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An EU funded Sixth Framework program Integrated project on 
Interaction and Presence in Urban Environments.  

 
Its research aim is to investigate analytical and technological 
approaches to presence in real life settings. 
 
To move mixed reality from the lab to the street: 
• Extend frameworks on presence and interaction to include 

urban spaces. 

• Develop platforms for authoring and prototyping tools. 

• Create technical building blocks to support mobile and 
lightweight MR to semi-stationary outdoor MR environments. 

IPCITY PROJECT 



The IPCity summer school allows 25 international students to 
work alongside experts in the field of urban mixed realities.  

• Introduction to the core theories, key concepts and underlying 
technologies. 

• Workshop: use the provided building blocks to create content 
for existing mixed reality systems, conduct tests and field trials, 
and present results. 

IPCITY SUMMER SCHOOL 



WORKSHOPS 

Urban Issues: life and social gathering 
• Discuss the application of mixed reality technologies 

on urban multi-actors working environments.  

Urban Renewal 
• Work with tangible interfaces designed for creating 

MR scenes to support collaborative urban change. 

Environmental Awareness 
• Design a collaborative pervasive game for environmental 

awareness 

http://ipcity.imagination.at/summerschool/?Summer_School_2009 



Explorative Edutainment 
• Adapt the Mobile Mixed Reality game TimeWarp,  

which is designed for Old Town of Cologne, to be 
staged in Vienna. 

Story Telling 
• Explore different ways to tell a story by placing 

content into the digital layer of an urban 
environment, supported with easy to use yet 
powerful tools for mixed reality content creation.  

WORKSHOPS 

http://ipcity.imagination.at/summerschool/?Summer_School_2009 



THEORETICAL  BACKGROUND 



MIXED REALITY 

Milgram & Kishino (1994) 

Virtuality Continuum defines the spectrum in which people 
can interact with each other, and with digital information. 

Nokia Research Center (NRC). (2009).  



Not one definition 

 
Waterworth & Waterworth (2003) 

• Relationship of self to the environments 

Heeter (1992) 
• Subjective Personal “I feel here, not there” 

• Social: with others 

• Environmental: the virtual world is real 

Lombard & Ditton (1997) 
• “the perceptual illusion of non-mediation”  

PRESENCE 

McCall (2009) 



PRESENCE 

McCall (2009) 



Space and place are both products of social practice.  
 

However: 

 "space" describes geometrical arrangements that might 
structure, constrain, and enable certain forms of movement and 
interaction; 

 

"place" denotes the ways in which settings acquire recognizable 

and persistent social meaning in the course of interaction  

 

Dourish (2006) 

PLACE/SPACE 
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THE PLACE 



THE NASCHMARKT 
The Naschmarkt is Vienna's most popular market. Located at the 
Wienzeile over the Wien River it is about 1,5 kilometers long. 



CONTENT 



THE STORY UNIVERSE 
• Story Content 

• The story was told from the perspectives of three different main 
characters even though it was one universe. 

• Challenges 
• Which character‘s perspective should the user experience the 

story  through? 
• It would be desirable to give the user an active role in the story 

instead of a passive one. 
• What events and locations are common to the experiences of two 

or three of these main characters. 
• What specific events should we choose for the trial that could 

provide the user with adequate information to experience the 
individual stories of all the main characters . 

 

 



IMPLEMENTATION 



EXISTING SYSTEM 

• Using the MR Player 

•  Markers were created and used to retrieve related content on 
a database 

•  Uploading content to the database was easy  

•   The system could provide accurate  information about the 
location of a marker through GPS. 

 



THE USER EXPERIENCE 

• The user would interact with 
certain points of interest 
through mobile devices running 
the MR Player. 
 

•   The story would be told 
through photos, audio dialogue, 
video and text. 
 

•  Bits of content are non-linearly 
arranged and can be obtained 
in any order. 

 



MEDIA PRODUCTION 

Creating the Photo Scenes 

Audio Recording Session 

Mapping Locations of Interest  
and 

Creating Texts 



PHOTO SCENES 



THE STORY MAP 

The 12 location-based events (shown as red dots)  
spanned the entire Naschmarkt 

 



RESULT EXAMPLE 
(1 of 12) 



THE NASCHMARKT RUN 

“Manfred ponders the origins of  
the strange symbol“ 

 

•  Printed markers were placed at the 12 points of interest 

•  The MR Player was used to read the markers across the 
Naschmarkt 

(sound not available for the PDF version) 

 



FINAL CONSIDERATIONS 



• The IPCity Summer School offered the opportunity to gain both the 
experience and skills necessary to work in location aware games 
and mixed reality storytelling. The topic urban mixed realities is 
directly connected to our research field. 

• Such kind of events are very important to exchange knowledge, 
experiences and being in contact with researchers. Despite being a 
“short time project”, it was possible to work on concepts, create 
material and present the results, which brought a solid experience 
and different perspective than an one year project. 

• It should be considered as part of the academic maturation of the 
students, and a preparation for future participation and 
presentation in conferences. For this, the support from the 
universities are crucial. 

 

 

 

FINAL CONSIDERATIONS 



THANK YOU! 


