


Social Conflicts, Research for Development; SNF Schweiz, Guatemala 2018.




Innovedum Project with the Chair for Ecosystem Management, ETH Zurich 2017.










| Mixed Reality (MR) |

I — -— I
Real Augmented Augmented Virtual

Environment Reality (AR) Virtuality (AV) Environment

Reality-Virtuality (RV) Continuum
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Medium: 360-VR Videos
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Stories to tell



Stories to tell — Storytelling
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360-VR: Spatial Audio 4
> Blickrichtung leiten £
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»Sound has an influence on
perception: through the
phenomenon of added value, it
interprets the meaning of the
image, and makes us see in the
image what we would not
otherwise see, or would see
differently.«

MICHEL CHION: «AUDIO-VISION: SOUND ON SCREEN»>,
COLUMBIA UNIVERSITY PRESS, 1994.



Oxford University;
Himalayan Wolf Project
Geraldine Werhahn




ir of Ecosystem
Management, ETH Zurich
Prof. Dr. Jaboury Ghazoul

©
=
o




Medium: 360-VR Videos

Storytelling

Visualisierung / Sonifikation

N, dalitit von Audiovisq:ellen
Al

Connection; Structure, Logic;




Co-Design
Prozess



Knowing
Syour area-of
expertise = oAl

Collective

‘responsibility

lterative Respect
.~ design - & trust

process






