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Empathize
Step 1 of Design Process
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LEARN LEARN LEARN

• Ethical dilemmas
• Accountability

• Distinguishability

• Moral decay and dehumanization

• Benchmarking
• iRobot
• SnapAI
• Black Mirror

China builds Covid quarantine camps

https://www.cnbc.com/2023/10/06/snap-ai-

chatbot-privacy.html

https://www.cnbc.com/2023/10/06/snap-ai-chatbot-privacy.html
https://www.cnbc.com/2023/10/06/snap-ai-chatbot-privacy.html


How do we build this? What should we show? What software do we 
use?

How long should it be? Should it be specific or general?

Focus on Storytelling. Focus on the emotions. Focus on the users.

Before Client Meeting #1

After Client Meeting #1

Client Meeting #1 Takeaways



Define
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What is the problem?
• A world with 

Autonomous Weapons

Problem statement

How solve the 
problem?

• VR world
• 1 minute

Why is it a problem?

• Who it Impacts
• Ethical issues
• The world will 

change



Client's needs

- What is the Raw Data?

- Purpose of Groupings and 
rating



Target Specification

• Standards set for Target Specification (Units 
used)

• Method of Verification (calculations, survey, 
observations, etc.)



Ideate
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TECHNICAL ADAPTATIONS

Deriving Adaptations:
• CHALLENGE:

Navigating the design 
process within an 
imagined world



IMPLEMENTING ADAPTATIONS



STORYBOARDING & SCRIPTING
(THE HUMBLE BEGINNINGS)



Prototype
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Assets



Assets



Prototype I

Likes Dislikes

Good Storyline Lack of initial clarity

Ethical Concern Complex

Accessibility Void of Content

Little adaptions



Prototype II

Changes Made:
• Simplification of Storyline and 

VR Environments

• Simplification of Video and 

Interactive VR Experience

• Enhancements for User 

Understanding

• Refinement of Narration

• Allocation of Budget for 

Premade Environments.



Testing Results
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using google forms to acquire 

feedback on our prototypes we were 

able to pin-point our projects 

weakness. The feedback showed us 

that our first prototype wasn’t very 

relatable and was hard to 

understand; 



Simplify

Based on the feedback we 
decided to use a modular city 
pack this allowed us to 
streamline the process of 
building our environment.



Testing The VR Environment

We used the HRDP wizard but there is 

a bug that will crank up the intensity of 

the light, leaving everything washed 

out with white light.

We ran into a problem when changing the 

render pipeline where most materials 

would turn pink. To fix this we need to use 

the HDRP wizard in unity.



Angling the rain to make it 
appear that there is wind and 
it give it a more realistic feel

Pieces of paper floating 
in the wind 

Sparks coming from 
electrical wires

RAIN PAPER SPARKS

Testing VFX



Look Ahead
13 days until design day!
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Rehearse and Record 
the narration, add 

footsteps, rain, and ensure 
the audio is smooth (no 

bugs)

Make sure all the 
interactions have their 
appropriate scripts and 

there are no issues

Record and edit the final 
video, make sure it is 

within the parameters
(testing)

Add Audio Add Scripts Record Video

OBJECTIVES



Thank you for Listening

Questions?
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