
Results
The results of this thesis need to be summarised in a written report and will be presented to the ICVR in
a 20min talk.
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Workpackages
• Literature research on attention, focus, and concentration
• Definition of a test of focus in collaboration with external professionals
• Design and implementation of the identified test
• Conduction of a brief proof of concept study to confirm the functionality of the implementation
• Intermediate and final presentation
• Written report

Bachelor Thesis / Semester Project

Tasks
Your task is to research on attention, focus, and concentration from a psychological point of view. Based
on your research, you design and implement (preferably in Unity) in collaboration with industrial
specialists a virtual environment which can be used to test a user’s focus. Furthermore, you identify
necessary objective and subjective measures which can be used to estimate a user’s level of
concentration. Further, you implement different disruptors which increase the difficulty of the test and
qualitatively evaluate their effectiveness in a brief proof of concept study.
You will present your work in an intermediate and a final presentation to the ICVR lab. Finally, you will
summarise your results in a written report.
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Skills
• Programming Skills in C++ or C#
• Unity and/or VR experience is a plus
• Strong communication and interpersonal skills

Focus!
Evaluation of a Virtual Test on Concentration
Keywords: Virtual Reality, Affective VR, Concentration in VR

Overview
Virtual Reality (VR) is nowadays often used as a method of
visualisation or for entertainment. However, beyond
visualisation and entertainment, affective computing and
specifically affective VR are growing topics both in research
and commercial applications. Computers reacting to their
owners emotional needs tend improve humans’ lifes in
many forms. The same holds true for VR and soon, we will
create virtual environments, which specifically react to each
user’s emotional state, thus creating a more or less
indivualised experience for each and every single user.
In this thesis, you investigate how a user concentrates on
tasks in VR and how their focus can be disrupted. In
collaboration with an industry partner, you define,
implement, and evaluate a task in VR, which should test a
user’s focus.
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