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¥ Jelle Demanet returns!

How can | help you today?

r Sonnet4.6 Low ~ @ i

¢” Write &y Learn </>Code (] Careerchat (O Claude’s choice

Mijn advies: ga slapen, morgen komt de
Quest Pro en dan test je alles in €en keer op
de echte hardware! Het project staat
helemaal klaar. @



IMPLICIT
Interaction

Anticipatory
(System understands
you)

Intuitive
(System interprets
your intent)

Natural
(You don't have to
think about how
to interact)

Explicit
(You have to tell
the computer
exactly what to do)

EXPLICIT

R Touch, swipe, tilt language and intent 7 behlavior
Computers become i
CIiCk, pOint, Select context-aware E E E
Type commands Computers become , 3 | 5
Computers require easier to use . :
precise instructions : : l I
: TIME : E I
: : : ' >
PAST  1970s-1980s 1980s-1990s 2000s-2020s 2010s-2020s 2020s+ 2030s+ FUTURE
EXPLICIT (n)  DIRECT NATURAL INTUITIVE »~ ">, IMPLICIT
You tell the computer = @ Youusetoolsand 7 You communicate 2 @ The system interprets > O The system understands

@

THE EVOLUTION OF HUMAN-COMPUTER INTERACTION

From explicit to implicit interaction with computers

A

] 4. VOICE & NATURAL
' LANGUAGE
® 3. MOBILE & TOUCH
/ E 2000s-2020s
_® 2. GRAPHICAL

2010s-2020s
: USER INTERFACE

'—"_—']I l .||l||. l
1980s-1990s @v)

1. COMMAND LINE
1970s-1980s A

Speak, ask, dictate
Computers understand

., 6. IMPLICIT &
’ BEHAVIORAL
5. SPATIAL INTERACTION
INTERACTION 2030s+
2020s+

Be, intent, context

Computers anticipate
needs and understand

Look, move, gesture

Computers understand
actions in 3D space

exactly what to do.

interfaces to interact. in your own way.

your intent.

explicit input.

you — even without
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RELATIVE IMPORTANCE (%)

THE GREAT SHIFT IN COMPUTING

From people who have to understand computers,
to computers that understand people.

A
100%
INFLECTION POINT
The shift begins

75% ) ; % e

B/ f gR

v e
50% HUMANS ‘ COMPUTERS
UNDERSTANDING : UNDERSTANDING

- COMPUTERS E HUMANS
0% L_@— 3 —®

o L e &m
0 | 8 & | &
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1. COMMAND LINE 2. GUI 3. MOBILE COMPUTING 4. GENERATIVE Al | 5. SPATIAL COMPUTING : 6. BEHAVIORAL Al
1970s-1980s 1980s-1990s ' 2000s-2010s 2020s ! 2024-2030 1 2030+
Computers require Computers become : Computers become ' Computers understand Computers understand Computers understand
human adaptation easier to use : context-aware : language : actions in space ; human behavior
anli g
WHAT COMPUTERS UNDERSTOOD WHAT COMPUTERS UNDERSTAND WHAT COMPUTERS WILL UNDERSTAND
IN THE PAST » TODAY » NEXT
@
-] O 9 = N & & @ O
COMMANDS CLICKS CONTEXT LANGUAGE IMAGES VIDEO AUDIO ATTENTION  MOVEMENT  DECISIONS BEHAVIOR
Humans had to learn computers. Computers understand what we say and see. L Computers understand what we do and why.










TECHNOLOGICAL ENABLERS
Al

R INTERFACES
GAMING TECHNOLOG
ENSOR TECHNOLOG

DATA-INNOVATION

CONNECTIVIT
COMPUTE
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Al Agents — AlReady Data
Sovereign Al
Multimodal Al| — o, |
AITRISM

Al Engineering
Responsible Al

Composite Al

Artificial General Intelligence / ModelOps

Neurosymbolic Al
Foundation Modes

FinOps for Al ‘ Synthetic Data

Decision Intelligence

World Models
Al Simulation
Embodied Al — — Edge Al
Causal Al Generative Al

Al Governance Platforms

First-Principles Al
/ Model Distillation
o Knowledge Graphs

antum Al
Quantur Cloud Al Services

AlNative Software
Engineering

ment

TIME
Plateau will be reached 2-5yrs. @ 5-10yrs >10yrs, & Obsolete before plateau

Gartner
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REAL-TIME EMOTIONAL LANDSCAPE OVERALL ENTHUSIASM 3D FESTIVAL MAP
Joy EXCITEMENT ENERGY CALM CONNECTION Enthusiasm over time

© | ¢ *® £ O 87

62% 78% 81% 34% 64% )
WA, | AT | AT ASANA | e pary Biol 12:00 15:00 18:00 21:00

DATA LAYERS

PEOPLE FLOW ’

; - ‘ 9.2
Real-time movement 25 5
High Excitement

Main Stage
=4
: R

£

DENSITY 3
Crowd concentration

S s S X ’ High

High Energy
Second Stage . i

ST |

/

LOCATIONS o e ey
Stages, bars, toilets,
food, merch, etc.

ENVIRONMENT
Weather, noise,
light, air quality

Low

Positive Calm
~ Chill Zone
INFRASTRUCTURE NG

Entrances, exits,
roads, parking

2 Fe e *

I3
U

._"m Very
L madt High
BEHAVIOR

Activities, dwell time,
interactions

TICKETING DATA
Entrances, scans,
queue times

Low

ENTHUSIASM OVER TIME
Score /10
10

*» Y@ vH

EMOTIONS R
Mood & emotional
signals (aggregated)

Anticipation <
Entrance Area
c———, : 75

> 5
25

ENTHUSIASM
Engagement &
excitement levels

12200 15:00 18:00 21:00 00:00 03:00

EMOTIONAL COMPOSITION

: — A S DR p s N R : gy : ® Joy 62%

* : : T 4\ . - o ® Excitement  78%
TOTAL ATTENDEES o) PEAK DENSITY AVERAGE DWELL TIME cCy QUEUETIME (AVG) SOCIAL INTERACTIONS POSITIVE EMOTIONS ENTHUSIASM TREND ® Energy 81%
o} = 2,
B : : . s
CA) 45,782 (" 5.2 ppl/m? 62 min () 18 min Q High USL ~7 Rising QW . o
onnection

+12% vs last hour 18:45 +8 min vs avg -3 min vs avg +24% vs last hour of crowd +0.8 vs last hour






Immersieve Infrastructuur, Live Data & Connected Experiences

Deze roadmap focust op realtime verbondenheid tussen fysieke en digitale ruimtes. Denk aan digitale tweelingen, slimme scenografie
en live sensing die zorgen voor efficiénte, veilige en innovatieve entertainmentomgevingen. Dit vormt de "ruggengraat" waarop andere

roadmaps steunen.

www.entertainmentassociatie.be



World model instead of LLM: Yann LeCun's
startup receives 890 million euros

The startup AMI Labs, founded by Yann LeCun, has raised around $1 billion. It is
. developing Al world models intended to understand the real world.
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GAMING TECHNOLOG
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( —ﬂ:' Extended reality
Augmented , _
m reality m Mixed reality

Virtual reality

/
\

(3
— / \

Virtual images integrated Merging of Completely virtual
with real world the virtual and real worlds




1830's 1965
Stereoscope Sutherland
LB Ultimate Display

1998
Phillips
: Scuba VR
' Oculus
let
1939 HTC
View-Master Vive

2005
eMagin
3DVisor

2014

Google 2015
1991 Cardboard View-M.aster VR
Virtuality Samsung
' SD Pods 1995 Gear VR
1957 Nintendo ‘
Heilig Virtual Boy
Sensorama ¥



Oculus Rift S

Oculus Quest

Asus MR

VIVE Elite

VIVE Cosmos

VIVE XR

Acer MR

Lenovo WMR

4%,
- 4

VIVE Focus + Valve Index VIVE Pro
/\
~—
- 3\}
\ ® '
Dell Visor HP MR VIVE
\ o v;
VIVE Focus Samsung MR Pico Neo2

Oculus Rift Oculus Quest 2 Oculus Quest 3

VIVE Focus 3



Meta Orion en Meta Display Glasses
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Top 10 Smart Glasses
Hardware Companies in 2026

Google XREAL RayNeo Snhap Inc.

VITURE Brilliant Labs Even Realities Vuzix Rokid




Smart Glasses Market
Size, by Type, 2023 - 2033 (USD Billion)

15.0

1.2

0.9

0.6 ]
]

Market Size (USD Billion)

32 e

GRAMD VIEW RESEARCH

14.4

0.3 25 g
_—
{m-----...

2023 2024 2025 2026 2027 2028 2029 2030

® Audio Binocular Immersive Monocular

2031 2032 2033

® Others



treeview ¢

Al Glasses

(0] Camera Q) Voice Interaction Al
i Speaker

Display Glasses

(0] Camera ) Voice + Hand Interaction
Al i Speaker (CJ Heads Up Display

AR Glasses

{M Hand Interaction & Spatial Mapping
Al i Speaker R Tracking Cameras
O Eye-Tracking 5_ Micro LEDs

Lighter/Simpler

More Powerful/More Complex










New study reveals motion data can identify people
inVR

(® Feb22,2023,3:17 pmEST | Lz

CATEGORIES Biometric R&D | Biometrics News | Consumer Electronics




EYE_YOW: -©.351
EYE_PITCH: -©.296
HEAD_ROLL: 2.269
HEAD_PITCH: -11.139

HEAD_YAW: -29.5865

LEFT EYE_B

EYE_YOW: -0.593
EYE_PITCH: -0.042
HEAD_ROLL: ©.279
HEAD_PITCH: -5.429
HEAD_YAW: -3.424

LEFT EYEC |

EYE_YOW: -0.228

EYE_PITCH:
HEAD_ROLL:
HEAD_PITCH:
HEAD_YAW:

-0.709

0.652

-9.102
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3. ENVIRONMENTAL &
CONTEXT DATA

@

SPATIAL DYNAMICS
PLATFORM

Synchronizing human behavior,
context and environments in real time

I = =
1. LOW-FREQUENCY
@ HUMAN DATA
(TASK OUTCOMES)

® Task performance

® Goal completion

® Errors / accuracy

® Timeontask ~ ° """ oo moees
NS /
@ B

2. HIGH-FREQUENCY
HUMAN DATA
(BEHAVIOR STREAMS)

® Eye tracking r—

® Head movement

® Hand tracking \/\A

® Body movement

® Voice & speech
A
P

VIRTUAL ENVIRONMENTS

| j
(SENSOR INPUTS) .’ \0 Time Sensor Spatial Data
& Mochireidats . é Synchronization Fusion Contextualization Quality
® Environment sensors \L |
® Location / positioning @ @ J:Eﬂ B i
I
® System & loT data BEHAVIORAL Al |
= —— — @ Turning understanding into action ,'
( —————————————— 4
© | = | M | U
Understand Predict Personalize Optimize Act & Protect
O  Human i ENVIRONMENT o @ TASK & OUTCOMES ;\‘i ; BEHAVIORAL Al
l| || BEHAVIOR & CONTEXT PERFORMANCE ° REAL-WORLD IMPACT
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SPATIAL DYNAMICS STRATEGY

Two Parallel Tracks. One Platform.

WIN FOR BUSINESSES

Fast time-to-value with an easy application.
Immediate insights. Measurable impact.

VALIDATED
INNOVATIONS

DEPLOY TO CUSTOMERS
—

WIN FOR RESEARCHERS

Access to real-world behavioral data.
Freedom to innovate and validate.

WIN FOR EVERYONE

New methods continuously validated
and delivered to customers.

TRACK 1 e . p >
BUSINESS DEPLOY USE & COLLECT INSIGHTS BUSINESS IMPACT CONTINUOUS VALUE
APPLICATIONS O | UL
Real Impact. Today. l\g > C 0O /.)I\ﬂ =Y - @ - - @ - /\/‘
y : wv G =4 Jl]llﬂ' ‘
/ s A\
= l:‘ \'\ Quick & easy Intuitive application | Clear dashboards Better decisions Organizations see value
e :j \l : deployment Real-world data \ Actionable insights Measurable impact and keep investing
@ v—" 3 / N \ / \. J
;AT / i & z ~ : = J T
N
) / (—_T— Continuous delivery of value to customers
e Secure Privacy &
f D SPATIAL DYNAMICS PLATFORM Data Layer Covernance
TRACK 2 ( N W N N . )
RESEARCH & ACCESS REAL DATA RESEARCH & EXPERIMENT VALIDATE REFINE & OPTIMIZE READY FOR PRODUCTION
INNOVATION -O0—
Building the Future. —> > o —>
-0
Anonymized, real-world Test algorithms Evaluate performance Improve algorithms Production-ready
behavioral data New methods & metrics Robust validation Optimize for production t methods & models
S S J % J




OUR FOCUS TODAY. OUR IMPACT TOMORROW.

Building the leading platform for Behavioral Intelligence in spatial environments

SHORT TERM FOCUS e LONG TERM VISION
Delivering value today Expanding impact across sectors
il 7 ' D \ ALY 2
B S Pl | = P

289 ) ASSESSMENTS 5% [ - | SPATIAL =8

\\\ / Where we are today E: ’ DYN AM ICS L —> REHABILITATION ‘ | EDUCATION PRODUCT ON-THE-JOB INDUSTRY &
| - Al v | PLATFORM — | DESIGN GUIDANCE | OPERATIONS
| {é} Assess skills & potential § : A 4 2 A%

AN ! ‘
o0ll  Objective behavioral data oy

J = > [ ( 2,
A - Q e s \  One platform. Multiple human-centered applications.
| £78  Better hiring & development decisions (“"'\ < /\> . Endless possibilities.

i NS . ~ ,//‘

N Real users @ Real-world behavioral data @ Secure & ethical

)

TECHNOLOGY r—~1 VR XR GLASSES / _»  MIXED REALITY REAL-TIME INTELLIGENCE
Evolving experiences Immersive — ﬁ Mixed reality == @ | Seamless blend of — Adaptive, contextual

and capabilities e assessments in real context ¢ digital & physical real-time applications

Start with impact. Scale with innovation. Lead the future. @/j Better insights. Better people. Better performance.
7/
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Team Process Projects

DIGITAL METERS

- J

Startpoint Competences Design Dev.P1 Dev. P2 Validation Final Delivery

@ @ O @ -
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Problem:

* Long subjective test
Solution:

* inclusive VR assessment

/Social employment companies \

Team

Process Projects
-

SKIL.L

SCAI

Een klare kijk op elk talent.

. Im VI
mariastean 1 GT
Optir \” Westlandia

&
4
Startpoint Competences Design Dev. P1 Dev. P2 Validation Final Delivery
[ _ @ —0 @ ® @
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Team Process Projects
Competencies \ /Challenges \
~ * Cognitive flexibility * Range tasks (inclusivity)
’ * Quality control * Language independent

= k° / \0 No controllers /

SKIL.L
SCAMN

Een klare kijk op elk talent.

4

Startpoint Competences Design Dev. P1 Dev. P2 Validation Final Delivery

O @ —O O ® )
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Team Process Projects
Right On Track
N
Competencies
* Alertness
* Stress resistance
* Asking for help

Logical thinking under pressure
Task switching

THE SIGNALBOX
- /
Startpoint Competences Design Dev.P1 Dev. P2 Validation Final Delivery
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INFRABEL

Right On Track

D

SpatialDynamics
THE SIGNALBOX
tartpoint Competences Design EEV/TM ev. Validaton ~ Final
[ @ @ @- —@ @ ®
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INFRABEL

Right On Track

Team Process Projects

Kies een gebruiker om

gedetailleerde prestaties te Applicatie: 00000000-0000-0000-0000-000000000000 ‘
bekijken Datacollectie: 02-01-2026 13:14 — 02-01-2026 13:41

J
v

BR Hoe interpreteer ik de radarplots en de BIS-score?

Performance (percentile) l Response time (percentile)
16 % - 80%

| |
Better than 16 % of all users. I‘ Faster than 80 % of all users.
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Team Process Projects

ABEL

Right On Track

Speed-accuracy trade-off per competentie

Beslisslingen kunnen maken

Hulp durven vragen

Begrijpen van instructies

Alert en aandachtsvol werken

Onder druk/stress presteren

Snel en accuraat kunnen werken

Wisselen tussen taken

=o— Benchmark (0 SD) ==*== Gebruiker2
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INFRABEL

Right On Track

Team Process Projects

Expert Benchmark

M Hoe interpreteer ik de expert benchmark?

Expert benchmark Deze grafieken vergelijken de ruwe prestaties van de kandidaat met het gemiddelde van ervaren seinhuiswachters (experten). De oranje balk is de kandidaat; de groene balk is het expertgemiddelde.

» Nauwkeurigheid: hoger = beter (meer correcte acties).
« Responstijd: lager = beter (snellere reactie).

Nauwkeurigheid per scenario: Kandidaat vs. Expert Responstijd per scenario: Kandidaat vs. Expert

B Kandidaat2
100

B Kandidaat2
B Expert gemiddelde B Expert gemiddelde
z
= )
F =
== 90 7]
3 5
2 a
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