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I like the idea of spacing sessions out so that attendees can have time to try some things themselves… These could each be courses in and of  themselves, so pre-pending ‘Introduction to …” may be desirable.

Spring 
(6 x 2 hr workshops)

Session 1            An Introduction to Deep Media

Session 2            3D Graphics Publishing            
Session 3            3D Modeling & Animation
Session 4            Visualization Design Techniques
Session 5            Dynamic and Scripted 3D Environments
Session 6            Immersive Environments
Session 1            An Introduction to Deep Media

Workshop description:

This is the introductory session for this track covering the production and deployment of Deep Media. ‘Deep Media’ refers to interactive 3D virtual spaces that may include rich media types such as images, sound, video and animation. This first session will be a high-level exploration of the possibilities for visual communication using a variety of technologies and display venues as well as their applicability to various challenges in research and education.

Assumptions: 
None

Workshop Objectives: 

1. Present the various ways of describing Deep Media content (aka the scenegraph)

2. Present the various ways of delivering Deep Media content

3. Present domain examples where Deep Media is used

4. Discuss pros and cons to using Deep Media in research and education workflows
Instructional Outcomes:

1. Participants will have a broad awareness of the capabilities of the technologies taught in the remaining five sessions as well as the opportunities existing at Virginia Tech.
Session 2 

3D Graphics Publishing


Workshop description


From International Standards to proprietary game engines and authoring tools, Deep Media is being woven into the fabric of the internet and next-generation information spaces. This workshop takes a practical approach to publishing Deep Media by examining the various tools and data formats involved in publishing pipelines.  We will critically examine the features and methods of different publishing approaches.

Assumptions


Attendees have some variety of Deep Media content they want to deliver.

Objectives

1. Present target client softwares for realtime viewing and exploration  

2. Present publishing pathways for 3D model assets

3. Discuss domain-specific problems and approaches

4. Present additional online resources for attendees

Instructional Outcomes

1. Participants will be able to navigate the alphabet soup of file formats

2. Participants will understand the ecology of tools available to translate and publish their content.

Session 3

3D Modeling & Animation

Workshop description


This workshop addresses the authoring process for 3D and 4D environments. From text editors to open-source/freeware tools to commercial packages, we will examine how to build basic objects and environments with geometry and appearance types, lighting, animation, and interaction. 

Assumptions


Attendees want to construct Deep Media objects and environments.

Objectives

1. Present scenegraph modeling and animation features

2. Present various toolsets and import/export options

3. Work with an open-source or freeware tool to build content

4. Present additional online resources for attendees

Instructional Outcomes

1. Participants will understand the building blocks of Deep Media content such as scenegraph nodes, fields, and coordinate systems
2. Participants will be able to build basic models and worlds with an open-source or freeware tool
Session 4

Visualization Design Techniques

Workshop description


While computers can provide excellent memory and computational prostheses for solving complex problems, they are unable to match the human’s abilities for pattern-recognition, creative reasoning, and insight. It is imperative that next-generation interfaces leverage the strengths of the human operator to create useful and economical tools for analysis and decision-making. Recent research in human perception and cognition helps designers make informed choices about representing various information types. This workshop will focus on the latest in guidelines for perceptual design.

Assumptions


Attendees want to improve the effectiveness of their visualizations.

Objectives

1. Present models of Human Information Processing

2. Present taxonomy of information types 

3. Present visualization mappings and evidence from the literature

4. Discuss examples and tradeoffs to visualization techniques

Instructional Outcomes

1. Participants will understand visualization guidelines and how to apply them for analysis or pedagogy
Session 5

Dynamic and Scripted 3D Environments

Workshop description


This workshop session addresses the techniques involved in adding advanced logic and custom nodes to Deep Media scenegraphs.  We will examine the issues in building and deploying dynamically generated (data-driven) worlds and complex interactions.  

Assumptions


Attendees have some basic programming skills such as understanding variables, control statements, etc. Knowledge of Client-side (e.g. ecmascript, Java) and Server-side (e.g. Perl, PHP) technologies are a plus but not required. Attendance to prior sessions is desirable as many scenegraph concepts will be re-used.

Objectives

1. Present Prototyping mechanisms for custom nodes

2. Present scenegraph scripting API for dynamic content creation

3. Work with examples to demonstrate Deep Media scripting capability

4. Present server requirements and techniques for dynamic content creation  

Instructional Outcomes

1. Participants will be able to employ foundational techniques for building dynamic interactive environments
2. Participants will be able to discuss issues in deploying infrastructure solutions for dynamic interactive environments
Session 6

Immersive Environments

Workshop description

Virginia Tech and many national labs use immersive technology to provide users with intuitive interfaces to Deep Media information. This workshop examines why and how technologies such as head and input tracking, stereoscopy, large-screens, and CAVE surround may be used for visual communication. We will present the features and limitations of current content pipelines for immersive display as well the facilities available at VT.

Assumptions


Attendees have large data sets where structure or human scale is crucial. Attendance to prior sessions is desirable as many scenegraph and publishing concepts will be re-used.

Objectives

1. Present advantages of various immersive technologies

2. Present VT facilities and plans

3. Present augmented publishing pipelines for immersive platforms

4. Enumerate challenges for building intuitive 3D user interfaces 

Instructional Outcomes

1. Participants will understand the potential advantages to using immersive technologies in research and education
2. Participants will know the facilities and support available through the University
3. Participants will understand the issues involved in building interfaces for immersive platforms
Summer 
(3 full days, content as above)

Day 1

3D Graphics Publishing, 3D Modeling & Animation

Day 2

3D Modeling & Animation, Visualization Design Techniques

Day 3

Dynamic and Scripted 3D Environments, Immersive Environments

