Bachelor of Science in
Immersive Technologies

Augmented, Mixed, Virtual Reality,
serious/applied games &
immersive media production
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Watch our video trailer to get inspired

HSLU



https://youtu.be/OpgB8ZQrEEo

Prof Nathaly Tschanz

¢ Head of the BSc in Immersive Technologies

9 Lecturer

= Intro to immersive technologies

= Interactive narratives & immersive storytelling
= Navigating the future

= Scientific work and writing

Linked [}
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Greetings from the current ImTechies




Study locally — but globally: Nationalities of our current ImTechies

Rumania :
Sweden RUSSIa

Czech ‘qk
Republic

Greece

France
Turkey

Lithuanic
Switzerland

Pakistan

Vietham
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HSLU School of Computer Science and
Information Technology

We have more than...

200 1,000

employees students
(Bachelor’s and Master’s)

You can find us...
... on our cutting-edge campus in Rotkreuz

... directly by the train station

15 mins 10 mins 35 mins
by train from Lucerne by train from Zug by train from Zurich

HSLU



What is the focus of the
BSc Immersive Technologies?




What exactly does «immersive» mean?

HSLU

Immersive

... means «to
dive into
something», to
«Immersive

yourself in
something». ‘ ‘

... describes the effect that
virtual or fictional worlds
have on us.

The perception in the real
world diminishes and we
increasingly identify with the
fictional world, «immerse
ourselves» in it, so to speak.


https://www.youtube.com/watch?v=ji3dwnrKpkI&t=1s

«Immersive technologies»...

Immersive
Technologies

HSLU



What is the focus of the BSc in Immersive Technologies?

(Serious/Applied) Augmented Virtual other types of
Games Reality Reality immersive media
production

dll

other disciplines and topics relevant to their design and production -
while giving you a solid education in information technology and programming.

HSLU



What is the focus of the BSc in Immersive Technologies?

(Serious/Applied) Augmented Virtual other types of
Games Reality Reality immersive media
production

all

other disciplines and topics relevant to their design and production -
while giving you a solid education in information technology and programming.

HSLU



Example of a «Serious/Applied Game»

World of
EICHEIS

= browser-based

= target group: engineering
students

= escape game in which
players have to apply
their knowledge of
materials science

- Link to Youtube ——

HSLU


https://www.youtube.com/watch?v=eMWImHg6SCw&t=1s

Example of a «Serious/Applied Game»

= research project
= browser-based

= criminally relevant
questioning of
children places
high demands on
the qualifications
of the interviewer

= difficult to train
in reality

=  solution: simulation
szenarios with
«virtual kids»

HSLU



What is the focus of the BSc in Immersive Technologies?

(Serious/Applied) Augmented Virtual other types of
Games Reality Reality immersive media
production

dll

other disciplines and topics relevant to their design and production -
while giving you a solid education in information technology and programming.

HSLU



Example of «kAugmented Reality»

e = |

An interactive material palette allows teams to select from various texture options

= useful wherever the
combination of reality with
digital content creates
added value

= Examples: urban planning,
conceptual prototyping etc.

- Link to Youtube S

HSLU


https://www.youtube.com/watch?v=xEj5qFl5yU8

What is the focus of the BSc in Immersive Technologies?

(Serious/Applied) Augmented Virtual other types of
Games Reality Reality immersive media
production

all

other disciplines and topics relevant to their design and production -
while giving you a solid education in information technology and programming.

HSLU



Example of «Virtual Reality>»

HSLU

- Link to Youtube

N

Be.
?!ihk,

i

4

often the added value is to
create a common
understanding

example: architect who
needs to collaborate with
clients that are not used to
reading 2D plans

making things
virtually accessible
helps in many ways


https://www.youtube.com/watch?v=iP5jO6gTLRY&t=1s

Example of a combination: «Serious Virtual Reality Game»

Breathing
therapy )

= research project

= patients with cystic
vibrosis have to do
lengthy breathing
exercises

= very boring,
especially for
children

= solution: a game
that uses breathing
patterns to steer an
underwater vessel
to go on a treasure
hunt

HSLU



Example of a combination: «Serious Virtual Reality Game»

- Link to Youtube

Potential energy is
a very theoretical
construct that
many students
struggle with

solution: learning
by exploring

VR application that
allows students

to travel through
different
gravitational fields
of planets to
experiment with
potential energy


https://www.youtube.com/watch?v=ji3dwnrKpkI

What is the focus of the BSc in Immersive Technologies?

(Serious/Applied) Augmented Virtual other types of
Games Reality Reality immersive media
production

all

other disciplines and topics relevant to their design and production -
while giving you a solid education in information technology and programming.

HSLU



Example of other types of immersive media

When surfaces
become projection
screens

= Digital «Fish Tank» in
the exhibition «Future
world: Where Art Meets
Science», ArtScience
Museum, Marina Bay
Sands, Singapore

= | e petit chef, immersive
theater and dining
combined

a— ink to Youtube

— Link to Youtube —

HSLU


https://www.youtube.com/watch?v=jIQXMN7I2b4
https://www.marinabaysands.com/museum/exhibitions/future-world.html
https://lepetitchef.com/
https://www.youtube.com/watch?v=yBJEP4lsRFY

We want our students to be flexible and versatile




How iIs the BSc structured?




Structure of the BSc in Immersive Technologies

Learning spiral:

combines theory and practice , ,
4 P Profession or Master’s degree

Students...

= develop their implementation and
interdisciplinary skills

= consolidate them in various projects

= jdentify areas where they would like to expand
their knowledge, choose specialization modules
accordingly and/or independently research
suitable tools, methods and solution
approaches (supported by coaches)

HSLU



Structure of the BSc Immersive Technologies

The «Apply Side» of the program...
... has as an increasing level of complexity
= Initial projects will be based on simpler tasks

= In more advanced semesters, students work on real-life tasks set by
practice partners

— Apply
——:l Students gain extensive practical experience during their
studies, interlink the skills and knowledge acquired and

\ work in an interdisciplinary way.

HSLU



m 1

It is possible to switch from the full-time to the part-time model, but not
from part-time to full-time. The part-time option is only available to Swiss

Students can choose between two time models [ 2ndEU nationals J

Full-time Part-time

000
000

¢

= Six semesters / three years = Eight semesters / four years

= Four to five days per week = Two and a half days per week

= 40 to 50 % max. of employment-related activity
while you study

Year 1, 2 & 3 Year 1 & 3
MO DI MI DO FR SA
MO DI MI DO FR SA 09:05- 11:25
09:05- 11:25 12:50- 15:10
12:50- 15:10 15:30- 17:50
15:30- 17:50 18:30- 20:50
18:30- 20:50 Year 2 & 4
MO DI MI DO FR SA
09:05- 11:25
12:50- 15:10
15:30- 17:50

18:30- 20:50



What will I learn?




Content clusters

Immersive technologies... For optimum results...

... are interdisciplinary in nature. ... different skills must work in concert.
... require a broad set of skills.




Areas of competence

Technical implementation skills & mathematics

Students acquire the technological understanding and technical skills required to develop immersive applications
for different industries.

Contents:
= Object-oriented programming for creative tech = Computational mathematics
= Game production = Computer vision & artificial intelligence
= 3D modelling for real-time applications = Targeting platforms & industry optimization
= (Generative Computer Graphics = Computer network architecture &

= Mathematics for immersive technologies information security

= Algorithms & data structures for creative tech

HSLU



Areas of competence

Human-Computer Interaction Design

To be able to develop immersive applications, students need to understand the needs, expectations and
capabilities of their future users.

Contents:

= Introduction to immersive technologies = Usability

= Introduction to sound = UX methods & processes
= Human factors & design = Testing

= Game design = etc.

= Conception & prototyping

HSLU



Areas of competence

In addition to technical implementation skills and knowledge relating to human-computer interaction design,
students develop their social and methodology skills and gain insight into other relevant fields.

Contents:
= Tech-driven (agile) project management = Soft skills:
= Business for creatives & entrepreneurship

- Ability to work in a team

= Ethical & legal aspects of the digital world - Intercultural skills
= Scientific work & writing - Communication & presentation skills

= Creative, critical research design

HSLU



Crea-Labs

In the crea labs students deepen their implementation and interdisciplinary skills and consolidate them in various
projects.

Contents:

= Immersive narratives & interactive storytelling = Industry project «Serious/Applied Games»

= Human-centered design = Industry project «Art installation/projection»
= Design & development of digital games = Industry project «Surprise»

= Augmented reality = ImTech competition

= Virtual reality = Bachelor thesis

= Future Lab

HSLU



Electives

Elective modules

In addition to the compulsory part of t
elective modules to explore specific as

HSLU

Extension (min. 6 out of 12)

Interface Design
Interaction design
Navigating the future
User research & testing

Motion capture &
digital embodiment

ne curriculum, students have the opportunity to choose from a pool of

nects more deeply according to their personal interests.

= Level/World Design

= Advanced Game Development
= Advanced Sound

= Advanced Computer Graphics
= Immersive Playground

= Data Storytelling

» Virtual Production

Free electives

= from extension or out of
HSLU portfolio (also
modules taught in German
or language modules)



BSc Immersive Technologies: Full-time model

A bachelor's degree is equivalent to 180 ECTS credits. ECTS stands for European Credit Transfer System. ECTS credits are a unit of measurement for the period of
study. One ECTS credit is equivalent to approximately 30 hours of work. The modules in this study program are either *‘ or C
3 ECTS

6 ECTS

The Bachelor thesis is 12 ECTS.

180 ECTS

Targeting Free electlv_es Free electlvgs Free electlvgs
lattforms & _ . (from extension (from extension (from extension
Pie dust Bachelor thesis Future Lab Immersive Virtual or out of HSLU or out of HSLU or out of HSLU 30 ECTS
ogﬂmlffa?on playground Production portfolio (also portfolio (also portfolio (also
German) German) German)

Extension 4 Extension 5 . ) Free electives Alternative:
Business for (fFrgen? z:(etgz\;?;n (fFr:)erﬁ ::(G:g::\é?;n (from exter:\éion Exchange
i i i Motion capture semester
ImTech competition aithelzti l)?‘gtﬁle eﬁ:(ra:tlr\:aiseﬁr- criticz: zartg;za&rch Advanced Advanced Advanced & digitgl or out of HSLU or out of HSLU or out of HSLU 30ECTS |
d.p ol world sphi desian Game Sound Computer embodiment portfolio (also portfolio (also portfolio (also comp,etition
igital wor p g Development Graphics German) German) German) remote
Computer : . . .
- e Applied CrealLab «Industry project serious / : Interaction User research &
WLl &AmﬂC'al mathematics applied games» CrgaLab «.I ndustry.pro.ject & Crealab «Industry project Surprise» Design for testing 30 ECTS
Intelligence installation / projection» Imtech
Computer . locti . ot
Generative network SR A Academic "e‘i‘ efeljé\ﬁs re(: efel—Tg\ITJS
Computer architecture & sound CrealLab «Virtual Reality» methods & Interface Desian Navigating the Data Storvtellin Level/world (O;th OI' | (O;th (7. | 30 ECTS
Graphics information scientific writing g future ry g9 design poGo io - also poGo io - also
security erman) erman)
Crealab crall=b
Algorithms & data structures for Computathnal «Immersive CreaLab «Human-centered design» Crealab «D-eglgn & development of «Augmented 30 ECTS
creative tech mathematics narratives & digital games» :
! i Reality»
interactive
storytelling»
. , 3D-modelling for Mathematics Introduction to Tech-driven Elective
rogramming for reative tech produston. real-tme for immersive IS Medesgn | | | GameDesign project (English, Coach 30 ECTS
prog g P applications tech technologies 9 management Modul etc.




BSc Immersive Technologies: Part-time model

180 ECTS

Targeting
pl?r:t(;zrsr?s & Bachelor thesis Crealab «Industry project art 21 ECTS
\austry installation / projection»
optimization
Free electives Free electives Free electives Free electives
N Creative & (out of HSLU (out of HSLU (out of HSLU (out of HSLU
ImTech competition critical research portfolio - also portfolio - also portfolio - also portfolio - also 21 ECTS
design German) German) German) German)
Free electives Free electives
Crealab «Industry project serious / i i . : (out of HSLU (out of HSLU
applied games» Crealab «Industry project Surprise» Future Lab Iﬁmfﬁ V|rtua_l portfolio - also portfolio - also 24 ECTS
playg Production German) German)
Generative Business for
iv : : . ,
Academic Ethic & legal Creatives & Motion capture
Computer ! 9 Ent _ Advanced Advanced Advanced & digital Data Storytelling Level/world 21 ECTS
! methods & aspects of the ntrepreneur G C i design
Graphics scientific writin digital world ship ame sound i embodiment
9 9 Development Graphics
Free electives
i Computer . CrealLab :
Applied . s Crealab «Design & development of Auc. Interaction (out of HSLU
mathematics Vlslft';lﬁ‘ 'Z:g:'al digital games» i Rgality» Design for Usertrei_earch & portfolio - also 24 ECTS
9 ImTech esting German)
compu
: ompd E f Free electives
Intro to game 3D-mode.II|ng e E_etwor ! ) Introduction to L (out of HSLU
production regl-tlr_ne arc |tectu.re e Creal SRS eality » sound Interface Design NEIEELITG e portfolio - also 24 ECTS
applications information future German)
security
CrealLab
Algorithms & data structures for Computational «Immersive Crealab <« TR desiany
creative tech mathematics narratives & 9 21 ECTS
interactive
storytelling»
Obiect-oriented Mathematics Introduction to Human factors Tech-driven Elective
- rammjin for creative tech for immersive immersive & desian Game Design project (English, Coach- 24 ECTS
prog 9 tech technologies 9 management Modul etc.




BSc Immersive Technologies

Technical implementation

skills

Mathematics, algorithms &

data structures

Core modules

Human-Computer
Interaction Design

Social, methodology &
transfer skills

75 %

Project modules

Intermediate &
Advanced level

Assessment level

HSLU

Targeting plattforms &
industry optimization

Computer network
architecture &
information security

Computer Vision &
Artificial Intelligence

Generative Computer
Graphics

Object-oriented
programming for
creative tech

Intro to game
production

3D modelling for real-
time applications

Applied mathematics

Algorithms & data
structures for creative
tech

Computational
mathematics

Mathematics for
immersive technologies

Future Lab

Introduction to sound

Introduction to
immersive technologies

Human factors & design

Game Design

Ethic & legal aspects of
the digital world

Business for creatives &
entrepreneurship

Creative & critical
research design

Academic methods &
scientific writing

Lab Self-Leadership

Lab Personal
Development

Tech-driven project
management

Bachelor thesis
ImTech competition

CrealLab «Industry project
Surprise»

CrealLab «Industry project art
installation / projection»

CrealLab «Industry project
serious / applied games»

Crealab «Virtual Reality»
CrealLab «Augmented Reality»

CrealLab «Design &
development of digital games»

CrealLab «Immersive narratives

& interactive storytelling»

CrealLab «Human-centered
design»

25 %

Extension

Free electives

Minimum
of 6

modules
out of 12

18

ISA-
Modules

More
extension
modules

Other
modules
out of
HSLU
portfolio

— also
modules
in German
or other
languages
possible

27




How do students profit from the
Immersive Realities Center?
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Immersive Realities Center, an interdisciplinary eco-system at HSLU

= Established center of excellence in the field of
immersive technologies - in Switzerland but Research
also internationally

= Extensive pool of hardware and software @% @ |
applications Services o'g‘g\ ﬁ Education
» Broad network (international university " Immersive ~
partners, Swiss ImmTech scene, various Realities
companies from different sectors, etc.) Center .ﬁ.
Networking Hub é‘g‘% ﬂ Further training

— EXxciting project modules
— Highly qualified guest lecturers Showroom
— Wide range of networking opportunities

HSLU



Some of our crew members
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Students are actively involved in our eco-system

CEFM-56 Engine "Y'

Center
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lities

Immersive |

Center




Showcasing

[
student projects helo

ersive
ologies

Every year, we attend
several events to
demonstrate selected
projects from our
ImTechies.




How to get even more information?
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Learn more and get in contact

Prof Nathaly Tschanz

Head of the Bachelor's Program in
Immersive Technologies
nathaly.tschanz@hslu.ch

+41 41 349 30 96

Prof Laszlo Arato

Deputy Head of the Bachelor's
Program in Immersive Technologies
aszlo.arato@hslu.ch

+41 41 349 35 02

Michele Pathmanathan
Student Services Coordinator
michele.pathmanathan@hslu.ch
+41 41 349 34 60

QR-Code
Website

Website

Book a
counselling
session

jence > Degree Programmes > Bachelor's >

“mchalar in Tmmarciva Tarc

Apeil 2024

hnalaniac

Health Sciences
pus  About us
l

=

% :_,_‘ \} 1:1 online student counselling

~~ " We would be happy to answer your
fi

q inaa f-charge stud
counseling session. >

v



mailto:nathaly.tschanz@hslu.ch
mailto:michele.pathmanathan@hslu.ch
mailto:laszlo.arato@hslu.ch
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Follow us on Instagram

HSLU



Questions about student life? Ask our student ambassadors!

S

HSLU



Get an impression during a taster day

Would you like to see for
yourself whether this study
program is the right choice for
you?

Would you like to get to know
current BSc immersive
Technologies students and find
out directly from them what life
is like as an ImTechie?

If you are interested, please
contact Nathaly Tschanz, head
of the study program
(nathaly.tschanz@hslu.ch).



mailto:nathaly.tschanz@hslu.ch

Questions?

I'm excited by applications that are close to us humans. In immersive
technologies, translating the user requirements for hardware and software is

as much part of the development process as the design and subsequent
implementation of a suitable, performant and appealing solution.

Ariana Huwiler,
Research Associate at HSLU's Immersive Realities Research Lab

HSLU



What career prospects do I have?

Ironing boards are
surfboards that
stopped pursuing
their dreams and
got real jobs.

IMTECHIES...

... are surfboards
that learnt to make
money by pursuing
their dreams.




Career prospects: Examples on how immersive technologies are being used

m)

HSLU



The job titles below can be found in current job adverts. However, new job titles will be added to the list.
When the internet first came about, nobody could have imagined that there would be jobs such as SEO

JOb pl"Oﬁ Ies manager, community manager, content manager...

— Virtual/Augmented Reality Developer - AR/VR Designer — Interaction Engineer
— Computer Vision Architect/Engineer - Unity/ Unreal Engine Developer — C#-Developer

— Rendering Software Engineer — 3D-Artists /Modeler — Start-up founder

— Product Manager/Product Developer - Technology Consultant — etc.

— Researcher/Scientific staff — (Serious/Applied) Game

Developer/Designer/Programmer

With the clever use of immersive technologies, we can positively influence
the future of many. We can make patients forget their pain, make it
possible to train risk-free for a rare complex procedure, we can display
information at the right time and save lives. It's like magic — only much
better! With the BSc Immersive Technologies, you have secured your key to
the virtual candy shop of the future!

Laraine Redmond Mobhle, XR Specialist for Healthcare at Pixelmolkerei AG

HSLU




Why study immersive technologies now?

VIRTUAL REALITY (VR)

!
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N
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s B opiions " Demand for Extended
ith 8 Reality (XR) Skills

Ajay Srinivasan

future.

A p‘e raC‘n \ b the Posted on 17 Nov 2023 @ 13:15 PM
d repid | s
:)naf\'- g\asses ¢ glasses 3" cou;amsung 3“3 . )X (@) lin [ogether.
ve ixion mi
dto etitio ure, \t rech
p\e‘ rkin :\r\enge nd: P mm c.\h ) i\ \ Vo\ut\on\ze
Ap Sp\t ) . \ d C .
iPhones T e their Visiof © -4 of pro o O @ :
nt

i z g ievin
pan! Business | Seeing and believing i T
M

From Apple to Google, Dig e N -
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() Share

Future Forward: How Immersive
Technologies Are Changing the Face of
Construction, Education, & Beyond

4

&
A
4

Blog | 2912023 | @ X &

It's been two years since Mark Zuckerberg laid out our vision for the metaverse:
a set of interconnected digital spaces that lets you do things you simply can’t do
in the physical world—like hanging out with avatars of friends or family no
matter where they happen to be in the world and feeling like you’re right there in
the same space. It’s a big bet and a long-term ambition—and parts of the
metaverse are already with us, with people reaping the benefits of new social

HSLU
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CNBC MARKETS BUSINESS INVESTING

Qualcomm says it’s working on mixed
reality smart glasses with Samsung
and Google

PUBLISHED THU, SEP 5 2024.3:02 AM EDT | UPDATED THU, SEP 5 2024.4:19 AM EDT

KEY ®* Qualcomm CEO Cristiano Amon told CNBC the chip designer is
POINTS working with Samsung and Google to explore a mixed-reality set of
glasses.

Google, Samsung and Qualcomm’s smart glasses would be a
different approach from Apple’s Vision Pro, a mixed-reality headset
launched this year that is worn on a user’s head and can be
controlled through hand gestures.

“But what | really expect to come out of this partnership, | want
everyone that has a phone to go buy companion glasses to go along

cle Augmemed Realit

Y glasses i
during the INauguration

E

INVESTING CLUB




Why study immersive technologies now?

Interesting reports &

U.S. Immersive Technology Market BE VE articles

Size, by Technology, 2020 - 2030 (UsSD Billion) GRAND VIEW RESEARCH

= Immersive Technology Market
Report 2025, Research and
Markets

= Global Immersive Technology
2 2 9?/ Market Report 2025, Business
. 0 Research Company

LI.S. Market CAGR, = Immersive Technologies,
2023 - 2030 PricewaterhouseCoopers

= Immersive Technology Market
Size and Share Report 2030,
Grand View Research

$0.8B

2020 2021 2022 2023 2024 2025 2026 2027 2028 2029 2030

» Global Top 10 Trends in
Immersive Technologies:
Insights Report and Future
Outlook, Spherical Insights

@ Virtual Reality (VR) Augmented Reality (AR) Mixed Reality (MR) Others

HSLU


https://www.researchandmarkets.com/reports/5948689/immersive-technology-market-report?utm_source=GNE&utm_medium=PressRelease&utm_code=srjbw2&utm_campaign=1995241+-+Immersive+Technology+Research+Report+2024%3a+Market+to+Reach+%24638.69+Billion+in+2028+at+a+CAGR+of+42.5%25+-+Global+Long-term+Forecast+to+2033&utm_exec=chdomspi
https://www.thebusinessresearchcompany.com/report/immersive-technology-global-market-report
https://www.pwc.co.uk/services/technology/immersive-technologies.html
https://www.grandviewresearch.com/industry-analysis/immersive-technology-market-report
https://www.sphericalinsights.com/blogs/global-top-10-trends-in-immersive-technologies-insights-report-and-future-outlook

What some of our lecturers say

This offering is for techies
with a creative flair:
adventurous, playful, and with
a passion for innovative and
interactive human-machine
interfaces. They enjoy
networked thinking and are
keen to learn by trying things
out themselves whenever
they can.

Marcel B.F. Uhr, lecturer and
head of research project at
the HSLU’s Immersive
Realities Center

HSLU

Students expect different things today
than they did twenty years ago. We take
this into account by offering holistic
learning experiences that allow the
students to solve concrete problems and
test their skills and knowledge in the
process. Also, by learning from each other
through collaboration, feedback and
coaching.

Prof Dr Aljosa Smolic, lecturer in the BSc
in Immersive Technologies program and
Co-Head at the HSLU’s Immersive
Realities Research Lab



What some industry experts say

HSLU

As a consultant on digitalization, our
clients are increasingly asking for services
in the field of immersive technologies. The
new offer meets a current need of ours as
an IT company for well-trained specialists.
We welcome the international orientation
of the program, which meets our
expectations of a modern education, as it
promotes collaboration and broadens the
horizons of the students. Accordingly, we
could already use graduates of the BSc
Immersive Technologies in projects
today.»

Simon Boss, Chairman of the board, Boss
Info AG

Immersive technologies are not only
exciting and forward-looking, they are also
fun! There are countless fascinating topics
and a huge potential of creative ideas and
business approaches. This degree program
is definitely a big step in the right
direction. Our industry needs capable
experts to help shape the future.

Romina Schoni, Experience Lead, Rimon
Technologies



hslu.ch/pibs - Studying at HSLU with a baccalaureate

Bachelor of Science Ab dem ersten Tag:

4 Jahr « Arbeitswelterfahrung sammeln und an der HSLU
| studieren.

3 Jahr 5  enge Verzahnung von Theorie, Praxis &

40 % &0 % Skiiditira Anwendung in der Arbeitswelt.

: 0
2. Jahr Praktikum » beschaftigt bei einem erstklassigen Arbeitgeber.
 Unterstutzung der HSLU bei der Praktikumssuche.

1. Jahr

- finanzielle Unabhangigkeit wahrend des

Studiums
2

Matura

HSLU in nur 8 Semestern zum berufsqualifizierendem Bachelor-Abschluss!



mailto:pibs.informatik@hslu.ch

hslu.ch/pibs - Studying at HSLU with a baccalaureate

Bachelor of Science

4th year

3rd year

2nd year

1st year

40 %
apprenticeship

HSLU

Technical pre-course

Baccalaureate

In just 8 semesters to a professionally qualified bachelor's
degree AND gaining work experience!

« Gain work experience from day 1 and study at HSLU

« Close integration of theoretical learning & practical
experience and application in the real world of work

« Employed by a first-class employer
« Support from HSLU in the search for an internship

« Financial independence during your studies



mailto:pibs.informatik@hslu.ch

A peak into student projects




Object-oriented programming (15t semester)

— - Link to Youtube - —

HSLU

Students had to develop a
simple but working
application to demonstrate
the understanding and
application of core
primciples of object-
oriented programming in
C#.

They were encouraged to
use AR/VR and Unity -
together with a headset like
the Meta Quest 3, but it
was optional.


https://www.youtube.com/watch?v=8E6rCbHVU3g

Object-oriented programming (15t semester)

Virtual Reality

Thowing Booth N\

= Students had to develop a
simple but working
application to demonstrate
the understanding and
application of core
primciples of object-
oriented programming in
C#.

= They were encouraged to
use AR/VR and Unity -
together with a headset like
the Meta Quest 3, but it

was optional.
\ P J

— Link to Youtube S

HSLU


https://www.youtube.com/watch?v=ro-ow1HWQeQ

3D-modelling (1st semester)

= As a final project, students
were asked to model a 3D
museum where they can
display the objects that
they modeled during the
semester

— - Link to Youtube

HSLU


https://www.youtube.com/watch?v=g9zzZej-AQs

3D-modelling (1st semester)

Link to Youtube

As a final project, students
were asked to model a 3D
museum where they can
display the objects that
they modeled during the
semester


https://www.youtube.com/watch?v=_VBVK1h1EA8

3D-modelling (1st semester)

As a final project, students
were asked to model a 3D
museum where they can
display the objects that
they modeled during the
semester


https://www.youtube.com/watch?v=zfB1Yxj5sOs

L\ { |
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Some use cases of immersive technologies



Use cases: Police

Deescalation training &
crime scene
reconstruction, etc.

= transforming police
training and operations by
providing realistic, risk-
free environments for skill
development and
enhanced situational
awareness.

enabling detailed,
interactive, and accessible
visualizations of crime
scenes, allowing
investigators to analyze
evidence, present
findings, both for
iInvestigative purposes
and courtroom
presentations.



https://www.youtube.com/watch?v=sCtFx2qE5u0
https://www.youtube.com/watch?v=cGhTlnWhFLU
https://www.youtube.com/watch?v=sCtFx2qE5u0&t=1s

Use cases: Info-/Entertainment

— Link to Youtube —

= Did you know that when
you watch a football
game on TV at home -
you see different ads
than someone in France?
Well, you are consuming
AR without noticing it ©

= transforming the
information and
entertainment sectors by
creating more engaging
and interactive
experiences



https://www.youtube.com/watch?v=ZT5smuLlztM

Maintenance /
Training, etc.

Use cases: Public transport

= Immersive technologies
can help identify
potential maintenance
issues early on,
improving the reliability
and safety of vehicles.

= The Swiss Federal uses
VR to train assembly
electricians, leading to
significant improvements
in their exam
performance.

Link to Youtube —



https://www.youtube.com/watch?v=BeAiJa42hMQ

Use cases: Gastronomy / Tourism

Augmented menu /
Projection mapping /
Virtual Hotel Tours

= Immersive technologies
are transforming the
gastronomy and tourism
sectors by creating
interactive and engaging
experiences.

= These technologies allow
for virtual tours of
restaurants and
destinations, simulated
dining experiences, and
Link to Youtube enhanced learning
opportunities for culinary
professionals.

— L}nk to Youtut))e S—



https://www.youtube.com/watch?v=Z39rf63zdL8
https://www.youtube.com/watch?v=WxzMbBCzZe8&t=14s

Use cases: Retail

Product visualization

= Immersive retail is
changing how customers
connect with brands and
products in physical
stores.

= Using technologies like
AR, VR, and AlI, retailers
of all sizes can create
memorable moments
that build loyalty and
drive sales.



https://www.youtube.com/watch?v=3kdwiuSpuxQ
https://www.youtube.com/watch?v=Z9OPGDGW4fc
https://www.youtube.com/watch?v=YHzSojFpQl0

Use cases: Medicine / Health

= Immersive technologies

are revolutionizing
healthcare by offering
new ways to train
medical professionals,
improve patient care,
and enhance
rehabilitation.

Link to Youtube

= These technologies
provide realistic
simulations, remote
consultations, and
interactive learning
experiences,
transforming various
aspects of the medical
field.

Link to Youtubée



https://www.youtube.com/watch?v=PajsPrf1d_s
https://www.youtube.com/watch?v=GdUqidFcaew
https://www.youtube.com/watch?v=bx98Bh5VZwo

Use cases: Therapy

Treatment of stroke
patients / phobias.
etc.

= In stroke rehabilitation,
VR offers engaging and
tailored therapy for
motor and cognitive
functions, potentially
improving outcomes.

= For phobias, VR-based
exposure therapy allows
patients to confront their
fears in a safe, controlled
environment, helping
them to overcome
anxiety and develop
coping mechanisms.

a— ink to Youtube

. Link to Youtube R

HSLU


https://www.youtube.com/watch?v=iC-pbZLgZzA
https://www.youtube.com/watch?v=NQZ60paehBE

Use cases: Marketing/Communication

Individual try-outs,
product
rStvie ' - visualisation

THE HOTTEST JEWELRY

= Immersive technologies
are revolutionizing
marketing and
communication by

' " creating engaging,

BEST BAGS AND PURSES i 1 T interactive, and

Q. 6 - memorable experiences

for consumers.

= These technologies allow
businesses to connect
with customers in new
and deeper ways,
fostering emotional
connections, increasing
brand loyalty, and driving
sales.

a— ink to Youtube —

HSLU


https://www.youtube.com/watch?v=yTFpvSARVIE

Use cases: Data Visualization

Museums,
exhibitions,
brain scans etc.

= Immersive technologies
are revolutionizing data
visualization by allowing
users to interact with and
explore data in a more
intuitive and engaging
way than traditional 2D
methods.

= These technologies
create «data
experiences» where
users can literally step
into their data,
manipulate it in real-
time, and gain deeper
insights.

HSLU


https://www.youtube.com/watch?v=8tPDIR9N6Ww

Use cases: Aviation / Automotive

= Immersive technologies
are transforming the
aviation and automotive
industries by enhancing
training, design, and
customer experiences.

= These technologies offer

realistic simulations for
training pilots and
mechanics, improve
design processes through
virtual prototyping, and
create engaging
customer experiences
with interactive
showrooms and
personalized product

\_ demonstrations.

Link to Youtube —

HSLU


https://www.youtube.com/watch?v=dNYb4U8fJcs

Use cases: Architecture

Interior design
planning,
visualisation etc.

= Immersive technologies
are used in architecture
to help designers
visualize and
communicate their ideas.

= Architects use them to
communicate their ideas
to clients and colleagues.

a— ink to Youtube

HSLU


https://youtu.be/wM17A1KLiRw
https://www.youtube.com/watch?v=wvzjpLC7bqo

Use cases: Industry

Manufacturing
remote assistance,
process planning etc.

= Immersive technologies,
are transforming various
industries by creating
interactive, 3D digital
environments.

= These technologies offer
numerous benefits,
including enhanced
training, improved design
and prototyping, and
more efficient
workflows.

HSLU


https://www.youtube.com/watch?v=cAhogNxycu4
https://www.youtube.com/watch?v=JBD9Op7LH9M

