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Augmented Reality (situated simulation)
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Roman Forum AR sitsim (2012)




Transition:
narrative intertitle

Transition:
narrative intertitle

«_‘

Cremation
later the same day

Julius Caesar
29 BCE \ ca. March 17,44 BCE \ ca. March 17,44 BCE X

B ' B ! A

Temple of the Deified Marc Anthony’s

Eulogy

' '
' '
'

Scene: Ellipsis:
Dynamic

Ellipsis:
Flash forward

Scene:

Dynamic

Ellipsis:
Flash back

Scene:
Static

Rostra

- T ) w3 ol

Flash forward

Spatial position and direction of vie

et

Transition:
narrative intertitle

\“

First altar erected
on cremation site
44 BCE

ES

Temple of the
Deified Julius Caesar
29 BCE

4

Scene:
Static

Ellipsis:
Flash forward

Scene:
Dynamic

A

Temple of Caesar



Pokémon GO (2016) — made Augmented Reality popular!

Mixed Reality Indirect Augmented Reality



Collaboration with Hubs developers at Georgia Tech

Sharing 3D models of the Acropolis in Athens between the two platforms



Ancient Phalasarna (2015) sitsim app in use




Climate Change (2014-16)
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San Francisco 2006 — 1906 (Mark Klett)



Now & then + here

Colleville sur Mér / OMAHA BEACH
photo 2




Omaha Beach App (2017) — dynamic ‘now, then and here’

A situated simulation from
D-Day on Easy Red & Fox Green

Avadlable on the (Phone

D App Store



Omaha Beach — Tracker app
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Always testing on location with pupils/students etc.




Old Narva
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Photogrammetry

FUND

U
CROSS ): motion . Interreg

Baltic Sea Region EUROFEAN UNION




Old Narva and elements from gamplay

Hot & Cold game (Hide & Seek):

Jigsaw puzzle
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Old Narva (2019)
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More information, videos, apps, papers:
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Situated Simulations (SitsimLab)

Designing a Mobile Augmented Reality platform
for experimentation with locative storytelling and new genres.

Project leader: Prof. Gunnar Liestol
Dept. of Media & Communication, University of Oslo, Norway
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In a situated simulation (sitsim) two elements are linked: the user’s visual perception of the real physical
environment, and the user's visual perception of a 3D graphics environment as displayed on a hand-held screen.
The relative congruity between the real and the virtual perspectives is obtained by letting the camera position and
movement in the 3D environment be conditioned by the positioning and orientation hardware. As the user moves in
real space the perspective inside the 3D graphic environment changes accordingly. A situated simulation requires a
smartphone/tablet with good graphics capabilities, GPS-positioning, accelerometer, electronic compass and
gyroscope.

Asitsim is closely related to mixed and augmented reality. While mixed reality is characterized by different
combinations of virtual and real representations along the reality-virtuality continuum, a situated simulation is a full
screen solution where there is a distinct (although minor) difference between the artificial (audio-visual) perspective
via the device and the real perspective of the user. This approach has also been named ‘Indirect Augmented
Reality".

Research in SitsimLab follows three parallel and interacting strands: 1) practical development and experimentation
with narrative and rhetorical innovation in location-based media; 2) exploration of a humanities informed method for
digital media design founded on rhetoric as an architectonic productive art; and 3) theoretical understanding of the
relationship between the two (former levels). Theory is also central in the method to the extent that analytical
concepts form topoi and - in inverted form - serve as rules for construction of new textual features.

The development and research in SitsimLab is conducted in close collaboration with Tomas Stenarson at CodeGrind
AB and Sartnas Ledas at Tag of Joy, Elpida Hadjidaki (Phalasarna Association) Larry Friedlander (Stanford
University), Terje Rasmussen (University of Oslo), Andrew Morrison (AHO) and Ole Smerdal (UiO). The research
has been funded by the MaR-e-BoX, Cross Motion and CINE EU-projects; VERDIKT-programme (The INVENTIO-
project) and the KLIMAFORSK-programme (The ClimSim-preproject), Norwegian Research Council; EngagelLab at
University of Oslo; Dept. of Media & Communication and CRMI (Centre for Research om Media Innovations),
University of Oslo; Norway Opening Universities; Arts Council Norway (ABM-utvikling); and Oslo Science Park
(Forskningsparken).
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The Sitsim AR Editor is available for free download!

The
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application, the user is free to add more content or build the application as itis to a d

itsim AR Editor is made to simplify the process of creating sitsim applications. The editor gui
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