Title: Mixed Reality Storytelling in Cultural Spaces
Aim: Create an immersive experience with MS Hololens for visitors of Kois Mansion, an impressive 19th century mansion with a unique orophography and a variety of historical anc cultural references. The experience will include animated digital characters presenting the place and interacting with physical elements, e.g. play the piano. The resulting application will be presented in a public event at the mansion.
Tools: Character Creator, Rokoko mocap suite, UMotion Pro, Unity, Mixed Reality Toolkit (MRTK)
Prominent schedule:
Day1: Immersion & conceptualization
[Morning] Introduction and bodystorming: Explore the mansion, discuss possibilities, brainstorm immersive storytelling ideas, and define scenarios through bodystorming
[Afternoon] Scenario and Storyboard Development: Organize ideas into a cohesive scenario; sketch storyboards detailing character actions and interactions.
Day2: Character Development
[Morning] Character Creation: familiarize with Character Creator, customize facial / body characteristics of characters, select and import appropriate clothing, adapt to characters.
[Afternoon] Polish & export: test and improve character and cloth rigging, optimize for game engines, export and test in Unity
Day3: Motion Capturing and Processing
[Morning] Animation Recording: motion capture sessions in the physical space using mocap suits, exporting and testing in Unity with the digital characters, preliminary voice recording
[Afternoon] Animation Postprocessing: post-processing of animations, refining movements, and correcting spatial placements in Unity
Day4: Refinement and Integration
[Morning] Sound Recording: final recording of narrations, selection and processing of any background tracks and effects.
[Afternoon] Integration with the Digital Twin: animated characters are placed correctly within the digital twin in Unity, facial expressions and lip synch are tested and polished.
Day5: Deployment and Testing
[Morning] Building and Deploying to Hololens: first compilation of the Unity scene for HoloLens, basic functionality and visual checks
[Afternoon] Feedback and Iterative Refinement: gather feedback from initial tests, make corrections and refinements in Unity based on observations
Day6: Final Presentation
Present final immersive experiences to the audience, discuss challenges, solutions, and reflect on learnings.


