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Living the Future



Outlook

e The Journey of VISGRAF Lab / IMPA

"From Sketchpad + QuickTime VR
to COVID-19 Pandemic
and Beyond”



A Play in Three Acts



The Program

* |Inception
* Inventing the Future

e Living the Future



—arly Years

"The screen is a window through which one sees a virtual world.”
- lvan Sutherland (circa 1960’s)



Head Mounted Displays

e "Sword of Damocles” e Visorama 2.0
- Ivan Sutherland's 3D HMD (1968) - VISGRAF Lab’s 360° VR Viewer (1996)

VR @ 50 (SIGGRAPH 2018) Poster (SIGGRAPH 1998)

~30 years
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* Apple QuickTime VR (1994)

Cylindrical Panorama

e Pano Suite (2009)

Pano Stitch

360° Panoramas
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Pano Author

Zoom out

QT VR Player

Pano Viewer

- QTVR Panorama
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“An Image-Based Approach for
Virtual Environment Navigation”,
S. E. Chen,
SIGGRAPH 1995

“A Platform for Multimedia
Gigapixel Panoramas",
Zonenschein et al.,
SIGGRAPH Asia 2010

~15 years
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Development

"The best way to predict the future is to invent it.”
- Alan Kay



VR for Game Engines

« Blender VR (2015) » Grease Pencil / Proto Viz
- VISGRAF Lab / Blender Foundation - Oculus Story Studio (2016)

~1 year
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Situated VR

e Holojam (NYU’s FRL, 2015) / In-Situ VR (VISGRAF Lab, 2016)

“Situated Participatory Virtual Reality",
Velho et al.,
SBGAMES 2017

“Ghostbusters Dimension",
Madame Tussauds,
New York, 2016

~1 year






VR Kino+Theater

 The Tempest (201 7)
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THE TEMPESTK'

VISGRAF Laboratory,

o .f o https://www.visgraf.impa.br/tempest
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e Dream (2021)

https://dream.online
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Dl’eal‘ = Royal Shakespeare Cqmpany,

~4 years
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VR Tour

o After the Tempest (2018)
Witour [~
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'-.VH Tour is a'teghinological platform for
exploration of ent in virtual reality.

VISGRAF Laboratory

: https://www.visgraf.impa.br/vr-tour/
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Double Eye Studios,
https://doubleeye.co

~2 years
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360 Cinematic VR
no Rio Creative Con!orenco




VR Kino+Theater 4.0

* VISGRAF Lab Infrastructure for Next Media (2016 - 2020)

Functional Map Operational Map
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Omniverse

* NVIDIA Remote Collaboration Infrastructure (2020 - 2021)
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and Beyond..

“The future is 1 millisecond from now.”
- Luiz Velho



The Future, Now

 We are already living in the future...

WORLD BUILT BY HUMANS
FOR HUMANS

FRIENDLY

ELIMINATES DANGEROUS,
REPETITIVE, BORING TASKS

"Elon Musk Says Tesla is Building "Jeff Bezos Makes It To Space and Back
a Humanoid Robot” On Blue Origin New Shepard Rocket"

CNN, August 2021 CNN, July 2021



The Future, Take 2

* We are already living in anticipation of the future ...

“Amazon's Astro is "Russian Team back on Earth
a Robot without a Cause” after Filming First Movie in Space"
Wired, October 2021 The Guardian, October 2021



Define Metaverse...

 Vision of a virtual reality—based Internet
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| NEAL STEPHENSON

Science Fiction Novel (June 1992) Horizon Workrooms: Facebook’s VR App (Aug 2021)
OO Meta  (renamed Oct 2021)



VR Worlds Explosion

» Collaborative Expanded Reality Environments
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and many more ...

hubs br!loztlla

Share a virtual room with friends.
Watch videos, play with 3D objects, or just hang out.

2018

immersed-

DESKTOP + COWORKING




The New Normal

. enters the COVID-19 Pandemic

O painel Novo Normal apresenta uma reflexdo sobre as transformag¢ées que a pandemia gerada pelo Covid-19 causaram ao
método de trabalho, colaboracdo remota, processos de criacdo e educacdo em geral. Participardo deste painel Gabriel Pinto,
autor e pesquisador em Criatividade, Futuro do Trabalho e Inovacéo, e Luiz Velho, diretor do Visgraf Lab IMPA

EFEITOS VISUAIS
/\ F > | ENTRETENIMENTO DIGITAL
vario e,/ TECNOLOGIA EINOVACAO

Painel novo normal

Lz VelfigiGabgiel Pinto Mediated eXperiences

Luiz Velho

| @‘wm..
THE TEMPEST | % IMPA

Mediation Framework
VFXRio 2020 Talk



Expanded Reality in Shared Media Spaces

New VISGRAF Lab Project (2021)

e Goals
- Study and Develop Collaborative Spaces for Expanded Reality

- Test the Current Platforms and Available Network Infrastructure

 Methodology
- Create Prototypes

- Investigate Use Cases

* Practice and Validation

- Weekly Meetings



from Video Conference

e Camera OFF




from Video Conference

e Camera ON




to Virtual Reality

» Headsets ON




Virtual Meeting Room

e spatial.io
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Up Close & Personal

 Natural Presence
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Q&A with the Team

e Moderator: Liana Brazil




Fireside Chat







