Play Before Pixels

Rapid V/AR Concept Prototyping
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VIRTUAL / AUGMENTED REALITY



Why You're At This Digital Summit Session

=> 10U WANTTO USEV/ARTO MARKET PRODUCTS TN WAYS THAT
CAPTURE PEOPLE'S IMAGINATION

=> {0U NEED HELP TO GET YOUR AMAZING /AR TDEA OUT OF YOUR
HEAD AND SHARE IT WITH YOUR PARTNERS TO MAKE 1T A REALTTY



What You’ll Learn

1 WHY PLAY BEFORE PTXELS!
3 RAPID V/AR CONCEPT PROTOTYPING TUTORTAL
3 HANDS ONT EMERGENCY BUSTNESS CARD I/ AR PROTOTYPING
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In most things, less than 100%
is more than enough.

Total solar eclipses are an
exception to the rule.

NEXT TOTAL SOLAR ECLIPSE TN NORTH AMERTCA TS APRIL §TH, 2024



Clay, bricks, and paper are more than enough to explore and communicate V/AR ideas
and get feedback to start iterating on your concept today.



Goodbye Flatland




Hello V/AR!

=>  LIPERTENCES THAT HAPPEN TN SPACE AND TIME.
=>  BEYOND VIEWING AND TAPPING: EMBODIED INTERACTION
=>  VIRTUAL REALLTY TS REALITY, TT CAN HAVE REAL WORLD CONSEQUENCES




Design: What It Is, and Hes To Teach and Learn it
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Pencils Before Pixels
A Primer in Hand-Generated Sketching

Mark Baskinger
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Play Before Pixels




“Play lies at the core of
creativity and innovation.”

Stuart Brown M.D.

Play: How it Shapes the Brain, Opens the Imagination, and Invigorates the Soul



Why Analog Play Matters (vs Digital Tools)

LIPANSIVE THINKING

TAPINTO CREATIVITY FOR INNOVATION

PLAY DOESN'T HAPPEN ALONE: IMPROV AND SAY “YES ANDI”
COMMUNICATE CONCEPTS FASTER

CAPTURE CONCEPTS FASTER

IMAGINATION TS YOUR ONLY LIMITATION



“It really opened up our minds from the get-go, and broke down the sometimes
overly serious discussions we have about things that should be fun, fluid and
valuable.”



Rapid V/AR CGoncept Prototyping




Rapid V/AR Concept Prototyping in 4 Steps
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PAPER & PEN PAPER & PEN CLAY, BRICKS, PAPER CAMERA
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V/AR Concept Sketching
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CONCEPT NAME:

=
W
Y
3
2
3
N
o
3

V/AR Concept Sketching
L NAMETT
P ) WHAT TS AROUND Y0UT (SPACE)
S~ 3. WHAT DO Y0 SEe!
o L WHAT 10U ARE DOING!




Rapid V/AR Concept Prototyping in 4 Steps
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PAPER & PEN PAPER & PEN CLAY, BRICKS, PAPER CAMERA
GET T OUT OF YOUR HEAD



V/AR Storyboard

e LOAL MAKE APLAN & THINK

ABOUT TIME + INTERACTION



V/AR Storyboard

A) WHAT IS HAPPENING THAT THE
USER 15 REACTING TO!
T % % B) VHKATISTHEUSER DOING THAT

THE WORLD T6 REACTING TO!







Rapid V/AR Concept Prototyping in 4 Steps
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PAPER & PEN PAPER & PEN CLAY, BRICKS, PAPER CAMERA
GETTT OUT OF Y0UR HEAD MAKE A PLAN



V/AR Concept Modeling

GOAL: BUILD, PLAY, LEARN



Rapid Prototyping

Concept Modeling
A SMALL SCALE VERSION OF Y0UR
/AR EAPERTENCE THAT YOU CAN
ACT OUT AND EXPERTMENT WITH



Build Your
Rapid V/AR

Prototyping Kit
RECOMMENDED T00LS

MODELING CLAY

BUILDING BRICKS

[NDEX CARDS

3/16" HOLE PUNCH

SCISSORS

PENS

PIPE CLEANERS OR GARDENING WIRE
WASHI/PAPER TAPE

+ RANDOM OFFICE SUPPLIES



BRICKS + PAPER + 3/16" HOLE PUNCH

SERTOUS PLAY, FLOATING UL, MOVIE SET TACADES



MODELING CLAY

(PLASTILINA)

- DOBSN'T DRY 0UT
- USE AND Re-Ust
- T MATCH

- UNIQUE DBJECTS
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Rapid V/AR Concept Prototyping in 4 Steps
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PAPER & PEN PAPER & PEN CLAY, BRICKS, PAPER CAMERA
GET TT 0UT OF YOUR HEAD MAKE A PLAN BUILD, LAY, LEARN



Concept Capturing

GOAL DOCUMENT AND SHARE



PAPER BACKDROP TO
REDUCE DISTRACTIONS.




5107 MOTION
ANIMATION G




ADVANCED TECHNIQUE: J CAMERA POINT OF VIEW (USER & WORLD)



Rapid V/AR Concept Prototyping in 4 Steps
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GETTTOUT OF YOUR HEAD MAKE A PLAN BUTLD, PLAY, LEARN DOCUMENT & SHARE



WHAT HAPPENS NEXT!

pixels!




“Going from the sketch to the clay model helps you realize all the key objects and
interactions you need for your concept. This means you have a better plan before
starting up a digital tool such as Unity for your first digital prototype.”



Emergency Business Card V/AR Prototyping




Change Agent Motto

DO WHAT YOU CAN WITH WHAT YOU HAVE

Saara Kamppari-Miller

(HANGE AGENT
\USER EXPERLENCE DESTGNER
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V/AR Rapid Prototyping Challenge

WHAT WOULD YOUR AR BUSINESS CARD BE LIKE!

LF SOMEONE WERE TO LOOK AT YOUR BUSTNESS CARD WITH AN AR HEADSET
(OKTHROUGH AN AR PHONE APP), WHAT WOULD THEY SEE & DO



5 Minute AR Prototype

SHAKE B U INESS CARD
UBJECTS FALL OUT

L
)




: ' Emergency Rapid Prototyping Challenge:
TImB tO get hands on What would your AR Business card be like?

MATERTALS: BUSINESS CARDS + PEN
PROTOTYPE: DRAW, TOLD, TEAR
CAPTURE: VIDEO OR 5TOP MOTION GIF

SHARE: USE THE HASHTAG

e . I N T—]

#PlayBeforePixels




Thank You!
#PlayBeforePixels

Saara Kamppari-Miller

@DesignerGeeking

designergeeking.com



