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As part of this mission, the project also sought to
understand how its solutions can extend beyond
the original use cases and sectors. Here, we are
talking about transferability: the exploration of
how TRANSMIXR tools and technologies can be
meaningfully adopted and applied in new domains
and practices. The aim was not only to identify
additional sectors with potential for uptake but
also to stimulate imagination of how the
TRANSMIXR solutions could practically be
adapted and applied within stakeholders’ own
workflows and sectors. 

To achieve this, we used a flexible and modular
approach, wherein we developed a Demonstration
Box showcasing the TRANSMIXR solutions
through curated videos, targeted demonstrators,
and hands-on workshop activities. A total of 90  
representatives from 21 potential transfer
domains were brought together in these
workshops, offering them an accessible entry
point to the technologies while gathering insights
on their needs, expectations, and possible
application scenarios. Through guided exercises
and structured discussions, participants co-
created a wide range of application scenarios,
which were later distilled into a set of inspirational
creative concepts. These concepts represent big-
picture ideas that illustrate how TRANSMIXR can
unlock new opportunities in sectors beyond the
project’s initial scope — acting as catalysts for
innovation, dissemination, and future
collaboration.

The future of media experiences – and of the
wider Creative and Cultural Sector (CCS) – is
being reshaped by rapid advances in eXtended
Reality (XR) and Artificial Intelligence (AI).
TRANSMIXR stands at the forefront of this
transformation. Bringing together 22
organisations from 12 European countries,
including universities, research centres, media
practitioners, and industry partners, the project
aims to reimagine how content is produced,
delivered, and experienced across Europe. By
combining the power of AI and XR, TRANSMIXR
moves beyond passive content consumption
toward inclusive, diverse, and participatory media
experiences in which citizens become active co-
creators. United by a shared vision, the
consortium is pioneering innovative media
formats and tools that empower both creators and
audiences.

Introduction

TRANSMIXR: A European-funded
Project on XR and AI

TRANSMIXR,
transferability, and
inspirational creative
concepts
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Transferability and inspirational
creative concepts



Demonstration Box
activities
To explore the transferability of the TRANSMIXR
solutions, a series of Demonstration Box activities
were organized involving a broad range of
professionals from sectors such as the
agricultural sector, architecture, entertainment,
gaming, medical sector, SMART education, and
sports.

The Demonstration Box activities combined
qualitative and quantitative methods, primarily
through in-person co-creation workshops
complemented by surveys at events and
conferences. In the workshops, participants —
working in small groups — were introduced to the
TRANSMIXR technologies through the
Demonstration Box video and, where possible,
hands-on interaction with specific tools or pilots. 

All workshops followed the same principle; first
participants were asked to share their first
impressions of the TRANSMIXR solutions and
then they were asked to ideate how the solutions
could be adapted/fit into their own respective
sectors (and if they envisioned any other sectors
outside their own). The method used within this
context was the SWOT method to brainstorm the
Strengths, Weaknesses, Opportunities, and the
Threats of implementing their preferred
TRANSMIXR solution into their sector. Groups
then presented their insights in plenary, enabling
cross-group discussion and further refinement of
ideas.

Because workshops were not always feasible at
conferences and events, surveys were used as an
alternative. These surveys mirrored the workshop
questions to ensure comparable results and
allowed participants to share their ideas after
watching demonstrations and hands-on
interaction with tools or experiences. 

To translate the insights from the Demonstration
Box activities into inspirational creative concepts,
the protocol was adapted: participants were asked
to imagine ideal future scenarios by combining
elements of the TRANSMIXR solutions most
relevant to their sector.

These richer ideation outputs, together with
feedback from earlier pilot evaluations, were
analyzed by VUB and merged into broader
themes. This process ultimately provided the
foundation for formulating the inspirational
creative concepts presented later in this
booklet.

These creative concepts are not ready-to-
market ideas, but rather they provide a big-
picture idea of how the TRANSMIXR
technologies could be used and adapted to
different sectors. 
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Demonstration Box workshop at the Avdiofestival
in Ljubljana, Slovenia October 2024.

Demonstration Box workshop at the UZ Brussel
hospital in Brussels, Belgium August 2025.



05

TRANSMIXR use case
technologies overview
Use Case: News Media
The News Media use case focuses on helping
journalists and news creators produce innovative,
immersive content using XR technologies and
generative AI. This use case is led by Agence France-
Presse (AFP), the international news agency, along with
RTVSLO, the Slovenian public broadcaster. Both serve
as “laboratories” to develop and test the TRANSMIXR
Newsroom Toolbox, which includes:

TRANSMIXR Dashboard tool: used for news
monitoring, which aggregates thousands of sources
and offers predictive analytics, semantic search, and
rich visualizations to detect trends and breaking
news.
Storypact Text Editor tool: used for news writing,
which optimizes articles using Web intelligence and
generative AI for summarization, reformulation, and
platform-tailored outputs.
CERTH Video Summarization tool: used for news
distribution, enabling quick video summaries and
format adaptations.

To illustrate how the Newsroom Toolbox can be used to
create immersive content, the use case, in parallel to
testing the tools in newsrooms, developed XR Stories,
exemplified by the Planica XR experience:  an immersive
experience around an international sporting event: the
world ski-jumping championships of Planica in Slovenia.

Use Case:  Control Room of the Future
The Control Room of the Future use case examines how
immersive XR technologies and generative AI can
reshape news broadcasting at a time of shifting
audience behaviour and rapidly evolving formats.
Traditional studio-based production is increasingly
limited by ageing workflows and the growing demand
for interactive, personalized content — often without the
support of large physical infrastructures.

To address this, TRANSMIXR demonstrates how news
teams can produce personalized, role-aware TV
programmes, repurpose live content across platforms in
real time, and enable social XR interaction within fully
virtual environments. Led by Immersion with TG4, TUS,
CERTH, CWI, VRAI, and Intel, the use case delivered two
key applications:

Virtual Control Room: replaces the physical
production space and enables staff (remote or co-
located) to coordinate, direct, and manage live
broadcasts collaboratively in VR.
Virtual Studio Environment: supports immersive
content creation using augmented reality, 360°
video, and volumetric elements, making it possible
to build rich, interactive broadcast experiences
without a traditional studio setup

Use Case: Enriching Performing Arts Experiences
The Enriching Performing Arts Experiences use case, led
by SATORE with support from HSLU, CERTH, Khora,
TCD, CWI and TUS, explores how mixed reality (MR) can
deepen audience engagement in live performance. As
part of this use case, the team developed:

Cadence of Altered Illusions (CAI): a mixed reality
experience that immerses participants into the life
journey of Christian Aiken Isaac.

In CAI, participants (referred to as interactors) move
through a series of interactive scenes that trace Aiken’s
evolution from youth to old age, engaging with his
memories, dreams, and emotional states. MR
technology blends physical environments with
responsive digital elements, transforming real spaces
through spatial audio, dynamic lighting, and visual
effects. 

By merging narrative and mixed reality, this use case
demonstrates how emerging technologies can create
personalized, emotionally resonant performance
experiences that blur the boundaries between reality,
memory, and imagination.

Use Case: Democratizing Immersive Storytelling for
Cultural Heritage Organizations
The Cultural Heritage sector — spanning archives,
libraries, and museums — holds vast collections that
often cannot be fully displayed due to spatial, financial,
or practical constraints. XR technologies offer promising
solutions for making these collections more accessible
and engaging, yet adoption remains limited due to high
production costs and complex multi-stakeholder
workflows.

In response, the TRANSMIXR Cultural Heritage use case,
led by NISV with Khora, TUS, CWI and VUB, set out to
explore how immersive XR experiences can become
more scalable and achievable for cultural heritage
organizations. The team developed three
complementary applications:

VR2Gather: a social XR authoring tool that supports
collaboration and shared visualisation in the pre-
production phase, helping CHIs and producers
better communicate and plan immersive
experiences.
The Space Archivists: a multiplayer VR game
designed for young museum visitors (ages 8–14),
where players work together as “space archivists” to
restore a disrupted archive by solving categorisation
challenges across three chambers.
Curator Studio: a template-based authoring tool
enabling cultural heritage professionals to
customise The Space Archivists game to their own
collections, adjusting elements such as game
structure, metadata categories, and media content.

You can read more about the project
use cases on the project website by

clicking on each use case title.

https://transmixr.eu/from-vision-to-reality-newsroom-toolbox-xr-stories/
https://transmixr.eu/from-vision-to-reality-newsroom-broadcast/
https://transmixr.eu/from-vision-to-reality-newsroom-broadcast/
https://transmixr.eu/from-vision-to-reality-newsroom-broadcast/
https://transmixr.eu/from-vision-to-reality-performing-arts/
https://transmixr.eu/from-vision-to-reality-cultural-heritage/
https://transmixr.eu/from-vision-to-reality-cultural-heritage/


Sector Application Scenario TRANSMIXR solutions

Agriculture Land management Planica XR

Architecture Spatial/city planning Planica XR

Education

Immersive and interactive learning
Planica XR; TRANSMIXR

Dashboard tool; Curator studio;
Space Archivists

Virtual classroom
Virtual Control Room & Studio;

Space Archivists

Physical education CAI

Skill training Planica XR

Gaming Realistic and immersive gaming Planica XR; Space Archivists

Medical

Debriefing
Planica XR; Space Archivists; CAI;

Virtual Control Room & Studio

Distraction
Planica XR; Curator tool; Space

Archivists; CAI

Education/information support Planica XR; Space Archivists; CAI

Wayfinding Planica XR; Space Archivists

Summary of results

Through co-creation workshops, demonstrations,
and direct engagement with stakeholders in the
different fields, we were able to gather rich insights
into how the TRANSMIXR solutions and
technologies can be meaningfully applied and
implemented across a wide variety of sectors. 

In each sector, several application scenarios
emerged, wherein the TRANSMIXR solutions can be
implemented to realize these scenarios, forming
the base for the creative concepts.

Application scenarios
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Agriculture
Farmers can use the 3D capturing feature of Planica XR to make a 3D model of their lands to
better visualize and manage their lands (e.g., in terms of new developments to be made,
visualizing how areas can be used, etc). This visualization would then be visualized in an
adapted version of Planica XR where farmers can see an overview of their lands, but also
move between different locations for a more detailed view. 

https://www.disabilitynottinghamshire.org.uk/index.php/about/social-model-vs-medical-model-of-disability/
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Architecture
Similar to the agriculture scenario, architects can utilize the 3D capturing feature of Planica XR
to visualize floor- and city plans for a better overview. They can also move between locations
and areas for a more detailed view, which can be useful for decisions of further development
in those areas. Adapting Planica XR to support multi-user usage, architects can also
collaborate and co-design in the virtual environment more efficiently.
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Education
In the immersive and interactive learning scenario, educators can design and adapt
experiences tailored to their subject or specific student groups. The TRANSMIXR dashboard
could function like a search engine, allowing educators to gather and summarize information
on chosen topics. This content would then be stored in a database and integrated into the
Curator tool, which transforms it into a gamified educational social VR experience using the
Space Archivists template. For learning activities that don’t require a collaborative setting,
educators could instead use the Interview Room in Planica XR. Here, students can watch short
videos answering mock exam questions, followed by a brief quiz to reinforce their knowledge
– making it a useful tool for test and exam preparation.
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In the Virtual classroom scenario, teachers can adapt the VR classroom setting depending on
the subject being taught with the Virtual Control Room & Studio. Students and teachers can
meet in the virtual classroom for better interaction and collaboration, which could also
contribute to cultural exchanges between students in different countries. Adding a
gamification layer, collaboration among students can also be enhanced. The Social XR
component of the Space Archivist makes collaboration and communication possible in VR. . 
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In the Physical Education scenario, educators can make use of the CAI experience. The use of
MR (mixed reality) experiences can be beneficial to increase participation among those
students who may feel less comfortable participating in a classroom setting with other
students. This way, educators can also better follow the learning progress of the students. The
student would also be represented by a virtual character, which would be made possible by
the volumetric capturing feature of Tale Weaver, thus providing a movement-realistic
representation of the student. 
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In the Skill training scenario, Space Archivists can be used to provide an interactive VR
environment in which students in technical/practical fields can train and practice skills – such
as handling heavy machinery – in a safe manner. The 3D capturing feature of Planica XR could
be used to visualize environments in which these training scenarios would take place, e.g., in
an industrial complex. The Inspector scene in Planica XR can also be adapted to visualize
certain technical components to give a better overview of what they look like, where the
interaction feature could provide students with the ability to trial and error abstract solutions.
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Gaming
In the Realistic and immersive gaming scenario, Planica XR and Space Archivists could be
combined into one VR-gaming application template for game developers to provide more
realistic gaming experiences. Here, the 3D capturing feature of Planica XR can be used to
capture 3D and 360º environments, and the Space Archivists template would be used for the
social gaming aspect. Game developers can choose themselves what kinds of games they
want to develop, but both these TRANSMIXR solutions combined provide more realistic and
immersive VR-gaming experiences. 
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Medical
In the debriefing scenario, medical professionals can meet in virtual spaces across
departments/hospitals for debriefing and discussion on course of action before procedures
take place. Here, the Virtual Control Room & Studio can be combined with the 3D capturing
feature of Planica XR to visualize the VR environment of the medical department office – and
medical professionals can dictate which office or room should be visualized depending on the
nature of the debriefing meeting (e.g., in a specific department, in an operating room, etc.). 

Debriefing can also be done through a combination of the Mixed Reality (MR) component of
CAI and the social XR component of Space Archivists. Nurses who are on shift to care for the
same patient can meet in the MR experience to share what has been done for the patient and
what still needs to be done. This solution would be especially beneficial for nurses who may
need to stay overtime if the next nurse has a delay arriving on time for the switch. Additionally,
the MR component of CAI can also be adapted to provide nurses with instant and real-time
access to care logs showing what has/still needs to be done for a patient as well as guided
instructions with item locations to further care for the patient. This solution is especially
beneficial for nurses who are new in the field or to the hospital. 
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In the Distraction scenario, TRANSMIXR solutions can be used — either individually or in
combination — to help patients stay calm during stressful or anxiety-inducing procedures.
Patients may choose to immerse themselves in a calming VR environment, with Planica XR
offering 3D and 360º views of natural settings. Alternatively, they can play VR games created
through the Curator tool in Space Archivists. These games can be tailored by hospital staff to
suit different patient age groups and procedure durations, ensuring they are both engaging
and soothing. The CAI’s MR component can also be layered with either option, allowing
patients to see both the real and virtual environments simultaneously — giving them a greater
sense of comfort and control when needed.
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In the Education/support scenario, both medical professionals and patients can benefit from
VR technology. For medical professionals in training, Space Archivists can be used to provide
an interactive VR environment in which they can train and practice skills – such as learning
new equipment or how to conduct certain procedures hands-on – in a controlled environment.
Here, the MR component of CAI can also be used to better see what they’re doing with their
hands in the real environment. The 3D capturing feature of Planica XR could be used to
visualize environments in which these training scenarios would take place, e.g., in an operating
room. The Interview scene in Planica XR can also be used for children or nervous patients to
learn about their (or other) procedures to feel prepared for their appointment. 
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In the Wayfinding scenario, the 3D capturing feature of Planica XR would provide new nurses,
medical professionals, and new ambulance drivers a realistic and true representation of the
hospital/departments/routes to find their way around and practice routes. The same hospital-
wayfinding experience could be used for virtual tours intended for patients. Here, the
experience could benefit from a gamified component, such as Space Archivists, to make the
virtual tour more engaging and interactive. Patients, especially children, can feel calmer if they
already know where to go and what the hospital looks like before their visit. By also making it
a fun experience for them in advance they will make that same positive correlation when they
eventually come for their hospital visit. 



This booklet aims to share the results
and insights gathered from the
transferability workshops and activities
conducted within the TRANSMIXR
project. Its purpose is to inspire
organisations inside and outside the
project’s original domains by illustrating
how XR and AI solutions can be
meaningfully adapted across sectors.
By presenting the creative concepts,
reflections, and lessons learned, the
booklet seeks to spark conversations,
broaden perspectives, and encourage
stakeholders to imagine how
TRANSMIXR — and similar emerging
technologies — can be integrated into
their own practices and workflows. This
booklet serves as a resource to support
cross-sector innovation, promote wider
uptake, and ensure that the tools and
experiences developed through
TRANSMIXR can continue to create
value well beyond the project’s initial
scope.

The work carried out and presented in this booklet
show that there is strong potential of TRANSMIXR
technologies to inspire innovation far beyond their
original domains. By engaging stakeholders
across sectors such as the agricultural sector,
architecture, entertainment, gaming, medical
sector, SMART education, and sports, the study
showed that XR and AI solutions can be
meaningfully adapted to address a wide range of
real-world challenges. Through Demonstration
Box activities and co-creation ideation exercises,
participants co-created 11 inspirational creative
concepts, several of which were identified as
highly feasible and impactful, particularly in fields
like education and the medical sector. These
results validate the power of participatory, user-
centred methods to stimulate cross-sectoral
dialogue and generate new ideas.

What became apparent as an important aspect in
several discussions was the question of
sustainable uptake and long-term impact of
technologies. Some important considerations that
were highlighted included: ensuring technical
stability and usability, addressing resource
constraints, supporting digital literacy, navigating
human and organisational factors, and meeting
ethical and regulatory requirements. These
insights underline that while XR and AI hold broad
promise, successful adoption depends on tailoring
solutions to specific sectoral needs through co-
design and ongoing collaboration with end users.

By proactively exploring transferability, we can
ensure that  developed technologies do not
remain confined to a narrow set of use cases but
instead have the opportunity to benefit a wider
ecosystem. This approach maximises the return
on invested effort and fosters a culture where
innovations can evolve, adapt, and find new
relevance over time.

The process used for this work (combining
demonstrations, participatory workshops, and
scenario-based ideation) offers a practical model
that other organizations can replicate. It shows
how structured cross-sector exploration can reveal
new opportunities, strengthen stakeholder
engagement, and support more sustainable,
future-proof innovation trajectories. 

Conclusion
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