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Proof Of Concepts technologisch luik

POC 1 Gas analyse stand:
 Electromechanica

POC 2 Brand evacuatie training:
* Velligheidsinstituut
» Opleiding Toegepaste informatica en Elektronica ICT
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POC 1 Gasanalyse stand

Integratie van CAD modellen
Omgeving en Intro

Interactie

Adaptive interface V1

Motion capture Ergonomie & data




Integratie van CAD modellen

* 1 geheel bij export

* Individueel exporteren van
componenten helpt bij interactie

e Export naar game-engine 3d formaten
helpt bij performance




Intro & Omgeving

Introductie naar belangrijke
handelingen

Eerste Interactie met componenten
Uitleg van de trainer(Ghost)

Herkenbare omgeving maar niet te
afleidend!




Interactie

* Handelingen moeten direct
vertaalbaar zijn naar praktijk

* De trainee moet toegang hebben tot
alle data van elke component

* Tussenkomstvan de trainer




Adaptive Interface V1

* Expertise tijdens development

* Mogelijkheid voor de trainer om zelf
de scenario’s te bepalen

* Verhoging van de ROI

Zie whitepaper
Slide 7, 17

JSON

HTTP(S) or
Packaged as file into project

VR Training in Unity







Mocap & VR

Voordelen:

« Geen fysiek testgebied
vereist

» Kritsiche fouten sneller
herkenbaar

* Verzameling van data

 Embodiment
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AP

Mocap & VR

Nadelen:

* Hoge kost

« Synchronisatie blijft op dit
moment een complex
probleem

AP HOGESCHOOL
ANTWERPEN
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POC 2 Evacuatie training

* Problemen
* |nspiratie

* Visual coding => visual scenario
bouwer

 Model overview
e Future Work(ChatGPT,




Benefits of VR training

Due to its convincing depiction of reality, VR is an effective medium for developing
and practicing skills.

Combined with instructional design, it can have a more significant effect on learning

efficiency, learning curve, and retention than classical lectures or instruction videos.

The amount of VR training simulations has grown
exponentially.




Problems with VR training

VR controllers do not accurately mimic the motor
patterns of actual movements.

The environments look unrealistic.

The training is static, not tailored to the user’s skill
set, and little replay value.

Building VR trainings is expensive & time consuming,
therefore a low return on investment.




Problems with VR training

VR controllers do not accurately mimic the motor
patterns of actual movements.

The environments look unrealistic.

The training is static, not tailored to the user’s skill
set, and little replay value.

Adaptive VR training
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https://www.bosch-easycontrol.com/media/easycontrol/migration/



https://www.bosch-easycontrol.com/media/easycontrol/migration/ifttt-diagram_1170x659.jpg
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https://docs.unrealengine.com/5.0/en-US/blueprints-visual-scripting-in-%20unreal-engine/

Deployment diagram — adaptive interface(POC 1: interatie V1 &
POC 2: geavanceerde versie)

(@]

Training scenario editor

-
Feedback
HTTP(S) or
Packaged as file into project
i : VR Training in Unity

Personalisation

Er=

Frocedural generation




Example scenario

AdaptiveFire

Intensity: 10
Position: (0, 0, 0)

Rotation: 0

Reaction
Condition
Operator: >= AdaptivePerson
SourceValue: 20 —» Panic: false
Action Position: (0, 0, 0)

TargetValue: true

Rotation: O




Voorbeeld GUI

modal-content

Reaction

IF SOURCE 20  THEN SET TARGET TO Yes

Save Changes

Fire Person
Intensity Panic
10 < b No
Position Position
(0,0,0) (0,0,0)
Rotation on plane Rotation on plane
0 0




ChatGPT als Visualcoder
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rate 14 pomnt lights at rarndom points.




Vragen?

Contact:

Lowie Spriet (lowie.spriet@ap.be)

Kristof Overdulve (kristof.overdulve@ap.be)
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