











Appendix II: FutureLab Industry VR Projects

NOTE: This listing captures the majority of major industry examples. See the AEC website for a complete listing.
<http://www.aec.at/en/archives/pp_center_inst_chronolog.asp>

o  MCE (Voest)-Turbine (1996)
A virtual model of a Kaplan turbine that simulates the behavior of the water flowing through the
turbine making it possible to conduct elaborate simulations of currents in real time.

e  Siemens-Mobile Workshop (1997)
Organized for the celebration of Siemens’ 150" anniversary, a networked “VR conference” of one

of the world’s first networked CAVE environments, making it possible to establish audio and VR
contact via an ATM link between the Siemens Inter Communication Center in Berlin and the Ars

Electronica Center.

e  Fronius-Industrial Welding (1997)
An application illustrating the usage of a high-speed video technique for research in the field of

industrial welding, exhibited by the company on different fares for promotion purposes.

o  Wittman-Robots (1998)
A digital double of a robot unit for the robot manufacturer Wittman. Their innovative
programming device has been visualized in shape of a virtual menu control in the CAVE.

¢ VAl-Virtual Heavy Plate Mill (1999)
Another project for Voest Alpine Industrianalgenbau, presenting the operations of a heavy plate
mill from any possible vantage point and in the context of its realistic surroundings.

e SINUS Park (1999)
An architectural visualization of the Theodor Kémer Park residential development, in

collaboration with Linz developer Sinus Builders and Linz architectural firm Team M.

» VAI-Training Simulator (2000)
Developed for the steel manufacturer Voest Alpine Industrieanlagenbau, a 3D rendering used for

training on continuous casting plants as well for marketing/promotion purposes.

¢ Siemens-Hybrex Simulator (2000)
As the 3D-extension of the HYBREX-Simulator by Siemens for heavy plate mills, an application
that simulates the operational procedures of an actual plant facility and features a realistic setting
that was presented under the name I-Wall at the market launch of the simulator at the Metals and

Metallurgy 2000 trade fair in Beijing.

e Via Donau-Inland Waterway Craft (2001)
A CAVE application visualizing an inland waterway craft. The application was part of a
marketing campaign for a company named Via Donau.

e LL.V.O.-Logistics Center (2002)
A visualization of a large logistics center for I.L.V.O. (a joint venture of the Austrian Federal

Railway and Gruppo Lucefin), presented as part of a virtual groundbreaking ceremony.
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Appendix III: Useful Links

Cultural Policy

e CIRCLE (Cultural Information and Research Centres Liaison in Europe)
http://www.circle-network.org/activity.htm

e Compendium of Cultural Policies in Europe (a site maintained by the Council of Europe)
http://www.culturalpolicies.net

e FOKUS (Austrian Association for Cuitural Economics and Policy Studies)
http://www.t0.or.at/~fokus/welcome.htm

e MEDIACULT (International Institute for Audio-Visual Communication and Cultural

Development)
http://www.mdw.ac.at/mediacult

o Osterreichische Kulturdokumentation (Non-university institute in Austria for applied
cultural research and cultural documentation)
http://www.kulturdokumentation.org/eversion/index.html

Digital Culture Networks

e ENCART (European Network for Cyber Arts)
http://www.encart.net/

e EBN (European Cultural Backbone)
http://ecb.t0.or.at

e Index to other organizations
http://www.v2.nl/~andreas/links/networks. htmi

Private-Nonprofit Partnerships

e Association for Art and Business
http://www.aandb.org.uk/

e Austrian Business Committee for the Arts (member of CEREC)
http://www.iwk.at/en/iwk/default.html

e CEREC (European Committee for Business, Arts and Culture)
http:// www.cerec.org

e [EG (US-based association providing sponsorship consulting services for corporate
sponsors and recipient organizations alike)
http://www.sponscrship.com
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