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Beyond Video

Where might video and mixed reality
be going next?

1. Our co-creation project
2. But why 3D video and holograms?
3. An overview of what we use

4. Demonstration...




Our Current Project
BIT::TIP

e Academy of Finland funded
o Co-create immersive video solutions
o 6th graders and teachers
e Study the impact on social classroom climate and the sense-of-presence
o Improve support for the social aspect of distance learning
e Evolve an end-to-end 3D capture and streaming platform
o Image stability and completeness

o Data compression and latency over the internet
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Our Technology

Hardware

Intel RealSense L515
Depth Camera

,/
L

Microsoft Hololens 2
Headset

.

Dell XPS (GeForce RTX 2060)
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Unreal Engine based application for HoloLens display o oo b cE N e

3f a_new(accel_data_new.x, accel_da
t old_new_cos = a_old.dot(a_new)/(a_old.norm()+a_new.norm(
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accel_warning_ctr_ = accel_warning_timeout_;

} else {

accel_warning_ctr_ = std::max(accel_warning ctr_ -

accel_data_ = accel_data_new;

if (autocalib_enable_ && (accel_warning ctr_ == 1)) {
_beginAutoCalibration();




Demonstration...
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Questions?




