
1. Academic Year: 2020/21 

2. Course Code: CCHU9056 

3. Course Title: Virtual Worlds, Real Bodies 

4. Course Description:  

 

 

[The summer offering of this Common Core course is in collaboration with Summer Institute  

during July 19 and August 6, 2021, and is 100% online.] 

 

How have modern virtual reality technologies (VR) shaped and influenced the way we perceive 

reality, communicate and interact with each other, and with the world? In what ways do these 

cyber machines play a part in diminishing the physical barrier between the human body and the 

external world, and extending our living experiences across space and time, thereby transcend-

ing geographical, cultural and knowledge boundaries? And how do these experiences differ 

from the traditional communication mediums? By engaging students on an explorative journey 

of the emergence and development of VR in our modern societies, and giving them hands-on 

practice in creating their own virtual worlds, this course encourages students to reflect, evaluate 

and contemplate from multiple perspectives on how modern computer and digital technologies 

“inhabit” our bodies, and the world. Through realising how our physical bodies have come to 

embody such technologies and making them an inseparable part of our everyday realities, we 

thereby expand the horizon of human experiences and meaning making.  And ultimately, 

through grasping the notion of techno-embodiment, students are expected to raise and attempt 

to answer the philosophical and ethical questions of what technologies can and cannot do, and 

should and should not do in creating new human living experiences. From thinking through the 

concepts of 'the virtual' to making immersive worlds for virtual reality, Virtual Worlds, Real 

Bodies tackles the concepts behind the technology and the long lasting human quest to realise 

the realms of imagination and innovation. The course emphasis theories and practice as equal 

measure, incorporating group project on 3D model making to game engine interaction design, 

to understand and engage the phenomenon that is virtual reality, projecting and anticipating a 

future that will be benefited and shocked by the paradigm.  

 

As this course is completely ONLINE for the summer period of 2021. Student must be 

aware that home computer/laptop is adequate to accomplish the project and assign-

ments required, the following software are used in the course and it is suggested that 

student test the capabilities of their equipments before signing up: 

 

SketchUp Web version or Pro [Trial] Version 

Unity Hub with Unity Game Engine version 2018.4.6 

TwinMotion under the Epic Game Launcher Version 2020.2 

Unreal Engine version 4.25 [Optional] 

 
Using Zoom and Mixer, HKU and PKU students will attend online lectures, join online tutorials 

to discuss ideas and share concepts with one another virtually. Online self-learning platforms 

(Moodle and Zhihuishu) will be used. 

5. Assessment Ratio: 100% coursework 

6. Offer Semester: Second and Summer Semester 

 

Day of Teaching: 10:00 am – 11:00 am, Mon to Fri during July 19 to August 6, 2021 (+ daily 

tutorials and workshops) 

 



7. Offering Department(s):  

Department of Industrial and Manufacturing Systems Engineering – 100% 

8. Course Co-ordinator: 

Dr H.Y.K. Lau  

Department of Industrial and Manufacturing Systems Engineering, Faculty of Engineering 

   

Email: hyklau@hku.hk 

9. Teacher(s): 

Dr H.Y.K. Lau  

Department of Industrial and Manufacturing Systems Engineering, Faculty of Engineering 

Email: hyklau@hku.hk 

(Teaching Load: 50%) 

 

Dr Kal.Ka.Lung Ng  

Department of Industrial and Manufacturing Systems Engineering, Faculty of Engineering 

Email: kalng@hku.hk, ngkalung@gmail.com 

(Teaching Load: 50%) 

10. Study Load 

Activities Number of hours 

Lectures 7 

Tutorials 60 

Reading / Self-study 30 

Assessment: Essay / Report writing 20 

Assessment: Group project presentation (incl preparation) 40 

Total: 157 

 

 
 

11. Course Learning Outcomes and Alignment with Common Core Programme Learning 

Outcomes 

Course Learning Outcomes – On completing the course, 

students will be able to: 
Alignment with Common 

Core Programme Learn-

ing Outcome(s) 

1. Understand the basic concepts of virtual reality from dif-

ferent disciplines such as computer science, engineering, 

game theory, architecture, cultural studies and literary 

studies and able to come up with examples of these con-

cepts from their daily experiences. 

CC PLO(s): 1 

2. Understand the various VR applications and their histori-

cal, social and cultural significance in society, and in dif-

ferent areas of human experience, and the impacts they 

have on people’s lives. 

CC PLO(s): 1, 2 
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3. Critically examine the limitations of as well as opportuni-

ties offered by computer technology in society and in cre-

ating meaningful human subjectivities and experiences. 

CC PLO(s): 1, 2 

4. Synthesize the theories of virtual reality in both cybernet-

ics and the humanities combined with computer graphic 

creation skills they have learned in the course, and apply 

them in the final mini project to create an actual piece of 

work or product. Provide their alternative views and 

stance towards a particular issue or problem of virtual re-

ality of their interest. 

CC PLO(s): 1, 3, 4 

 

 
 

12. Assessment Tasks 

Assessment 

Method 
Details of Assignment 

[Limit: 250 characters] 
Weighting Alignment with 

Course Learning 

Outcome(s) 

 Individual assign-

ments 
Individual response by video or 

writtten essay. 
20 CLOs: 1, 2, 3, 4 

Film report A film reflective report 10 CLOs: 1, 2, 3, 4 

Small assignments SketchUp exercise (5%) and 

Unity3D exercise (10%) 
15 CLOs: 1, 2, 3, 4 

Group project  Performance of the group project 

will be assessed on the content 

creation, 3D VR world design, 

group presentation, and project 

portfolio. 

45 CLOs: 1, 2, 3, 4 

Contribution in tuto-

rials 
Contribution in class discussions 

and tutorials. File Submission 
10 CLOs: 1, 2, 3, 4 

 

 
 

13. Course Content and Topics  
 

 

Start Date: July 19 

- Lecture 1: The Virtual World and Body of Experience 

[1hour lecture, 0.5hour online discussion] 

- Tutorial and Workshop: Tools of making virtual experience: 3D software 

[2.5 hours online tutorial session and workshop] Host by TAs and Instructors 

 

July 20 

- Lecture 2: The Virtual Experience as Meaning: Virtual visit of Cultural Sites in Hong 

Kong and Beijing. 

- Tutorial and Workshop: Tools of making virtual experience: Game Engine 

[2.5 hours online tutorial session and workshop] Host by TA and Instructors 

 



July 21 

- Lecture 3: Think a  little and Make something: Ideas and Implementation 

- Tutorial and Workshop: Roles of Thinker and Tinker, Architects and Engineers 

[2.5 hours online tutorial session and workshop] Host by TAs and Instructors 

 

July 22 

- Lecture 4: Demonstration of VR Showcases 

- Tutorial and Workshop: Presenting you big Ideas 

[2.5 hours online tutorial session and workshop] Host by TA and Instructor 

 

July 23 

- Lecture 5: Virtual Site and Lab visit: Tung Huang Caves 

- Tutorial and Workshop: Prototyping a Concept 

[2.5 hours online tutorial session and workshop] Host by TAs and Instructor 

 

July 26 – July 30 

- Lecture 6 - 10: Case Studies from Industries and Disciplines 

- Tutorial and Workshop: Making and Questioning 

[2.5 hours online tutorial session and workshop] Host by TAs and Instructor 

 

Aug 2 - 5 

- Present for Crits: Online Crits and Discussion of Work in Progress 

- Tutorial and Workshop: Group Project work in progress 

[3 hours online tutorial session and workshop] Host by TAs and Instructor 

 

Aug 6 

- Final Presentation Online 

 

 

 

14. Required Reading 
Franklin, U. (1999). The real world of technology. Toronto, ON: House of Anansi Press.   

 

Required Film Viewing 

Boyle, D. (Director). (2000). The beach.  

Oshii, M. (Director). (1995). Ghost in the Shell.  

Pfister, W. (Director). (2014). Transcendence.  

Warchowsky (Director). (1999). The Matrix 

John, Huddles. (Director). (2013) The Philosophers. A.K.A. After the Dark 

 

 

 

 

15. Recommended Reading 
Baudrillard, J., & Glaser, S. F. (1994). Simulacra and simulation. Ann Arbor: University of 

Michigan Press. 

Beigl, M., Flachbart, G., et al. (2005). Disappearing architecture: From real to virtual to 

quantum. Basel: Birkhaüser. 

Bergson, H., & Mitchell, A. (1920). Creative evolution. London: Macmillan. 

Dick, P. K. (1977). The preserving machine. In The preserving machine and other stories. 

UK: Pan. 

Hansen, M. B. N. (2006). Bodies in code: Interface with digital media. Taylor & Francis 

Group, LLC. 



Haraway, D. J. (1991). A cyborg manifesto: Science, technology, and socialist-feminism in 

the late twentieth century. In Simians, cyborgs and women: The reinvention of nature. 

Routledge. 

Manovich, L. (2001). The language of new media. Cambridge, MA: MIT Press. 

Pallasmaa, J. (1996). The eyes of the skin: Architecture and the senses. London: Academy 

Editions. 

The Rise and Fall and Rise of Virtual Reality: The Verge website (compilations of articles on 

the development of VR). From http://www.theverge.com/a/virtual-reality  

Vince, J. (2004). Introduction to virtual reality. London: Springer-Verlag. 

Zizek, S. (2002). Welcome to the desert of the real! Five essays on September 11 and related 

dates. London; New York: Verso. 

 

Recommended Film Viewing 
Bigelow, K. (Director). (1995). Strange Days. 

Garland, A. (Director). (2015). Ex Machina.  

Law, A. (Director). (2010). Echoes of the Rainbow.  

Padilha, J. (Director). (2014). RoboCop.  

Nolan, Christopher. (Director). (2010) Inception  

Ridley, S. (Director). (1982). Blade Runner. 

Sokurov, A. (Director). (2015). Francofonia. 

Trumbull, D. (Director). (1983). Brainstorm. 

Wachowski, A., & Washowski, L. (Directors). (1999). The Matrix Trilogy. Warner Brothers 

Pictures, USA. 

Wenders, W. (Director). (1995). Until the end of the world (Bis ans Ende der Welt) 

John, Huddles. (Director). (2013) The Philosophers. A.K.A. After the Dark 

 

16. Recommended Website(s) 

Course website 

https://cchu9056.wixsite.com/cchu9056 

 

imseCAVE, Department of Industrial and Manufacturing Systems Engineering, HKU 

http://www.imse.hku.hk/intellisyslab/facilities/imseCAVE.htm 
 

17. Additional Course Information 
(e.g. course policy, penalty for late assignments, e.t.c.) 

 

 

There will be film screening during the course. 

 

18. Course Level Grade Descriptors 
Provided Updated Rubric equal to Spring 2021 Course 

 

http://www.theverge.com/a/virtual-reality
https://cchu9056.wixsite.com/cchu9056
http://www.imse.hku.hk/intellisyslab/facilities/imseCAVE.htm

