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Information Seminar – October 24, 2019 12-2.30pm Agenda 
Wagga Wagga Campus Building 14 Room 212 

 

We propose establishing a world-class research centre in eXtended Reality (CSU XRC) that would enable 

us to become a Core Participant in a national Cooperative Research Centre (CRC) and enable future-

focused research at CSU in order to achieve the University Strategy 2022. There is strong interest across 

the university faculties and schools. 

There are thus two processes to enable us to have a centre and be part of a CRC: 

 CSU XRC is the where the internal research happens with all the gear. 

 XR CRC is the big network that enables us to do industry-led research. 
 

Agenda 
 

 Introduction by Professor Eleanor Gates-Stuart 

 A brief demonstration of CSU’s current and proposed projects: 

o Andrew Hagan – application of game engine technology 

o Zeynep Tacgin – surgical training simulator in VR 

o Eleanor Gates-Stuart & Rafael De Lima – demonstration of science/art work 

o Kumar Raghav – uses VR to treat dental patients with anxiety/phobia 

o Bruce Pennay & Paul Grover – Bonegilla VR tour 

o Jonathan Medway & Alison Southwell – AgriPark – digital farm 

o Sam Bowker – speculative visualisation: the 'Digital Khayamiya' project 

o Ashad Kabir – AR/VR to enhance learning in education 

o Bernard Higgins – cultural application of 3D technologies: Wirruuwaa and the Giant 

Kangaroos 

o Ilena Young – Wangaratta VR equipment and schools project 

o Erica Yates  

 Q&A Session 

 Discussion – working party and industry consultation 

 Professor Michael Friend, Pro Vice Chancellor Research & Innovation – where to from here…  

https://www.csu.edu.au/division/strategic-planning/university-strategy
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What is the CSU XRC? 

The Charles Sturt University eXtended Reality Centre (CSU XRC) is a large-scale bid that will enable 

internal and external research capacity in Virtual, Augmented, Mixed and eXtended Reality 

(VR/AR/MR/XR) with a proposed start date of January 2020. This is a cross faculty project led by 

academics in the School of Communication & Creative Industries. CSU has demonstrated its readiness 

to fully engage in this domain after evidencing 20-years of high-end productions and proven technical 

achievements in the Animation & Visual Effects discipline. The CSU XRC provides a complete solution to 

answering one of the universities greatest challenges – building the internal capacity to meaningfully 

engage with contemporary and future-focused research in this rapidly emerging field. The CSU XCR 

creates multiple outputs directly aligned with achieving the University Strategy 2022 in an increasingly 

competitive market. 

 

What is the XR CRC? 

The eXtended Reality Cooperative Research Centre (XR CRC) is a large-scale bid lead by Deakin 

University that will drive industry-led research in universities specialising in Virtual, Augmented, Mixed 

and eXtended Reality (VR/AR/MR/XR) over the next 7-years. CSU has been invited to become a Core 

Participant in the Creative Industries due to the highly-reputable work evidenced by the Animation & 

Visual Effects discipline. The XR CRC would work directly with the CSU XRC to solve real-world problems 

and provide commercial solutions for industry partners that will form the backbone of the research 

program. The XR CRC is our gateway to a national/international network enabling true industry-led 

research in this rapidly emerging field key to the University Strategy 2022.  

 

Can either entity exist independently? Information about presenters 

 The CSU XRC can exist quite happily without the XR CRC – albeit outside of the industry 

network. 

 The XR CRC agreement could proceed but would face great challenges relying on an informal 

collective of academics using existing computers and undergraduate resources. 

 In summary, the CSU XRC, XR XCR and University Strategy 2022 are all interdependent and any 

approvals in the XR initiatives has the potential to provide huge gains across the board. 

 

Deakin-led Extended Reality CRC (XR CRC) 
Follow these links for an overview of the Cooperative Research Centres (CRC) Program and the Deakin-

led Extended Reality CRC Bid (XR CRC). 

 

  

https://www.csu.edu.au/division/strategic-planning/university-strategy
https://www.csu.edu.au/division/strategic-planning/university-strategy
https://www.business.gov.au/assistance/cooperative-research-centres-programme
https://crca.asn.au/future-cities-2-2-2-2-2/
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About the presenters… 
 
Andrew Hagan - School of Communications & Creative Industries, Faculty of Arts & Education 

 

 

 

Andrew is a lecturer, co-director of the Australian International Animation Festival (AIAF), Visual Effects 
Producer & Supervisor, Adobe Certified Expert (ACE), international judge, Autodesk Certified Maya 
Instructor, with relevant degrees in creative industries. He established Charles Sturt University’s Animation 
and Visual Effects specialisation. His experience over 20 years charting the rise of animation in popular 
culture and latest technologies driving digital visual effects production has provided him with professional 
expertise while supporting his educational interests in sharing comprehensive artistic theory and practice 
with others. 
Andrew has been working with Unreal Engine, the technology behind Fortnite and a multitude of 
entertainment/enterprise projects, since the first version was released in 1998. He will showcase how CSU 
has used this technology over the years and demonstrate what will be possible in the not-too-distant future. 

 

Dr Zeynep Tacgin, lecturer at Marmara University / Turkey & Post-Doctoral Researcher at CSU 
Zeynep has worked in the education technologies field for more than 10 years. 
Her Ph.D. thesis was about immersive virtual reality learning environments. She 
has been working on AR/VR/MR technology usage in education for 5 years. Also 
she designs and develops virtual environments for educational purpose. She has 
the interest to merge MR technologies and distance education.  
This project provides an immersive virtual reality learning environment for 
reinforcing conceptual knowledge and psychomotor skills of the nursing students. 

 

  
The required concepts related with preoperative procedures were embedded to the myVOR. The sample 
videos were used to teach procedures with regard to the surgical instruments preparation. myVOR has 
developed using Unity game engine and coded via C#. 224 surgical instruments were design using Solidworks 
and Oculus Quest was used as a standalone HMD. Development of myVOR was completed totally 6 months. 
The final version of myVOR includes four main scenes as (1) learning space, (2) video screen, (3) practice and, 
(4) instruction. myVOR provide audio and haptic feedback to the users also, they can follow their performance 
using the progress bar. 
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Professor Eleanor Gates-Stuart – Communications & Creative Industries and  
Rafael De Lima – PhD Candidate & Research Assistant, School of Communications & Creative 
Industries, Faculty of Arts & Education 

 

 

 

Catch Myself – Frame by Frame – sets out to capture collective stories, a means to resonate an experience, 
thoughts and memory into a virtual reality / immersive experiences. In placing object, artefact, message 
and sound in virtual environments, the means to experience these scenarios requires experimentation of 
merging the context with real environment and user engagement, taking account of new technologies.   
The ‘Catch Myself’ team (including Coralie McKenzie, Bernard Higgins and linking contributions from 

Samantha Dowdeswell and Dr Robert Lewis. Associate Professor Marguerite Bramble, Clinical Chair in Aged 
Care Practice Innovation, School of Nursing, Midwifery & Indigenous Health) has kindly consulted with us 
on dementia for the project. 
This research builds on the opportunity to merge science-art-technology. The recreation of visual 
mindscapes (memory-idea-new thoughts-images) have potential positive benefits for our society in 
terms of working in areas of age-care population and health. This is an ideal outcome in extending the 
application of arts to applied research in the sciences and investigating our technologies: the scope of 
our VR capability and 3D image build content.  

 

Dr Kumar Raghav – Lecturer in Clinical Dentistry, Faculty of Science 

 

 

 

 

Along with Kumar’s academic role as a lecturer, he is completing doctoral degree in Social and 
Behavioral Dentistry, from ACTA School of Dentistry (Ranked No: 2 in the world), Amsterdam, 
Netherlands.  

Kumar’s chief area of research interest is in virtual reality technology and its application in reducing 
dental anxiety. This is the first instance of using virtual reality in the treatment of dental anxiety and 
phobia. His Ph.D. study has found that Virtual Reality Exposure Therapy (VRET) could significantly 
reduce dental phobia and behavioral avoidance of adult patients, which may lead to better dental 
attendance and consequently better oral health. Kumar will be presenting about his experience on 
VRET in anxious dental patients. 
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Bruce Pennay, Adjunct Associate Professor, Institute of Land Water & Society and  
Paul Grover, Lecturer in Education, Faculty of Arts & Education  

 

 

 
Investigating Bonegilla https://www.bonegilla.org.au/education/virtual-tour.asp 
This online 3D virtual tour and historical investigation resource kit encourages inquiry-based and 
student-centred explorations of primary sources - including contemporary films, official documents, 
press reports, magazine stories and personal testimonies of migrants, all accessed online. The site 
meets the Australian History Curriculum requirements for virtual heritage site visits. 
OUTPUTS – Our intuitively navigated 3D virtual tour takes 
online visitors into and through a heritage place. Visitors 
can see the place outside and inside. We have studded 
the tour with You-tube videos and a picture trail. We 
have supplemented the tour with a drone flight to 
establish geographical context. Historical context is our 
prime concern. The resource kit takes visitors into Trove 
to find and use contemporary newspaper accounts of the 
place and into the National Australia Archives to use 
contemporary reports of incidents. It explores the central 
theme of the migrant experience by taking them to 
private memory pieces and contemporary observations 
of the migrant experience of the nation, drawing heavily 
on contemporary films. 

OUTCOMES –  
>School engagement. The work shows 
CSU supportive of schools. 
>Community engagement. Two council 
agencies supported our work. 
>Engagement with university 
community. This work is about a history 
teacher’s workplace. Hopefully it 
encourages work about other workplaces 
for which we prepare students. Are there 
possibilities for virtual tours of hospital 
triage, an ambulance station, a 
courthouse, a police station? 

TOUCHSTONES – Our two touchstones have been, first, to ensure our work followed closely the 
National History curriculum with its emphases on change and continuity and students exploring 
primary sources. Second, we wanted to ensure the work was school ready. Hence, we included stories 
about sex, murder, violence, secrecy and spies. Hence we ensured students worked at rather than just 
watched the films we included. We wanted them to do history. 

 

  

http://antispam.csu.edu.au:32224/?dmVyPTEuMDAxJiY1Yzk2OGYwY2M1OGIxOTkwYT01RDFFRTZDN184MzA1Ml8xMTgxMF8xJiZjYzU4Nzg1NDlkZWYwNzI9MTMzMyYmdXJsPWh0dHBzJTNBJTJGJTJGd3d3JTJFYm9uZWdpbGxhJTJFb3JnJTJFYXUlMkZlZHVjYXRpb24lMkZ2aXJ0dWFsLXRvdXIlMkVhc3A=
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Jonathan Medway – Senior Research Fellow – Spatial Agriculture (Graham Centre) and  
Alison Southwell – School of Agriculture & Wine Sciences, Faculty of Science 

 

 
 

 
 

The School of Ag & Wine Sciences and Graham Centre are currently developing a plan to implement a 
Digital Twin project for the CSU farm and agricultural research facilities. The program will develop a 
comprehensive database of spatial, farm production, weather and infrastructure details to facilitate 
ongoing data collection, retrieval and analysis and provide a platform for extended reality access by the 
farm manager, researchers, students, industry and the wider community. In addition to the direct farm 
management, teaching and research applications of the platform, it also intends to provide a basis for 
robust demonstration and evaluation of a wide range of emerging digital agriculture technologies. 

 

 

Dr Sam Bowker – Senior Lecturer in Art History & Visual Culture, Faculty of Arts & Education 

 

 
 

 

The 'Digital Khayamiya' project is a speculative field of visualization research centred on the work of 
the Tentmakers of Cairo, whose immersive architectural pavilions resist conventional photographic 
limitations. This proposal briefly outlines forms of visualization that have been attempted by CSU and 
other researchers, and proposes new methods for augmenting conventional illustration for the 
purposes of art historical scholarship and accessible digital exhibitions. 
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Dr Ashad Kabir – Deputy Leader of the Data Mining Research Group and a Lecturer in the 

School of Computing and Mathematics, Faculty of Business, Justice & Behavioural Sciences 

 

 

 
 

Over the years, Ashad has been involved in a number of projects from different industries/institutions, 
including Rolls-Royce (Singapore), Samsung (South Korea), Computer Associate (Australia), Auto CRC 
(Australia) and INRIA (France). He has published around 50 scholarly articles in reputed conferences and 
journals. Dr Kabir received his Ph.D. in Software Engineering from the Swinburne University of Technology. 
His research interest includes AR/VR applications, Smart Mobile Applications, Human Computer 
Interactions, Data and Software Behaviour Mining, and Ubiquitous Computing. I am going to present my 
recent research project “Studying the Impact of Augmented Reality on Teaching Pre-Primary School 
Children in Bangladesh” collaboration with Verizon Media, California, USA and CUET, Bangladesh. 

 

 

Bernard Higgins – School of Communications & Creative Industries, Faculty of Arts & Education 

 

 
 

 

Bernard is working in conjunction with the CSU Graduate Certificate in Wiradjuri Language, Culture and 
Heritage. He created this animation, Wirruuwaa and the Giant Kangaroos, in Unreal Engine 4. Uncle Stan 
Grant, Sr and Lloyd Dolan contributed the story and the translation in Wiradjuri.  
Bernard used Autodesk Maya and Motionbuilder, SideFX Houdini, Adobe CC and Unreal Engine 4 to visually 
show the story in 3D. Going forward we are looking into using these technologies to tell more Wiradjuri 
cultural stories, as well as hoping to recreate Cultural Walks presented by Wiradjuri Elders about the 
Wiradjuri region and the Murrumbidgee River in VR 
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Ilena Young –  Manager, Wangaratta Regional Study Centre 

 
 
Dr Erica Yates – Senior lecturer Clinical Dentistry (Restorative dentistry), Faculty of Science 

 
 

Transfer of dental students’ skills from the haptic to conventional simulation learning environments – 
Simodont® – haptic dental drilling skills trainer. This project has started the investigation of 
characteristics that may explain ability to achieve success with manual dexterity tasks. We have seen that 
training in the haptic world is able to transfer skill to successfully achieve in the conventional simulation 
environment for 66.3 % of the student cohort within 10 minutes. Previous experience is that without 
haptic training students struggle to achieve this standard in 3 hours.  

 

 

 

 
 

Wangaratta Regional Study Centre supports a strong regional community through: building aspirations, 
supporting online learning, creating pathways to higher education, developing industry and community 
capacity, and creating and sharing new knowledge.  
As part of what we offer the region, we have ‘Inspirations & VR’ a strong school and community outreach 
program offering activities, events and resources stand alone and through collaborative partnerships with 
a strong STEM and digital focus.  
In a regional area with low digital literacy, WRSC has brought state of the art digital into the classroom and 
the community. We have witnessed and heard of interest & excitement amongst everyone from primary 
students to parents to Rotarians and community members. Teachers have reported increased motivation 
amongst students to learn the topic presented and in using tools of the future. We have had teacher PD’s 
with high schools students teaching teachers how to use the equipment when they go back to their 
primary/high school classrooms. 


