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Virtual-Reality Lab & Smart Industry Lab
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Visualize consequences and 
dependencies of choices
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It’s always about

understanding

possibilities
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Virtual Reality @ UT
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Specialistic

When will it 
recover the costs

Unclear when 
to use

Expensive

A lot of preparation

Distracting
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Know and understand relations and interdependencies
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Art

Industrial Design Engineering

Business 

administration

Electrical 

engineering

Behavioural

sciences

Informatics
Mechanical 

engineering

‘Industrial 

styling’



Student Driven learning

The student takes control and 

ownership of his/her own learning

Critical attitude by the students

Students and teachers have a 

conjoint responsibility in education 

and learning and can adapt to each 

other. 

Actual research or design questions 

should directly be integrated in the 

lectures

Project-led education

Immerse students quicker and more 

profoundly in the field of expertise 

they are educated in 

Convince one another using clear 

arguments 

Personalizing the educational 

elements, while making use of the 

dynamic atmosphere of a 

collaborative group project
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Mechanical engineering

Industrial styling

Behavioural sciences

Business administration

Informatics

Electrical engineering

Student 1

Student 2

Student 3

Each individual student may 

gradually discover where 

his/her personal interest is

 and what the 

unique ‘fingerprint’ 

of that student will be. 
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Tutoring Personalization

Bachelor 1 Bachelor 2 Bachelor 3



Project Virtual product development

10 EC

Toolbox

Collection of 11 small courses, each 

tool covers a specific subject

Aimed at implementing the provided 

knowledge directly in the project

Every student follows 

6 tools

Creating deliverables 

relevant for the project


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Solution

Problem

Problem

Problem

VR





If yes, we can use VR in a way that is more

▪ appropriate

▪ effective

▪ efficient

▪ robust

▪ in-time

▪ integrated

▪ optimal

▪ flexible

▪ lean

▪ agile

Can this transition be

• Depicted ?

• Explained ?

• Interpretated ?

• Predicted ?

rationalVirtual Reality 

is in a constant transition
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Communication 
with VR: trigger for 
discussion

1

VR for expression of 
creativity

2

VR to try-out the 
future

3







Arm and hand of all users are captured
• And projected on the tabletop

• Allow for physically pointing at objects
• And sharing physical objects



Tabletop contains multi-touch screen
• Both locations can manipulate the same content

Camera located at approximately eye level

Image of virtual participants projected on half-
transparent fabric
• Projected images same physical dimensions 

as captured image
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A Virtual Reality paradox….
With increasing cost,
usually the genericity of a VR solution 
diminishes.
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Communication 
with VR: trigger for 
discussion

1

VR for expression 
of creativity

2

VR to try-out the 
future

3
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What is the goal of using VR?

The use itself is never the goal !





QUESTIONS  
DISCUSSION


