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Nagelnieuw en jij kunt 'm nu al winnen, de
a Multimega 16-bit spelcomputer met
a CD-ROM speler, die je 0ok als
portable cd-speler kunt gebruiken.

Voorwaarden: inzendingen worden
eigendom van Veronicablad, prijs-
winnaars krijgen schriftelijk bericht,
over de uitslag kan niet worden ge-
correspondeerd, prifzen niet inwissel-
baar voor geld

Folo's © Sega Enlerprises LTD. 1991
Licenced by European
Licencing group BV y . -l
Actie van Veronicablad i.s.m. Sega, 1 A . g s
Magnum, Jan Groenewoud J g %

EXTRA PRIJZEN
5 MEGADRIVES+GIMMICKS

5 Sega Megadriveg 2 + Sonic 2 game
10 Pakketten bestaande uit Sonic strop-
das, Sonic sokken & Sonic cap
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* VR breal
screen

presence

* VR allows to participate through-
natural interaction y
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Breaks 2d barrier of the screen

Adds a sense of physical
presence

Participate in the scene
through natural interactions
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Directing VR to Engage

VR is like a theatre stage

Player’s PoV is the camera

Stage action around player

Standing or seated experience

.
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Interaction in VR Cine \
"\ « Use Player movemgnt data

HMD Position
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Interaction in VR Cine \
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HMD Position
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Interaction in VR Cine \
"\ « Use Player movemgnt data

HMD Position
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HMD Rotation

Hand Motion
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Interaction in VR Cinematics
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- Interactions can produce many edge cases And ‘what if ,' /
scenarios \ K 2
« Don’t distract from telling the story ' 1 £
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* Find natural points in the scene for interactions
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« Don’t distract from telling the story
* Find natural points in the scene for interactions

 Immediate, unmistakable reactions to player work best
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Interaction in VR Cinematics <,

. FY
 Interactions can produce many edge cases and ‘whatif , “/

scenarios P »
« Don’t distract from telling the story
* Find natural points in the scene for interactions
 Immediate, unmistakable reactions to player work best

 Add physical and mental reactions to player input
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* Needs speech recognition tech 1
* Choice based dialogue add more
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- Engage Player with Story first
- Acknowledge Player Presence
- Allow for Player Participation
« Don’t distract from the Story

 Player comfort is key
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Email: Gabor.Soos@sony.com

Twitter: @gabor_soos

LinkedIn: linkedin.com/in/gsoos-anim

Thank you, have a nice day...

Y o



mailto:Gabor.Soos@sony.com
https://www.linkedin.com/in/gsoos-anim

