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Little Hero Wins the Masks: Virtual Reality Creation of Taiwanese Classic Comics
Chun-Cheng Hsu

National Chiao Tung University, Industrial Design Group, Institute of Applied Arts

Chun-I Lee

National Taiwan University of Arts, Department of Multimedia and Animation Arts

Yu-Cheng Li

Gelly Bomb Games
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Shih-lien Yen, Anna Libbie Grossman, Jeffrey Huang, Gahyae Ryu, Jihyun Her, Jungwoo Kim, Jinyoung
Sung, Peiyu Lai

California Institute of the Arts
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Space Fusion: Context-Aware Interaction Using 3D Scene Parsing
Hiroyuki Yabe, Daichi Ono, Tsutomu Horikawa
Sony Interactive Entertainment Inc
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Rapture of the Deep VR

Monja Dietrich, Enzio Probst, Vincent Suttner, Theres Buehler

Filmakademie Baden-Wirttemberg GmbH
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Mochitsuki: A real-object-based, interactive haptic interface
Yuto Mori, Kyuma Watanabe, Masayuki Iwata, Hideki Kawai, Yasuyuki Yanagida
Meijo University
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MR360 Interactive: Playing with Digital Creatures in 360° Videos
Taehyun Rhee, Andrew Chalmers, lan Loh, Lohit Petikam, Ben Allen

CMIC, Victoria University of Wellington

DreamFlux

Kazuki Kumagai
OLM Digital, Inc.

Ken Anjyo
OLM Digital, Inc.
CMIC, Victoria University of Wellington

Kosuke Sugai, Gakuji Nomoto
The Pokémon Company
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FiveStar VR: Shareable Travel Experience Through Multisensory Stimulation to
the Whole Body

Kouichi Shimizu, Gaku Sueta, Kentaro Yamaoka, Kazuki Sawamura, Yujin Suzuki, Keisuke Yoshida, Vibol
Yem, Yasushi lkei, Makoto Sato

Tokyo Metripolitan University

Tomohiro Amemiya
NTT Communication Science Laboratories

Koichi Hirota
University of Electro-Communications

Michiteru Kitazaki
Toyohashi University of Technology
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Lotus: Enhancing the Immersive Experience in Virtual Environment with
Mist-based Olfactory Display

Yang-Sheng Chen, Ping-Hsuan Han, Chiao-En Hsieh, Jui-Chun Hsiao, Yi-Ping Hung

National Taiwan University

Kong-Chang Lee, Che-Ju Hsu, Chien-Hsing Chou
Tamkang University

Kuan-Wen Chen
National Chiao Tung University
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HapTwist: Creating Interactive Haptic Proxies in Virtual Reality Using Low-cost
Twistable Artefacts
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Muscle Action VR to Support Embodied Learning Foundations of Biomechanics
in Musculoskeletal System

Jinsil Hwaryoung Seo, Michael Bruner, Austin Payne, Margaret Cook, Ben Heymann

Soft Interaction Lab

Dept. of Visualization, TAMU

Erica Malone, Michelle Pine
Dept. of Veterinary Integrative Biosciences
Texas A&M University

Steven Leal, Shinjiro Sueda
Dept. of Computer Science, TAMU

Brian Michael Smith
Santa Clara University
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Trajectile Command
Adam Twite
Micosmo
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Flow Zone: A Cross-Modal Music Creation VR Experience to Induce Flow
Tanner L. Person

Benjamin Outram

Kouta Minamizawa

Keio University Graduate School of Media Design
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Self-Umbrelling Turns Over Subjective Direction of Gravity
Lei Gao, Robert W. Lindeman
University of Canterbury

Huidong Bai, Mark Billinghurst
University of Auckland

Weiping He
Northwestern Polytechnical University

Kenri Kodaka
Koyo Mori
Nagoya City University
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Games In Concert - Collaborative Music Making in VR
Simon Pfaff

Olav Lervik

Reto Spoerri

Eleonora Berra

Margarete Jahrmann

Martin Neukom

Zurich University of Arts
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Art Plunge: Experiencing the Inner Worlds of Famous Artworks
Martin Eklund

Martin Christensen

Space Plunge
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“The player is the star” - Futuristic vision for Mixed Reality World
Hirofumi Motoyama
BANDAI NAMCO Studios Inc
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Haptopus : Haptic VR Experience Using Suction Mechanism Embedded in
Head-mounted Display

Takayuki Kameoka

Yuki Kon

Hiroyuki Kajimoto

The University of Electro-Communications
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Oceans We Make: Immersive VR Storytelling
Ashima Thomas, Abhi Kumar, Race Krehel
Warrior9 VR

Kay Vasey
MeshMinds

Eng Tat Khoo
NUS

Tim Marsh
Griffith University

Benjamin Junting Li

NTU
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Proxima Centauri: Narrative VR Employing Interaction with a Virtual Vehicle
Paul DeBaun, Alex Young, Sarah Martin, Chance Cochran, Katherine Crossan, Daniel Raitz, Zach Shore,
Austin Brennan, Cassidy Lamm, S. Thaddaeus Wassynger, Christian Sharpe, Philip Hatfield, Erik Reed,
Walter Fulbright, Tommy Bui, Todd Anderson, Eric Patterson, Insin Kwon, David Donar, Victor Zordan
Clemson University
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Real-time Visual Representations for Mobile Mixed Reality Remote Collaboration
Lei Gao

Robert W. Lindeman

University of Canterbury

Huidong Bai
Mark Billinghurst
University of Auckland

Weiping He
Northwestern Polytechnical University
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