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Part 1

A Few Importang
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Immersion




Immersion

The Suspension of Disbelief
of our Senses




The Suspension
of Disbelief of
Our Senses Story not Hardware

Anticipating & Reactinig (reflexively, dynamically, engaged)
to the story

without mediating through an

active understanding of the medium.

about the:lies
ol go thered vs. o0l push the tel




Engagement Is

Harder

Not Easier Trap user in headgear and blast photons in their ey
to engage! Or else!

We are asking more from the user
Users proportional return for their investment

Users signed up for immersion,
we need to keep




1. Presentation

3. Response

Input To User VR is Good at this!

Output From

User 2. Action
4. Action
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How To Dammersion




Perception

Desigrior Perception
With an understanding of the how our senses work

TheMediumis Perception
Manipulate our Relationship to The Space $eaje)
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How Vision
Perceives Dept

A list ofdepth cueto design around




Stereoscopy

Corporate needs you to find th"i"‘ffé‘“reﬂ SE
between this picture and this picture
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Accommodation Convergenc
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Perspective
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The Ground Plane




Kinetic Depth Effect




Motion Parallax







Occlusion




Occlusion
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Texture & Detall Level
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Atmospheric Gradation
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Stereoscopic
Perspective
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Sound Design
Takeaways




Audio
Spatialization

How do ears work?

éyou arenot all wearing




Use Your Tools

A Héad Transformation

Functicd 1 s doil ng the heavy
lifting

Reverb Zones -
Mixing Groups o 0
Doppler Effect! e ;
(put sounds on things that ~ woee
move) |

FMOD shenanigans

Use the Spatial and Falloff
Curves




Use the Spectru

Easi er to | oc afftequzneyricgbo u n
Ear Shape!
Phase Difference Detection

Check the boxes: Lowdwids+ Highs




| t 0s OKk
Spatialize Non
DiageticAudio

Hard to mix 2D & 3D audio

2D: Headphones (sterewi xed t o sound
Moves with head.

3D: Nonheadphone (spatialized) audio. Moves with wc

Default:
Every Audio Source Shouldfbem somewhere




Use Nohn
Spatialized
Audio With
Intention

ol f youdre going to bmre
purposed

o Prof. Steve Timm




Arrange Many
Small Sounds

Think opoint |1 ghtsod no
Fake Reverb is okay!

More audio sources!
The default range Is usually wrong




Many Depth Cues = More Immersion

More lon =
Immersion = Power for the Storyteller

Immersive storytelling go brrr

Audience go ‘woah’

This is o transition slide



Depth cuemake everything better
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Depth cuemake everything better
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0Design for Perceptiono
storytelling principles and objectives

VR Is araesthetics machine




Vibes



