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About Me

Autobiography
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| am a dreamer who is passionate about immersive
storytelling. Especially, | have enthusiasm for virtual
reality and augmented reality technology, because I
strongly believe that VR / AR technology will definitely

revolutionize media industry and our everyday life.

Before coming to San Francisco as a selected employee
for study abroad program of Korean Broadcasting
System, | had worked as a VR/AR News Director. | worked
with professional 3D modelers and animators, and | was
so interested in making invisible thought visible, but

| had only engineering base. In addition, we had created
only pre-sequenced animation without interaction, but |
also would like to know how interactive storytelling and
user interface could be made by sophisticated visual
look and Internet technology. These are the reason why |

decided to study well-organized academic design program

in Web Design and New Media department, Academy
of Art University. Definitely, | have successfully been
transformed from a broadcast engineer to a new media

designer.

So luckily, I have awesome chances to learn emerging tech,
connect AR/VR industry professionals and learn skills and
indescribable lessons during my study in San Francisco,
Most of all, | was selected by Oculus Launchpad program
in May 2016, so | could make friendship with a hundred
VR/AR enthusiasts in the United States, Some of them

have landed in immersive industry with their specialties.
Addtionally, I had a chance to join an AR startup in San
Mateo, so | could have luck with my design to be presented
and demonstrated at CES 2018, Las Vegas.

| undeniably believe that lessons from my graduate study

and above experiences help my dream to come true.



Resume

Seong-Jik (Jack) KIM

Principal UX/UI Designer, VR/AR Designher @ Korean Broadcasting System
(May.2017~Present)

Tech Intern @ Unity Technologies Korea (Feb.2017~May.2017)
UX/UI Designer (Augmented Reality) @ breamWorld USA, Inc. (Oct.2016~Jan.2017)
Oculus Launch Pad Program Fellow Member | VR Developer (May~Oct.2016)

VLearn (Voice Controlled Educational VR Project) | Unity Design
- AT&T VR Hackathon SF Final Three nominated (Nov.4~6, 2016)

VR/AR News Director @ Korean Broadcasting System (Mar.2009~Aug.2014)

Academy of Art Univ, MFA, Web Design and New Media
- San Francisco, CA | 09/2014 ~ Present

Hongik Univ, BA, Electrical and Control Engineering
- Seoul, Korea | 03/1992 ~ 02/1999

http://www.jikkim.com
https://vimeo.com/user7606677
https://www.linkedin.com/in/jikkim55
jikkim55@gmail.com | +82-10-3433-1632
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http://www.jikkim.com
https://vimeo.com/user7606677
https://www.linkedin.com/in/jikkim55
https://www.linkedin.com/in/jikkim55
https://vimeo.com/101600133

» Portfolio Link

Portfolio

DreamWorld AR breamclass / Vlearn / Digital Imaging

WHERE AM | ?
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Oblivion by being obssessed with Digital I oo Pomissiyior T
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WU, Siba Li, Jay, SEONG=Jik KIM

AMY ZHU, Biba
Launch Apollo from AT&T Hackathon

VLearn

Vaice Controlled VR Education

» Voice Controlled Educational VR Experience

Visual storytelling by digital composition

« Demo @ CES 2018, Las Vegas Convention Center « AT&T VR Hackathon Final Three nominated - Conceptual poster, Fictional Time magazine cover
« UX/Ul design (Unity 3D, C#) « Team Project
» Adobe Photoshop
» Logo, branding, copywriting (Ai, Ps, Id) « Unity Design, C# scripting - Masking, Customized Brushing, Blending
* Responsive Web design (HTML5/CSS3, ]JS/jQuery) « Apollo11 Moon Exploration « Copywriting
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http://www.dreamworldvision.com
https://youtu.be/U3fBZanrPYw
https://vimeo.com/190473813
https://vimeo.com/190473813
https://www.dropbox.com/s/ksa2acnqhdtu14s/KIM_S_Portfolio.pdf?dl=0

DreamWorld AR + Dream@Glass - detailed

VWNM9O0O - Intemship Fall 2016 (Chengying Zheng)

 Supervised by Vice President of R&D, Jack Mao
@ DreamWorld USA, Inc. (San Mateo)

Demo @ CES 2018, Las Vegas Convention Center

UX/UI design (Unity 3D, C#) for Augmented Reality Demo

Logo, branding, copywriting (Ai, Ps, 1d)

Responsive Web design (HTML5/CSS3, JS/jQuery)

A Click images to watch demo video

» Journal Link
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https://youtu.be/3P0maZ3cdlI
http://www.dreamworldvision.com
https://youtu.be/U3fBZanrPYw
https://docs.google.com/document/d/1zGO0YFmuhFuiMkNKusAC92fosBzXaAcCatXf3dnpSpE/edit?usp=sharing
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Elevator Pitch

Overview

XENTITY is an interactive VR experience to explore the correlation between social
media and our real identity. In my belief, the reality is better than the simulated.
Digital technology enables us to transcend our real being and make us forget our
responsibility, but the digital simulation cannot be substituted for real existence, self

or world. Therefore, | am going to express my belief by an immersive VR experience.

As a user begins to move,

a synchronized real-time particle animation will be composed of the VR background

which is being built their own new world by his’/her movement.

o XENTITY Copyright 2016-2018 © Seong-Jik KIM


https://vimeo.com/195957003

Abstract

Why Xentity?

“Savvy and insightful.”

—New York Times

Problem Solution A I o N E
Obsession with Social Media Ironically

Simulated identity by Big Data attract a user to dive into a much deeper digital world .

il o P TOGETHER

» Needs for an immersive experience to notice problem * Stimulate self-reflection and creativity

* Too abstract or too fun (Most VR contents) by real-time interaction WHY WE EXPECT MORE from
- A meaningful but game-like art piece  Immersion in an artistic VR simulations
by a cutting-edge technology is rare. * Find insight in the foremost digitized world TECHNOLOGY and LESS

from EACH OTHER
“Connected, but alone?“

XENTITY is a playful VR experience but has an artistic purpose.

XENTITY gives a user an immersive experience with a message.

Creativity can be influenced by certain types of physical movement.
(“Fluid Movement and Creativity” - Michael L.Slein, Nalini Ambady, 2012)

SHERRY TURKLE

0 XENTITY  Copyright 2016-2018 © Seong-Jik KIM 9



http://alonetogetherbook.com/

Statement of Interest

The Ultimate Goal

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

| am interested in an interactive user experience. To be specific, | hope that | can learn
how to integrate human gesture with immersive 3D real-time visualization.

Especially, my passion is storytelling with visual language.

In addition, experiences for over five years as a VR/AR News Director enable me to learn
how to design effective virtual or augmented realistic visual storytelling. Since | have
produced pre-typed data visualization for live news broadcasting, | wanted to know how
to make a real-time data visualization in virtual and augmented reality. This is why |

considered and started developing a Web-accessed virtual reality project.

| believe that immersive visual storytelling is a much stronger way to deliver an
expressional message to target audiences than traditional media. Furthermore, not only
real-time data visualization but also artistic simulation can be an expandable usage
of in immersive reality technology. Therefore, | have developed and designed Web-based
interactive VR simulation to deliver audiences immersive experience with my

thoughts and philosophy.

10



VT T TN

i, * | : _'. b e | X . ‘:..1I — |'| '“
e LSS e e (- SRSl
SRR A g Pty . - : c sl #1 = Lol : ‘*ﬁﬁ--r H_JI'

'4.?
il

":..J_q:_,. e, ""‘l-c"ngs..'- R E?.’_'“'

Ly ..r.--l""l'- =

o

e -



https://www.dropbox.com/s/akadn8d4ww25lah/Xentity_concept%20structure_x264.mp4?dl=0
https://vimeo.com/265871323

Connect Facbook

Proof of Concept - Preliminary

Mount your phone to VR Headset | |
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Proof of Concept - Task

Interaction with Cityscape 1

1 /6 A user starts VR experience. The logo is clickable to trigger interaction.

Omni-directional View

2/6 Xentity explains the 1st. person of view in a cityscape.

Omni-directional View
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Interaction with Cityscape 2

Proof of Concept - Task

3/6 The user starts simulation by clicking the logo.

4/6 The user notices that images are mapped on buildings.
X
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| click Xentity logo

Wow! Look at that! \
It's my Facebook profile image.

The particles are ~_
To start simulation. building up |
the cityscape _ /
5/6 The user enters beautiful nature.

X

. = ‘ : *
e i :
) =
" You were in a Man-made wex  we
itwas simulated by digital technglg :

tnaMan-made

W8S simulated l')y digital techn@!i!iY-

Where am | now?
What a beautiful nature!

I want to

Right!
look around here.

Real world is genuine real.

o XENTITY Copyright 2016-2018 © Seong-Jik KIM
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Share VR Experience 1

Proof of Concept - Task2

1 /6 Thr user starts VR experience. The logo is clickable to trigger interaction. 2/6 Xentity explains the 3rd. person of view to interact with an avatar.

Omni-directional View

Task 2 2/

The 3rd POV

Copyright 2018 © Seong-Jik KIM

o XENTITY  Copyright 2016-2018 © Seong-Jik KIM 15



Share VR Experience 2

Proof of Concept - Task2

XENTITY  Copyright 2016-2018 © Seong-Jik KIM

3/6 The user starts an interaction with watching avatar.
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4/6 The user's interaction is ended.
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6/6 The user is checking the post on his/her Facebook timeline.

t Seong-Jik Kim

News Feed

&) Messenger

Shortcuts

@ Designers Guild

® Oculus Launchpad ...
Oculus Launch Pad

Facebook Develop...

(\; Kriptoner : Bitcoin ... 2
See More...

Explore

O Groups

(4] Events

E Saved
Pages

€3) On This Day

§3 Recommendations
See More...

Create
Ad - Page * Group - Event

www.facebook.com/#

Stephen Ip Cix Liv

@Stephen Ip is with My N. Tran and Arnaud Dazin.
Al

Announcement! | am building MAP Platform along with Arnaud Dazin and
My N. Tran and other amazing people. Our goal is to achieve a
#decentralized 3D mapping protocol that will enable location-based

l“fi Seong-Jik Home

2toptal

applications and services to access a public unified, digital representation Find Top Developers Today

of the physical world. This is the first step to a truly public #ARCloud that
will accelerate #AR growth that won't belong to any single entity. This is

very important for all of our futures.

Please supp... See More

1l Like (J comment

toptal.com

813201 - Tiéng Viét +
Bahasa Indonesia - Espafiol

3 e Chat(a1)
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Strategic Process

Chapter 2

XENTITY is aiming not for the user to play game-like VR experience

but to awaken user what he or she is doing in digitized everyday life.

Immersive storytelling is much stronger than a story in two-dimensional screen,
and user’'s body gestures strengthen his or her cognition and memory.

Furthermore, mobile VR platform is more affordable to experience for users.

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Topic Research

Competitors

* Tilt Brush

« Google Earth VR
« City VR

» Competitor Matrix

Inspirations
 Connect Facebook

» Share VR Experience




7 Top 10 Social Networking Sites
Why F a ce b o O k ° by Market Share of Visits 2008 to 2017

Priit Kallas, Dreamgrow.com

The most influencial social media - updated on Dec 4, 2017 i * "‘H—._—--*ug.17%

 2.07 billion monthly active users (Jan 1, 2018)

- 25.56%
* 1.57 billion mobile daily active users (Jun 24, 2017) 15
e Every 20 minutes, 1 million links are shared, 20 million friend requsts are sent, 10~
§ 5.32%
and 3 million messages are sent (Jan 1, 2018.) f

Percent

U.T; |
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http://www.dreamgrow.com/top-10-social-networking-sites-market-share-of-visits/ 5323533385332 853328533358;33285¢¢ §555835522 3%
https://www.omnicoreagency.com/facebook-statistics/ s 6% 885 &85 83 &35 gEFT 27 &P TZ

o XENTITY  Copyright 2016-2018 © Seong-Jik KIM 18


http://www.dreamgrow.com/top-10-social-networking-sites-market-share-of-visits/
https://www.omnicoreagency.com/facebook-statistics/

Why Photo on Facebook?

Photo posting is one of popular contents - updated onjan 1, 2018

GENDER

AGE
crne 50 - §4 SEeeesessssssseeeEs————— [ /5
+ 350 million photos are uploaded everyday. -
55 + S  EEEEE—— F DD
* 14.58 million photos are uploaded in every hour.
« 243,000 photos are uploaded in every minute, LOCATION
* 4,000 photos are uploaded in every second. L - '“"n‘\
3" PPN | . \ T
I [ | o9\
E O 1 1 0O i A0 1
. 1% . /1% v 381%
% URBAN & ., SUBURBAN \, RURAL ’,"
INCOME EDUCATION

84% 80% 75% 77%

HIGH SCHOOL DEGREE OR LESS 17%
5
T
SOME COLLEGE 82%
COLLEGE + 79%
‘ ‘ +
i J b 4
] ] in

¢

)

299
999

= $30K

~
“

https.//www.omnicoreagency.com/facebook-statistics/
https.//www.smartinsights.com/internet-marketing-statistics/happens-online-60-seconds/

$30K - 349
$50K - $74

o XENTITY Copyright 2016-2018 © Seong-Jik KIM


https://www.omnicoreagency.com/facebook-statistics/
https://www.smartinsights.com/internet-marketing-statistics/happens-online-60-seconds/
https://sproutsocial.com/insights/facebook-stats-for-marketers/#videostats

Competitor |

Features

« HTC Vive
* Intuitive user interface
» Very creative user outcome

» Dark black background and colorful interaction

m XENTITY Copyright 2016-2018 © Seong-Jik KIM



https://www.tiltbrush.com/

Competitor li

Google Earth VR

Features

« HTC Vive
« Earth navigation and explore wherever a user wants to go
« 360-degree immersive version of Google Earth App

 So realistic real-time rendering of 3D models

Google Earth VR is so amazing because it gives users mind-blowing
experience exceeding the restrictions of time and space. However, it is

only for simulational travel itself.

o XENTITY Copyright 2016-2018 © Seong-Jik KIM



https://vr.google.com/earth/

Competitor Il

The City VR Experience

Features

HTC Vive

San Francisco Cityscape Exploration in VR space

Time-change environmental simulation

Take a specific screenshot of VR simulation

The City VR Experience was developed by a Stanford Computer
Scientist. He is a co-founder of his startup, Amber Garage. A sibling
product Skywand (www.skywand.com) is to combine this VR simulation
with a drone captured video. Currently, San Francisco is only available,

and New York and Chicago are preparing for release.

o XENTITY Copyright 2016-2018 © Seong-Jik KIM
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https://cityvr.com/

Competitor Matrix

Uniqueness of Xentity

Product

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Expensive

Unlimited

Creative work

Abstract and artistic

| N,
! F 5
.i_
i .
s o

Expensive

So flexible

Virtual Exploration

Very realistic

Expensive

Flexible

Virtual Exploration

Realistic

Three unique points

B

Inexpensive
Flexible

Expressional

Social Media
connected

Artistic +
realistic

23



Inspiration |

Features

An Art Installation (2012)

Installed and exhibited all over the world

(SF, Seoul, Paris, London, and so on)

A story of birth, death, and Transfiguration

Three Kinect sensors, MS Kinect SDK, Unity3D

m XENTITY  Copyright 2016-2018 © Seong-Jik KIM



http://milk.co/treachery

Inspiration I

Features &
Available on Gear VR, Oculus Rift i | _
Mobile VR is the best platform for an empathetic VR experience. "f 5": =
Audio guide and sound effects are necessary for first experiences.
Suitable audio panning effectively strengthens users’ concentration on 2 e ‘
directional movements of visual components. ' PIPRTSENL Lo o T -
A use of consistent trigger inputs is required for users to recognize
how to interact in VR simulation.
Three seconds gazing input is used for spatial movements in VR experience.
Clicking touchpad is used for selecting inputs. options as a user input. Ve SR 3. e ¥ .
Text indicators help users to navigate in VR experience. 7 : ’“‘* - e
©

m XENTITY Copyright 2016-2018 © Seong-Jik KIM



http://www.notesonblindness.co.uk/vr/

UX/UI Design

Chapter 3

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Audience Interview

Target Audience

User Persona

User Interface

Information Architect.

User Flow

User Test
 Usability Test

* Prototype Test
» Test Results

 Conclusions




Audience Interview

Questions for insights

Q1. What is your experience related to VR?

Have you ever experienced non-gaming VR contents?

Q2. Which VR tools#1) and VR platform#2) do you know about or have you ever
already used?
@#1) Unity3D / Unreal / WebVR (a-frame / React J5)
#2) Vive / Rift / PSVR / GearVR / Daydream / Cardboard / etc

Q3. Which VR platform do you think the best fit for Xentity VR? And why?
(High-end VR vs. mobile VR)

Q4. Xentity is integrated with Facebook SDK, so it could be scaled up for social VR
concept. If your friend's VR experience could be loaded on your own VR scene
or posted on Facebook, could it be a killer feature of Xentity?

What's your thought? Any other suggestions?

Q5. | would like to hear the overall impression of my project.

Feel free to write your opinions.

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Personal Questionnaire

« Age:

» Background or Occupation:
 Professional Goal:

* Personal Interest:

« Which social media do you the most frequently use? (Choose one) :

- Facebook / Instagram / Twitter / Youtube / Linkedin / WhatsApp / WeChat / Tumblr / Snapchat / etc.

* Which social media do you the secondly use? (Choose one) :

- Facebook / Instagram / Twitter / Youtube / Linkedin / WhatsApp / WeChat / Tumblr / Snapchat / etc.

« Use of Technology (choose one in each row) :
- iPhone / Anroid
- MacOS / Windows
- VR / AR (which is more compelling to you?)

* The most painful point of VR/AR/MR (one ~ four words) :

27


https://docs.google.com/forms/d/1Ns6SAAwd6tq6szbZWFZZgxiOkcYa2cLLK2CczBQNqK0

Background
Professional Goal
Interest / Passion

Use of Technology

Interested immersive tech

VR Experience

VR Tool + Platform

experienced / known

Best fit VR platform
for Xentity

Use of Social Media
Numberl & 2

Thought of
FB integration of Xentity

Any comments
for Xentity

Kayla Briet
21yo, Los Angeles. CA

TED Speaker, Filmmaker,
Compoer, VR Creator

Run my own business for
media production and arts

Storytelling
Android+iPhone, Mac+Win
VR+AR

Room scale, 360 video.
interactive, non-interactive

Unity
All VR platform

Mobile VR
(WebVR is not bad)

Instagram, Facebook

Great feature.
Shareability could be better

| like your techy commnets of
impacts on social relationship

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Christian B. Park
38yo, San Jose, CA

Mobile Ul/UX Designer
@Samsung Electronics

Rich retirement budget
before age 55

Loving Jesus Christ and
evangelisim of Christianity

iPhone, Mac
AR

360 video only
on mobile device

Unity
GearVR, Cardboard

Mobile VR

Instagram, Facebook
Definitely good.

FB is the #1.social media.
Lack of contents.

Gain more relevant contents
from social media

Changying Z. Zhang

??yo, San Francisco. CA

Design Educator,
Edtech Specialist

X

Android, Mac+Win
VR+AR

Non-gaming VR experience
Unity, WebVR

All VR platform

Google Cardboard

Linkedin, Facebook

It is important

Concept video is a little vague.

Audience Interview Results

Answers Table | March 4~11, 2018

April Bliz
40yo, Saint Paul, Minneapolis

Founder of Trailblazing VR

Become te main source and
contact all things AR, eSports

Travel, Food
iPhone, Mac
AR

Published an AR game,
Experience non-gaming VR

Unity
Rift, GearVR

Mobile VR

Instagram, Linkedin

It's fascinating idea
because of social sharing

I'm impressed by your
creativity and talent.

Fede Ponce
36yo, Santa Monica, CA

Creative Director,
Sr.Consultant of future vision
@Nissan Motor corp.

Disrupting tech. industry

Humanizing technology

Android, Mac+Win
VR+AR

Yes, | have.

Unity

Vive, GearVR, Cardboard

High-end (room scale) VR
because of rich experience

Linkedin, Whatsapp

Good.

Very interesting concept, but
this be better suited for AR.

!+

Andrea Davies
27yo, San Dieogo, CA

Graphic Designer,
Web Designer

| hope to be
a creative director.

Outdoor activities, design,
yoga, and so on

iPhone, Mac+Win
| don't know about both

| never experienced VR.

| have never heard about it.

Mobile VR (just guessing)
Instagram, Snapchat
Sounds like a fun way

to interact

| think it is really cool.

Becky Haruyama
??yo, Seattle, WA

Event & Community Strategist

@AltspaceVR

Waiting for reply

Waiting for reply

Waiting for reply

Waiting for reply

Waiting for reply

Waiting for reply

Waiting for reply

Waiting for reply

Waiting for reply
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Conclusions

by Audience Interview | March 11,2018

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

can adopt feedbacks in Xentity!

Mobile VR could be the best fit for Xentity concept.

| would like to create an Android cardboard VR app first
because it will be fit for the widest spread smartphone.

| choose Facebook as a connected social media to Xentity,
because it's the world largest social media. Over 20 billion people globally use Facebook.

- The most used social media: Instagram
- The secondly used social media: Facebook and Linkedin

Connectivity by Facebook SDK is the key technology of Xentity,
because it has a pretty promising strength for sharing immersive experiences and

scaling-up interactivity with social media connections.
| refined and redefined target audiences, user personas, and stories by this round

audience interview results. My user personas are based on real audience, but
| fictionally modified their profile and stories for better UX design.

29



Target Audience

Interactive VR experience

Primary

* Facebook Savvy

» Highly educated and creative people
(familiar with visual language)

« Competent to create VR contents
(able to design and develop)

 Looking for a non-gaming VR experience
delivering some philosophy

« Expect to get artistic inspiration
by VR experience

* Oculus Rift owner but interested in mobile VR

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Secondary

» 25~44 years old Product Designer

« Mid-income photograph hobbyist
(Semi-pro digital camera owner)

» Considering to design an emerging tech product
integrated with social media

« Want to research and experience about VR/AR

stuff for his/her ideation

Obsessing
Social Media

Facebook
User

VR A.rtistic+.
Philosophic
Demand

Experience

30



User Persona

Primary

1€T Los Angeles, california

Kayla Br

21 years old

TED Speaker, Filmmaker, Composer, VR Creator

Oculus Launch Pad Selected Member

Award Winning Contents Creator
iPhone+Android, Mac+Windows, VR+AR
2,927 Friends in Facebook

almost 1,700 photos already posted on FB

“l want to experience a visual integration
between my Facebook photo and
an immersive storytelling.”

’ Currently using
1.7K

Friends Photos Social Media

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Kayla is a very talented young artist. She is a

TED 2017 fellow and talked about her original
American heritage and her own art based on her
genetic identity. Unity3D engine based Virtual
reality and 360-degree film are also her creative

media as a visual storyteller.

She plans to make a more affordable VR
storytelling contained technical interpretation of

her identity.

Kayla expects to experience an artistic VR
simulation to get inspiration for digital arts with

immersive technology.




User Persona

Secondary

Bum Park vountain View, California

38 years old

Mobile UX/UI Designer, Samsung Electronics
MFA 3D Animation & VFX, AAU (2012)
Professional level photographer, Christian
iIPhone, Mac, VR+AR

1,313 Friends on Facebook

6,873 photos already posted on Facebook

“l want to share my VR experience, with my
friends, which is combined with my photos
because my photos contain my belief.”

Average daily
¢ O a

Friends Photos photo postings
on Facebook

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Habitually, Bum has brought his DSLR camera
to shoot everyday life and posted them on the
Facebook album almost every day. Additionally,

he begins to be interested in VR contents.

Hopefully, as a Christian, he would like to post
snapshots captured in Sunday mission service in
VR space as well as Facebook, because it could

be helpful for evangelism of Christianity.

If the interactivity between social media and a VR
is successful and smooth, he is willing to use VR
beyond his doubt of VR technology and suggest

a project to his UX design team.




User Persona

FEde Ponce Santa Monica, California

36 years old

Creative Director, General Manager

e Sr.Consultant of future vision @ Nissan Motor

Owned High Res Hype, Inc.

Specialized in futuristic UX, loT, Connected Car
Android, MactWindows, AR
3,324 followers on Linkedin

‘ Creatively directed

35

Connections Postings clients for career
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Fede is very competent at concept-driven UX
design. His creative achievement won ‘Eyes on
Design’ Award at Noth American International
Auto Show 2018, Detroit. Nissan Infinity Q is

named to ‘Best Concept Vehicle.

Since his specialty is to design futuristic UX for
an autonomous vehicle, he looks for a new
feature to pull driver's social media database

into an augmented reality dashboard.

He comes to know Seong-Jik's new VR prototype
integrated with Facebook SDK, so really want to

experience it in person for his curiosity.




User Interface

The 1st.POV + The 3rd.POV

3D space moving position view
Simulation in a city with three options

VR Simulation
(Cityscape or Avatar)

Front View
Transition Zone Transition Zone
= i T H‘%

Rear View
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Body Control (vice-versa)

3D space fixed position view
After Interaction with avatar,
post a snapshot to Facebook timeline

Avatar
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Information Architecture

Alongside UX flows

Metaphorical Scheme Unity Components

Platform

Cul-De-Sac Structure Scene Real-time pulling Pre-designed

Activate
XENTITY

Facebook
* |:I ‘ZI Username+ X
Link to Profile Image
Facebook Account

Start.1st.POV

(Interaction) The 1st.POV

Facebook

Narration

Profile Image
Text Select

_— . (Pre-recorded)
Particles Photo Particles Strokes + Words (ver 2.0) o
y +
+ Stroke trails (ver 2.0)
Simulation.1st.POV
(Interaction)
Start.3rd.POV
(Interaction)
. The 3rd.POV
Particles+Storkes
. . Facebook
interactions N ti
¥ Profile Image gL
Trigger + Words (ver 2.0) (Pre S 05
S O + Stroke trails (ver 2.0) el

Post+Share

Final Outcome on FB
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U s e r F I OW I VR interaction with a cityscape
in a first person point of view

Primary

Activate
XENTITY

Link to
Facebook Account

Start
Al P (Interaction)

Select Select Select
Text Particles Photo Particles Strokes

Simulation
(Interaction)v

Scene Change
to 3rd.POV

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

The 1st.POV

® 6 © 6 06 0 0 06 0 0 0 o 0 0 0 0 o © 0 o o o o o o o o o o o O o 0 o 0o 0o o0

36



U se r F I OW I I VR interaction with an avatar
and sharing a scene on Facebook

Secondary

Start
(Interaction)

Particles+Storkes
interactions

Trigger
Share Command

Post+Share
Final Outcome on FB

0 XENTITY Copyright 2016-2018 © Seong-Jik KIM

The 3rd.POV
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U b - I o T > InVision Prototype Link
sa I Ity eSt » Task Sheet Link

To find ambiguity of UX + Improve concept and task flows

Face-to-face 3 samples + Online 4 samples (Jul26-30,2016) > Test Response Form Link

» Testers Answers Sheet Link

Face-to-Face Test is much better than online test.

(I am still waiting for my real target audiences’ and face-to-face testers’' responses.)

According to the results of Task2 and Task3, | am going to adopt Gamepad interface for Task2 in order to

make interaction more convenient.

Task2 and Task3 should be much more clearly visualized even if it is just a prototype.

| am supposed to make much more intuitively comprehensible proof of concept.

A

| >

Kim Covey (upper) + Ketan Rajput (lower)
@ Udemy HQ, SF (Jul 26, 2016)

If | could not make a motion graphics prototype or a proof of concept until the end of this semester, | will add

some more visual images for describing VR simulation phase.

Ultimately, The rest of UX improvement will be to make a real visualization by using Unity.

o XENTITY  Copyright 2016-2018 © Seong-Jik KIM 38


https://docs.google.com/forms/d/e/1FAIpQLSdnY4ky9bz0Fe31pr5nABm2XVY5VAkpXmxtQ4IBXZNh-yOr8A/viewform?c=0&w=1
https://docs.google.com/spreadsheets/d/1zvODTQj8kucMyH9HJeo5REP-1xnWAXMzwG3LBZCmgak/edit#gid=841610729
https://projects.invisionapp.com/share/Q4868FDNS#/screens
https://www.dropbox.com/s/dvymhom1fqp8aix/KIM_Digitized_UserTesting.pdf?dl=0

Prototype Test Script

Scenario and Task

Interaction with Citiycape

Scenario 1
You are a participant in an artistic VR showcase who has a facebook account.
You've wanted to try non-gaming VR experience and get inspiration from it.
Since you are a visual storyteller with your own skills and aesthetics, you will
realize author's intention or your own interpretation.

Now you are going to login Xentity with your own facebook username and

password, then, try interactive VR experience.

Taks1
» Activate Xentity VR app to log in to your Facebook account.
* You would like to be immersed in a virtual cityscape

 Enjoy interaction with watching some interesting visual effects.

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Share VR Experience

Scenario2
You are a participant in an artistic VR showcase who has a facebook account. You
are a semi-professional photographer and have posted over 30 photos to Facebook.
Additionally, you've ever enjoyed only 360 VR videos, so this is your first chance to try to
wear a head-mounted display for enjoying compute- generated VR contents. You are a
little excited but really want to enjoy an interesting omnidirectional immersive VR. During
VR experience, a demo staff guides you what you can do in VR and you will have your
own experience by sharing feature on Facebook.

Now you are going to log in Xentity with your own Facebook username and password,

then, try interactive VR experience.

Taks2
* Activate Xentity VR app to log in to your Facebook account.
 You've just finished interactive VR experience in the 3rd.POV, “Avatar” mode,

* Then, you will post a moment in Xentity VR on your Facebook timeline.
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Paper Prototype N Wsslme

Wireframe

X

Circular Cursor will be moved by your gazing, TBSk 1 2/'6
that is, when your head turn left, cursor will be

moved to left direction, and your head turn right,

the cursor willl move to right direction.

27hR

4 Your FB.profile images are being attached g ? & o Task 1
= ' o = & You can look around to see whole your world 5 - as 6/6 T i STk
to building. Can you see them? :
o ¥ 3 - where you are in. (Just for this prototype test, v L3 "~ Y. - .
(Just for this prototype test, dicking anywhere S, =2 P > ~ . y (Click anyr to Taska) [

clicking anywhere means your looking back.)

means "Auto-scene Change to next’)

3 B

‘:‘n

it}

o

Omni directional View Omni directional View

Task 2 36 Task 2 46

Start Simulation, Simulation is ended,

And watch what is happening! And waiting for the next stage.

‘Omni directional View Facebook Timeline View

Task 2 si5 : Task 2 &/6 - shared VR experience on Facebook

Thank you for testing!

If you want to go through one more time,

See Xentity logo, Clikec anywhere this page!
And click the logo icon to
share current scene on
Facebook, when you see

or listen directions.
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https://xd.adobe.com/view/c83102ca-5a8d-487d-717a-da6aae638dfc-be00/
https://docs.google.com/document/d/1e1m2HrEwiV1qEYj6GEpM9etruPj9MsKKmXzi2I_uIjk/edit?usp=sharing

Online Prototype

Hi-Fi Mockup + Adobe Xd

XENTITY

Copyright 2016-2018 © Seong-Jik KIM

o v e

F ODODDODDODODDDUDODDODODDODO ORDGDOGDGDOD D

Web 1920 - 20

Web 1920 -19

Web 1920 -18

Web 1920 - 17

Web 1920 - 16

Web 1920 - 15

Web 1920 - 14

Web 1920 -13

Web 1920 - 12

Web 1920 - 11

Web 1920 -10

Web 1920 -9

Web 1920 -8

Web 1920 -7

Web 1920 -6

Web 1920 -5

Web 1920 -4

Web 1920 -3

Web 1920 -2

Web 1920 -1

Pasteboard

Prototype

XENTITY

XENTITY isan interactive Vit experience

to explore the correlation between social media and our real identity.

Task 2

Share VR Experience

®

Xentity.prototype.180322

Task Sheet 2

Seenarie

Task 1

Interaction with Cityscal

pe

Task Sheet 1 interatcion with Cieyscape

Scenarie

» Adobe Xd Prototype Link
» Task Sheet Link

108 ~ O P M

User Flow | ompesssam

XENTITY
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https://xd.adobe.com/view/329b9def-7bad-46e4-83cb-de98fe7ef6da/
https://docs.google.com/document/d/1e1m2HrEwiV1qEYj6GEpM9etruPj9MsKKmXzi2I_uIjk/edit?usp=sharing
https://xd.adobe.com/view/329b9def-7bad-46e4-83cb-de98fe7ef6da

Prototype Test Results

Feedbacks

st
Round

Result Link

* February 16~17, 2018
» A more detailed guide is needed at every stage.
* Interactive indicators can help me to know what | do next.

« Comprehensible tutorials could be helpful.

« | do not know well about VR. a paper prototype is a little

difficult for me.

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

nd
Round

Result Link

February 23, 2018

Consistent use of Xentity logo should be explained

before starting VR sequence.

A simple cascade structure is a better fit for your concept.

The naming of options sounds like mismatched in contrast.
A moving tutorial is still needed.

How about do you add audio narrations for guidance?

A/B Test

rd

Round

Result Link

March 2, 2018

A - improved version vs. B - previous version
Only one flow structure (A) is better.
Simpler Ul elements decrease users' misconception.

GIF animated icons are a little more focused by my eyes.
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https://docs.google.com/presentation/d/1B2WtfTw3jGfd1_bQIDKFFGwICtqc3xM7GX0Qaphrz-w/edit?usp=sharing
https://docs.google.com/presentation/d/1O_Df9ku5pi_bLrGo7NRMcSlOnJgT7qoNcBFWlV511_8/edit?usp=sharing
https://docs.google.com/presentation/d/1SC2Q63wz1O29MwnlqyZisBuCZSewI97oHjIWjxDyEYY/edit?usp=sharing

Conclusions

Improvements by test results | Feb 16~Mar 3, 2018

st

« Change IA from parallel to serial structure
+ City or Avatar = M1st POV -- "®3rd POV

] &

Link to
Facebook Account

Simulation Simulation
(Interaction) (Interaction)

Text Select Particles+5torkes

e

350 degres 10 secs.
Still Image Animated GIF

Post+5hare
Final Outcome on FB

------------------------------------------------------

L

Q L]

M .

*

* .

*

M *

: .

- *

. .

. .

- *

.
! — . — Strokes . . &
Particles Photo Particles interactions .
* -
o Select L~ L ’
File Format .

. .

. .

. .
L

] &

Link to
Facebook Account

Start.1st. POV
{Imteraction)

Text

Particles | |

Select

Photo Particles

Strokes

Simulation. 1st. POV

{Imberaction)

Start.3rd. POV
{Imteraction)

Particles+5torkes
interactions

¥

Trigger
Share Command

Post+Share
Final Outcomie on FB

oooooooooooooooooooooooooooooooooooooooooooooooooooooo

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

nd

« Add narration to guide VR experience

Narration
You can gaze at Xentity logo to

trigger interactions wherever it is.

‘. Narration

You will first experience what's

happening in your digital city, then...

» Put a simple tutorial in login stage by animation

Narration

You can gaze at Xentity logo to

trigger interactions wherever it is.

Narration

— You will interact with your

avatar, then ...

The 3rd. POV _,
)

rd

« After entering VR mode, a guide could be added

« Use GIF icon instead of a still image

ooooooooooooooooooooooo

The 1st.POV

ks -

l‘ :
‘. u .

The 3rd.POV
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Visual Design

Chapter 4

o XENTITY Copyright 2016-2018 © Seong-Jik KIM



o P e R

Moodboard |

Colors + Logo Design

Cityscape + Nature £ SR | - B 7. -
Sky + Lights

Cube shape (or Hexagonal)

Layered Colors

LOGOTEXT

NEXTVR

RAORDINARY™

Business Name

€ 0 M P A N ¥YS5 L O G A NHERE
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VR/AR visual

Nntillism
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image

Double exposure

Strokes

Digital look texture
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Visual Metaphor

Components of simulation

Beautiful Nature
Don’t forget the genuine world. Plus, nature means the essence of existence.

Simulated VR Cityscape
The simulated world has surrounded us.

Profile Image
Digitized Identity by Big Data by Social Media Posting

Segmented Elements
All doings influence on the world and are connected to each other.

W ——
|'h-|II-| LES
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Visual Design

ldeation - Brand name and Logo sketch

XENTITY  Copyright 2016-2018 © Seong-Jik KIM
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Visual Design

Progress - Logo design

1st Desgin 2nd Desgin

Niagara Solid

XCENTITY XCENTITY
COPPERPLATE GOTHIC LIGHT COPPERPLATE GOTHIC LIGHT
AV, -
3
COPF?EEPCLAEEI\IGITIICYMGHT XCENTITY
CorERetATE Bontie LisTi ‘
.{ L
) @ P L
~
LXCENTITY o Transcentily -
Niagara Solid
XENTITY XCENTITY
$ ‘r Segmented Identity in Digital World COPPERPLATE GOTHIC LIGHT
. . N
Transcentity e —
Niagara Solid
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Visual Design

Branding - Final design

Naming

» Transcentity = Transcend + Identity
« X-scentity : X- is the abbreviation of ‘Trans’
* The 2nd meaning of X- : Cross

(Cross-identity between reality and simulation)

* The 3rd meaing : Cross (X-) + Entity

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

Font

COPPERPLATE GOTHIC LIGHT
COPPERPLATE GOTHIC REGULAR

Open Sans Light Open Sans Light
Open Sans Regular Open Sans Regular
Open Sans Bold Open Sans Bold

Color

XENTITY

Segmented Identity in Digital World

Intellectual Emotional
(Communication / Logic) (Friendly / Creative)
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3D Design

Storyboard for the concept video

‘ XENTITY Copyright 2016-2018 © Seong-Jik KIM

Camera

S

Shooting

Motion
Graphics

f- |
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https://www.dropbox.com/s/esvyhl284l0wrzx/XentityDemo1.mp4?dl=0

Technical Process

Chapter 5




Android (Personal) <Metal>

Unity 3D ver.5.6.03 (64bit)

Unity 2017.3.0f3 Personal (64bit) - FB.to.Xintro 1.unity - XentityCB_FB0210 - Android (Personal) <Metal> [oN | Unity 2017.3.0f3 Personal (64bit) - XentityIntro.unity - XentityCB_FB0210 -

B ik
od 10 Kentity VR

song-Jikisoon™

]

VR scene design + edition

.0 with FBUnityEditorSDK/7.5.0
9(Object T

FBisloggedin
1) GnioyEngine bebug:Loa(Object)

1 Intro + Outro scene (Android phone view)

Seong-Jikis connected to Xentity Vit

- Facebook connection
- Share, Invite, and Again buttons —
2 Selection scene (1st.scene after entry in VR)
3 Cityscape scene (Android Cardboard view)
- User’s profile image particles

4 User's profile image mapped building

- Real-time access Facebook DB by Graph API o - e — e R
- Facebook SDK for Unity ver.7.9 |

5 Nature scene

- used Skybox material by 360-degree image

6 Cinema4D generated scene import (in progress)
- Cinema 4D R16.021used

7 Perspective Camera view in Unity Editor

[@o Ao @]

- imported FBX format file which exported from

e e ERAL =t

Cinema 4D (in progress)

B veriais stini = ?n:r world is genine reall

o

b
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https://www.dropbox.com/s/6n3nvf18pee4uk2/Xentity.FB.profile_170330.mp4?dl=0

VR/AR Develop

[ ] [ ]

W A ST RS @t T T e A W T A ST LW STRSARAS T AR LI = T F o T SR W SRR TR L3
|- LM Sk fedtye facwad iaed WL 4Gdnn ek Sk R R R e T Loy erak Sk |- LM duckh tedtmed taswad dnw Lo P
£+ EFIEAR e T 1= & - , E 11 Il & " ey = i TP TArHE E *

BT x H - x

L -l a N tiei- o s 7 : X T tom 2] [ : X . N DN

= s o PR 1 Lim-ERE 2 il - el oA e 2
£

* Cardboard VR scene updates

1 Cloned city scene added
2 Profile image particles in the cloned city
3 Mapped profile images on meshes

of buildings by MeshTextures.cs scripts

* Oculus Rift Teleport updated

4 Cinema 4D created SF city scene is loaded

5-6 Teleport user interface test in Unity player mode

® 3
DCCEEERERER f |
ke kel 1 |

BB
i

* AR experiement and screenshot feature

e e o A

(Vuforia SDK) DT —

e —

7 3D terrain is attached to my smartphone
in Unity player mode.

8 Captured screenshot by clicking the gray button
in #7 player mode
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https://youtu.be/eq1UsSy1dJE

C# scripting

MS Visual Studio 2015

L] L]
F a ce b o O k S D K I n te r‘ a tl O n ) XentityCB_FB0328 - Microsoft Visual Studio (22| )| XentityCB_FBO328 - Microsoft Visual Studio (22|XH)
oeE  EEE O BAW EEREpR 2E@ UHAD BEM O EF@  H2EE E4N F SZH 1 nEE =EE® =2/ ==EER EEE UHID =M =0 Eﬂﬁiz 4

_E_
@-0|f@-2 M| - - Debug - AnyCPU - P U A - | B iR = | W @-0 | @-2 M| - | Debug -/ AnyCPU - P Unityo] 2% 3

- .

il

FacebockManagercs + X
2 XentityCB_FBO328

2l E Wl FacebookManager.cs
24 XentityCB_FBO328

1 FacebookManager.cs

~ | #¢ FBscript

~ | *i FacebookManager

XENTITY

- This C# scripts execute Login,
call ProfileName and ProfilePic.
- contains DisplayProfilePic( ) to pull
user’s image into Unity scene

- Share( ) and Invite( ) are also included.

2 FBscript.cs
- This C# scripts call FacebookManager.cs
to control Login, display user data

- call share/invite functions

* Facebook SDK for Unity Link

https://developers.facebook.com/docs/unity/

Copyright 2016-2018 © Seong-Jik KIM
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59
70
T1
T2
T3
T4
75
T
17
T8
79
a0
a1
g2
a3
a4
85
a6
a7
ag
a9
a0
91
g2
93
94
95
96
g7
98
99
1an
101
102
103
104
105
106
a7
108
109
110

11 ¢
112

113
114
115
116

-

public woid GetProfilel)

i
FEAPIC " fme?fields=Ffirst_name”, HitpMethod,GET, Displaylsername )
FE APIC " fmespicture?type=squareiheight=1288width=128", HttpMethod.GET, DisplavProfilePic)
FE.GetAppLink(Dea IWithippLink }:

!

void Displaylsernames |Result result)
i
if {result.Errar == null} {
ProfileMame = "" + result.ResultDictionary["first_name"];
}oelze |
Debua,Logl result . Error b
!
!

void DisplayProfilePicl |GraphResult result)
i
if {result.Texture != null) {
ProfilePic = Sprite.Createl{result.Texture, new Rect(0, O, 128, 128), new Yector2{ )l
!
1

A Just don't use GetdppLink... (not unless wou know something that | don't) - by GreyZoned
void DealWithappLink{ |4ppLinkResult result)
i
if (!'string. [sMul lOrEmpty{result. Urld) {
sppLinkURL = *" + result.Url + "7,
Debua,Log ¢ AppLinkURL 3
}oelse |
AppLinkURL = "http: AAwww, jikkim, com”;

H
i

public void Sharef )

i
FE.Feedsharef

AF1F vou use GetdppLink here and it returns noll it will crash your app when wyou run it on a device

string.Empty,

new UrifAppLinkURLY,

"This is a test wversion Cardboard YR app”,

"The title is Hentity",

"Check out this YR experience”,

new Uri{"http://jikkim. con/ings¥entity_cover.png”},|
string.Empty,

ShareCal lback

00 =3 N OO D —
n

-bsing System.Collections:
using Evstem.Collections.Generic.
using UnitwEngine:
using UnityEngine.Ul;
using Facebook.Unitw)

—Slpublic clagss FBscript o HonoBehaviour §

public Gamelbject Dialoglogged!n:
public GameObject DialogloggedOut:
public Gamedbject DialogUsername;
public Gamedbject DialogProfilePics

wvaid Awakel )

i
FacebookManager, Instance. InitFB ()
Dea |WithFEMenus(FE. IsLoggedin

!

public void FElogin{ )

i
List=string> permissions = new List<string={
permissions. Add{ "public_profile" )

FE.LoginWithReadPermissions (permissions, AuthCallBack)
1

void AuthCal |Back {IResult result)
i
if (result.Error != null) {
Oebug.Loglresult . Error )
Poelse |
if (FE.|sLoggedIn) {
FacebookManager, Instance, IsLoggedin = true:
FacebookManager, Instance. GetProfile {1
ODebug.Logl "FE is logged in"
}oelse |
ODebug,Logl "FBE is not logged in” )
!
DealWithFBMenus (FE. lsLoggedind;

H

void DealWithFEMenus(bool isLoggedin)
{
if (isLoggedin} {
ODialogloggedin. Setactive (trued:
DialogloggedOut . Setactive (falzsel:

if (FacebookManager. lnstance.ProfileName !'= noll} {
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Screenshots

on Samsung Galaxy S6

7 44% & 1:35 PM

SEARCH A-Z EDIT

b g I:B

YouTube Music

- Rl

Camera Gallery PhotoGrid Barcode
Scanner

v ©

HDR Camera Layout Photoshop
Express

XENTITY.FB
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| P29
n [ .
¥ ol

Seang-Jikis connected 1o Xentity VR

CONTINUE AS SEONG-JIK

| Y
| X
| .

Seang-Jikis connected 1o Xentity VR

Bl Check out this VR experience

Hello world!

_’ Hello this is the title
Check out this VR experience
+ o4

i
Seang-Jikis connected to Xentity VR

g§) Victor S C Lui

BeRd T 4199% M 10:20 AM

€ Q Searchin Seong-Jik's Posts

Seong-Jik Kim
l_1 Mar 9 at 4:08pm * Xentity + &

"Posted by my test version of VR app”

My #VR app is being integrated with #Facebook.
This is a footprint of my progress )

#Unity3D #AndroidStudio #FacebookSDK
#Cinema4D #Csharp scripts

Hello this is the title
Check out this VR experience
This is the caption

1 Share

il Like P8 Comment # Share
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Dev.environent

developers.facebook.com

Seong-lik KIM

Xentity is still in progress.

https://developers.facebook.com/apps/1842785095963815/settings/basic/

1 In order to make it public

@  Xentity - @ Status: Live 7 View Analytics
- | published a Privacy Policy page
. o oo . : I:z::::rd . App D App Secret
in my personal website www.jikkim.com. e
SAIETEE Display Name MNamespace
B Roles b Xentity
b A . App Domains Contact Email

2 Toggle on ‘Make Xentity Public?” button o app R

jikkim55@ gmail.com

Privacy Policy URL Terms of Service URL
& Facebook Login » 0 0 0 0 0 0 0 ¢ 0 ¢ 0 0 0 0 0 0 0 0 0 0 0 0 0 0 ¢
2 o httpz/jikkim com/ °
® © 0 6 & & 0 & o o ¢ © & o o o o o o o O o 0o 0 o0
N | 7 f‘ | g App lcon (1024 x 1024) Category
O OnyusersprOIellllage ©0 © 6 06 0 06 06 0 06 06 0 06 06 0 0 06 0 0 0 0 0 0 0 0 0 00 0 0 0 0 0 0 0 0 0 0 0 0 0 o .
BT * Make Xentit blic? j Business and Pages ~
i b ake Aentl ublic . . . .
Aiisecins o yp ° Find out more information about app categories here
b ut a | S O h Oto a | b u m S a n d teXt u a | O StS B Roles T Yes “Your app is currently live and available to the public *
A Alerts » o °
P ® 6 & & & & & & & o o o o 0 o o o o o o O o o o o o o o o o o o o o o o o o o 0o 0o
App Review AENTITY
. . | 3
Current Submission Add items
& Facebook Login b
App Details (Games Only) Android Quick Start
= Activity Log
3 Google Play Package Name Class Name
user_videos Add Details
com. jikkimi XENTITY FBE com.facebook. unity FEUnityDeepLinking Activity
® O © & 0 & o & o o o o o o o o o o o 0o 0o o o
Select Permissions V212>
user_photos Key Hashas
User Data Permissiona
omai user_bemetow user_religion_polics I | |
publish_actions user_likes user_status
App Verification user_zooutme user_location user_tagged_places
igin SV 9 aersets. sl Amazon Appstore URL (Optional)
user_friends user_relationship_details user_work_hisfory l
user_games_activity user_relationships

Before you can submit for review, complete the following:
« Complete each of the items above.

Events, Groups & Pages

ads_management pages_messaging read_page_mailboxes . N N '
ads_read papes_messaginy 3V ent Yoe Slngle Slgn OI"I Yoe Deep Llﬂklﬂg
business_management pages_messaginy user_events
manage_pages pages_messaginy user_managed_groups
pages_manage_cta pages_show_list pages_manage_instant_arficles
publish_pages Log In-App Purchase Events Automatically (Recommended)
user_actions books user_actions music user_actions vides
user_actions. filness user_actions news
Oter Leam More
¥l instagram_basic instagram_manage_insights read_insights
instagram_manage_commentis read_cusiom_friendlists

Clear | Cancsl + Add Platform

facebook for developers
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Technical Block Diagram

Data Flows + Future of Xentity

Scripts (dev.) N

NET

Keywords

/

Profilee-.- Login ==

Share, Invite

\ Graph API
Photos ** Facebook SDK
HP
Y
3D Design 2D Design
data
T W
design
R W

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

oculus rift + touch
High-end VR

LEAP controller
Natural Hand Gesture

Galaxy S8

Mobile AR (Geo-synced) DreamGlass

AR Headset

c ARCore

<& Vuforia

Google Maps APIs B ? u
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https://youtu.be/9dLEJ7q0kuM
https://youtu.be/eq1UsSy1dJE
https://www.linkedin.com/feed/update/urn:li:activity:6369315626930012160/

Conclusion

Chapter 6
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XENTITY

COINICIUDIVUIN |

X E N T | TY is aiming for interactive-visual storytelling

to inspire users with awakening.

Problem

Most people use a smartphone and it has become a part of them.

Though | am engaging in the digital media industry, | wanted
to emphasize that technology should be a part of the genuine

world and help people to be more empathetic. ‘Alone Together’

phenomenon can be resolved by each one’s awakening who he or

she is.

Solution

Virtual reality is one of cutting-edge media technology, and
visual storytelling is much powerful to intrigue inspiration. |
adopted real-time interaction and immersive VR simulation.
They contribute to users’ embodied experience for memorizing
extraordinary lessons of the artistic approach of VR interaction.

Throughout Xentity VR experience, a user can enjoy playful

o XENTITY Copyright 2016-2018 © Seong-Jik KIM

immersive storytelling. In addition, pre-designed messages and
visual metaphors remind users of what are being missed by
their digital actions in everyday life. Facebook integration is the

strongest feature not only in concept but also in technology.

Challenges and Lessons

Unfortunately, tech part, especially, C# developing is the hardest
process in this project. Unity 3D is also a little difficult to find
someone who is handy at it because VR developing is a kind

of frontier of new media. There were no standards, and it has
just begun to be standardized. Plus, wireframe, mockup design,
and prototype tests were so hard, because omnidirectional
visualization is near impossible by conventional prototyping
tools and methods. | have learned that user test of immersive
experiences had better be conducted by an on-site test. It's much
more effective for both moderator and testee to fill the gap
between limited prototype and creator’s intention. Nevertheless,

Xentity will go on being improved and transformed to Xentity AR.







XENTITY AR

Proot of Concept - preliminery

1. | posted a photo captured here on Facebook 1% year ago.

Q@ =l 44%E 7:52 PM

& Make Profile Picture Q ® @ E

Just after the last class, L
| am sharing my stuffs that are just wrapmp by
sleeping only two hrs. in a couple... See T8I )
_ . N

#®® Clarke Hyrne and 38 others 7 Comments

= -
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AENTITY AR

Proof of Concept - notification

¥
ation from the status bar or the app icon.

§ rene i Bl

iy
v\;m- A S gnolo nes h@-&t-\-

L o= 2O\ ERSHAR.
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XENTITY AR

Proof of Concept - my image pulling

5. Xentity AR turns on the camera of my Galaxy S8, 6. Xentity AR pulls the image posted 1% year ago

then it searches photo library in the backend. with the geo-data and captured time.

y - = Sy N
M i B R -
¥ H 1 ¢ >
4. + ; . ~ R )
22 ~QAa>
TS > - R

/
’/l/

/i

o
/]

/)
]

X
)

| | | i ::{ e/
What did youdd here2 Vs
"N

/9 New Montgomery Street
San Fraincisco, CA' 94105

11:32:10,:Dec16, 2016

A

ACADEMYefART
UNIVERSITY |
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XENTITY AR

Proof of Concept - my AR view

7. By Xentity logo input, my image is mapped
on the building by a SLAM algorithm and
ARCore.

Plus,
an imaginative augmented reality simulation is

visually illustrated in a real-time AR view.
- Pointillism texture overlay

- Using the photo which has the exact geo-data

of the captured position

-
¥

- A visual transformation A TR g ba. Y
from a land to a water on adding floating cloud ' i “i‘.«;d%; | What did your friends‘deilfsgrc_e? J&‘ E:
uwordt1iN) b : e o)

to make AR dreamy D ) g T N

.

- Digital textured 3D avatar of mine is moving

in the AR scene by pre-recorded gestures.

Bl XENTITY  Copyright 2016-2018 © Seong-Jik KIM




XENTITY AR

Proof of Concept - friends’ image pulling

8. When I click the friends icon on the bottom-
right of the screen, friends list is slided in from

the right like the mockup image.

| QF | 70 s
AlERce e gt | - New Montgomery
| choose my Facebook friend, AAU.Fashion. - SN 4 ) Street
PR R Y Ssan Fraificisco,
- Xentity AR pulls my friend’'s image posted a . CA 94105

week ago with the geo-data and captured time. | _ AS 16:53:10,
/73 Apr 26, 2018

- By dragging Xentity logo on the pulled image,

AR simulation begins.

o XENTITY Copyright 2016-2018 © Seong-Jik KIM




XENTITY AR

Proof of Concept - AR view with my friend’s photo

9. By Xentity logo input, my friend’s image is
mapped on the building by a SLAM algorithm

I
’. i,

/

-l’ I
/&

and ARCore.

'-l‘ r

Plus,
an imaginative augmented reality simulation is

visually illustrated in a real-time AR view.

Hlamit_we
2").bind("
")?5("#add_

- Pointillism texture overlay
- Using the photo which has the exact geo-data
i | _-{}1" '}*; . . dasiout div™)
el . e ass("note_sel
1 T D ) PV 41858 -c(
%\ = .; f- -li?!ﬂ:“).__
! _word'% *+1

of the captured position

- A visual transformation
from a land to a water on adding floating cloud
to make AR dreamy -y
¢ =0 - $(EHoBe-out 4iv").bina
, : eﬂ"vrdebselected")b‘, "
-~ . =T aghi o () (.

7

GRADUATION

- Digital textured 3D avatar of my friend's is
" _ 5 FASHION SHOW
1%

moving in the AR scene by pre-recorded

2018

Thursday, APRIL 26

A A
1
b

gestures.

XENTITY  Copyright 2016-2018 © Seong-Jik KIM




XENTITY AR

Proof of Concept - sharing AR scene

10. By clicking Xentity logo again, 11. Shared AR simulation on Facebook

a AR scene is posted to Facebook. (posted to my timeline, and tagged my friend’s account.)

-~
s

[

o B Inbox (3,246) - jikkim55@ ¥ [ Google Calendar - Week o x [} KIM_S_FR_resubmit - Goo x| Seong-Jik Kim X Seong-Jik KIM

~

< IR & Sccure | https://www.facebook.com/jikkimi

i Apps [ = Wirify by Volkside 8 | Smallpdf.com - PD... @_ TinyPNG — Compre... @& Convertio— File C... [E3 TOEFL_gi2]@4 Dropbox E) Evernote | Evernote... » [EF Other Bookmarks
| £ )| seong-Jik Kim Q {74 Seong-Jik Home

W Seong-Jik Kim Timeline ¥ Recent «

lﬁt Seong-Jik Kim shared a Xentity AR scene, and tagged AAU.Fashion.”**
y Bhrs- g w

=0| 27|8...
O FHas|Ee RE WEMEE
AHl+=E S& A= EL/ct.... See More

| + Add Instagram, Websites, Other Links

Photos Add Photo

WodE out div").binay
<" mode_ selected" )}
e ki~ (=)L

[LIVE] H&t, MZ22 AE 2018 SSEEE Right Now!' 1%

wLIVE 2H
-05:00~09:00 HEH 4 3[E 158
-09:00~10:00 SSEHYEE 258...

S

@& Chat (54)
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