuser environments (Virtual House of Medusa)

INCLUSION



Cross-virtuality (X-Pro)

INCLUSION



Smart Factory Lab

Multiple user roles (Mixed Reality Based Collaboration 4 Industry)
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Thanks!
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