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O design audiovisual na construgdo de
ambientes digitais imersivos de realidade
estendida: apresentagdo dos projetos em curso

Luis Felipe Abbud, Giselle Beiguelman
design de audiovisual;imagem eletrénica;imagem técnica;realidade

estendida; design de imersao

Esta pesquisa explora o design de audiovisual como campo para problematizagdo
daimagem eletrbnica, e o modo com o qual diferentes formas de experiéncia sécio-
espacialpodemsermediadasporela. Temcomotdnicaaanalisedaespacialidadeque
emerge darealidade estendida (conjunto de tecnologias composto pelas realidades
virtual, aumentada e mista), a luz do significativo avanco no desenvolvimento
de dispositivos tecnolégicos e produtos de design para experiéncias imersivas.
Tem como objetivo a investigacdo e identificagdo dos componentes elementares
para projetos de realidade estendida, enquanto campo transdisciplinar envolvendo
design grafico (interfaces de usuarios para programas e aplicativos), de objeto
(dispositivos tecnolégicos mediadores de experiéncias imersivas) e de experiéncia
(programacdodejogos, aplicativos e plataformas digitais), evisaaelaboragdodeuma
metodologia consolidada para realizagdo do projeto de experiéncias ambientais
dessa natureza. Sua primeira fase em curso se baseia em dois eixos: um tedrico,
de contato com a produgdo de autores estudiosos da imagem técnica, bem como
artigos, portais e féruns especializados, e outro pratico, com o desenvolvimento
de projetos relacionados a experiéncias digitais imersivas, enquanto exercicio
de dominio progressivo das tecnologias open source de programagdo vigentes.
A pesquisa, metodologicamente afinada com as praticas de research by design,
contempla enquanto resultado parcial a confeccdo de quadros comparativos
e analiticos dos termos e conceitos trabalhados, e a sistematiza¢do preliminar
dos elementos utilizados na concepg¢do e design dos projetos “"Maquina Olho™,
“Brincando com Confianca™,
desenvolvidos como experiéncias em realidade virtual e aumentada. Em seu

m m

“’Demonumenta™ e a “Plataforma iMago™,

atual estagio, a pesquisa encampa o desafio do estabelecimento de critérios para
coleta e analise de desempenho das diferentes experiéncias por seus respectivos
usuarios, de modo a criar bases para que, na segunda fase desta pesquisa, possa
ser desenvolvida a metodologia de projeto pretendida.
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Recent design research findings
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Audiovisual design in the construction

of immersive extended reality digital
environments: presentation of ongoing projects
Luis Felipe Abbud, Giselle Beiguelman

audiovisual design; electronic image; technical image; extended
reality; immersion design

This research explores audiovisual design as a field for problematizing the
electronic image, and the way in which different forms of socio-spatial experience
can be mediated by it. Its focus is on analyzing the spatiality that emerges
from extended reality (a set of technologies composed of virtual, augmented
and mixed realities), in the light of the significant advance in the development
of technological devices and design products for immersive experiences.
Its objective is the investigation and identification of the elementary components
for extended reality projects, as a transdisciplinary field involving graphic design
(user interfaces for programs and applications), object design (technological
devices that mediate immersive experiences) and experience design (game
programming, applications and digital platforms), and aims to develop a
consolidated methodology for the design of environmental experiences of this
nature. Its first ongoing phase is based on two axes: a theoretical one, based on
the contact with the production of experts in technical image, as well as articles,
portals and specialized forums, and a practical one, based on the development of
projects related to immersive digital experiences, in order to obtain the required
progressive mastery of open source programming technologies currently available.
Methodologically aligned with research by design practices, this work contemplates,
as a partial result, the preparation of comparative and analytical tables of the
terms and concepts worked, and the preliminary systematization of the elements
used in the conception and design of the projects “"Maquina Olho™, “Playing
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, “’Demonumenta™ and the “iMago Platform™, developed
as experiences in virtual and augmented reality interfaces. In its current stage,

with Confidence

the research undertakes the challenge of establishing criteria for collecting and
analyzing the performance of the different experiences by their respective users,
in order to create bases so that, in the second phase of this research, the intended
design methodology can be developed.
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