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1: Introduction to Immersive
Media & Al
TMEREARSE ATEESIS

Format: Theoretical + Workshop

* Lecture 1: Introduction to XR
terms: VR, AR, MR, Spatial
Computing.

* Lecture 2: Introduction to
Gamification & Serious Games.
* Lecture 3: Introduction to Al in
immersive media: content
generation, design support, data
analysis.

* Group formation & first
brainstorming exercise.

2: Immersion Storytelling
and Presence
MR ENES IR AR

Format: Theoretical + Workshop

* Lecture 1: Storytelling in
immersive media: storyboarding,
pacing, and information flow
design.

* Lecture 2: UX design
considerations for VR.

* Lecture 3: Key concepts in VR:

Presence, Immersion, Place
[llusion, Plausibility.

* Guest lecture: Storytelling in
XR.

* Hands-on Workshop: Using Al
brainstorming tools (mind-
mapping Al) to refine group
project ideas.

 Students presenting and
discussing the initial project
concepts.

+ Setting up VR headsets

3: Augmented Reality & Al
Vision

IEERMT S AT ERENT
Format: Theoretical + Workshop

Lectures 12 E#

e Lecture 1: Introduction to AR
concepts, terminology, and
examples.

e Lecture 2: How Al enhances
AR object recognition, sensor
fusion, and edge processing.

Workshop LR

* Exercise: Playing and
analyzing an AR game in
groups.

* Workshop: Hands-on AR
prototyping.

* Workshop: Designing
embedded Al perception
systems for real-world
interaction.

4: Nordic Human-Centered
Design & Prototyping
JERIRITHEH- AR R BIREIZ T
Format: Workshop heavy

* Lecture 1: Nordic Product
Design & Design Thinking

* Lecture 2: Nordic Human-
Centered design principles
integrating human—-machine
interfaces (HMI) into immersive
prototypes.

* Workshop: Setting up a Unity
scene for group projects.

* Design Thinking Workshop for
Al-Driven Immersive Systems

* Workshop: Al in design
workflows: Al_x0002_assisted 3D
modeling and environment building.

5: Guest Lecture & Information
Architecture
=R E B RE

Format: Guest Lecture + Workshop

* Lecture 1: Information Architecture
for Immersive Systems: principles
of navigation, interaction flows, and
data structures in VR/AR.

* Guest lecture Design Practices.

from industry expert on Al
applications in immersive.

* Workshop: final student projects.
» Exercise: Information architecture in
VR: how to structure content for clarity
and engagement.
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6: Audio Design & Generative
Sound

AR EERNEM
Format: Guest Lecture +
Workshop

* Guest Lecture: Audio

Design. How sound influences
presence, immersion, and user
emotion.

Lecture 1: Introduction to
generative audio using Al (e.g.
adaptive soundscapes)
Lecture 2: Sound design and
spatial audio for immersive
environments.

* Lecture 3: Generative Al for
music andsound composition.

* Hands-on session: Using Al-
based audio tools to create
interactive sound experiences
for VR/AR projects.

7: Evaluation Methods & Al
in Analytics

A ES A TSRS
Format: Theoretical +
Project-based

* Lecture 1: Evaluation methods
in interactive systems usability
testing, experience
measurement, and Al analytics.
Designing evaluation methods:
triggers, logging user behavior,
post x0002_experience
questionnaires.

* Lecture 2: How Al can support
evaluation (data_x0002_driven
insights,

sentiment analysis).

* Workshop: Collecting and
analyzing user data from VR
experiments using Al tools for
pattern recognition.

* Workshop: Groups implement
triggers in their Unity scenes,
with Al support for data
processing

* Preparation for final project
presentations.

8: Intelligent Electronic Systems &
Communication Technologies
MRNRARFEREBFRMEA
Format: Theoretical +
Project-based

Lectures 1RfEFE 7R

* Lecture 1: Electronic information
systems in immersive environments,
data transmission, sensors,
embedded computing.

* Lecture 2: Integrating Al with
communication technologies (loT,
5G/6G, edge computing).

Workshops SLi% 3 &%

* Exercise: Future of electronic
information technologies in
immersive media.

* Workshop: Build an intelligent
sensing module

Independent Project
Development Day
mERA

Format: Project-based
Full-day group work

* Instructor + Al assistance
for coding, design, narrative,
and

sound.

Optional consultations on
technical implementation
(Unity / Al workflow).
Check-ins with each group
for final refinement.

*Demo: Signal processing &
visualization in Unity or
Python.

* Preparation of presentation
materials for Demo Day.

Demo Day & Feedback
B &
Format: Showcase

Closing discussion:

* Future of immersive
technologies.

* Reflection on VR/AI integration.

* Final project presentations
by student groups.

* * Public demonstration of
projects.

* Peer, instructor, and invited
critic feedback.
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