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Initial Investigation

By the middle the 215t century, the worldwide appetite for energy will
go up by 50%, and in developing countries by 80% (World Energy
Council, 2013)

This will lead to energy production either through traditional
environmentally detrimental ways or through cleaner
renewable ways.




Vertical Axis Wind Turbines (VAWT) and
Horizontal Axis Wind Turbines (HAWT).
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Survey Responses To Turbines

NIMBY - Not in my backyard

These surveys are important because they can go on to form
public opinion and official government policies.

Most of the time the bias is probably unintentional, but
regardless can still appear in body language, question phrasing,
or how the pictures/cinematics are framed and made.




Site A
KryStofovy Hamry —
Prisecnice, Czech Republic
Elevation: 850 m (2788ft)
Average Windspeed: 4.5 m/s
Wind Turbines: 21
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Failed Attempts:
Sketchup

Benefit: Easy to import terrain data.

Low learning curve.

Creates 3D environment.

B opesres e Negatives: Poor terrain resolution.

8 Max size to import is 2 km?
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Falled Attempts : Benefit: Creates 3D environment.
ArcScene

High resolution map.

Negatives: Not easy to create for beginner.
Cannot move around environment.

Gerendd Souee Saent Dy Spdology Base "egls Twe R

Sesston from s toces
%o wevwton ek from & wrfac

® Foatng on 2 ausor artice
D CIS e evrommentiaing wones'do 3
Farter Reesannr.

e o
Add 4 coratrnt ehevaton offmt n serw oo




Workflow of Project
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Workflow of Project
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Workflow of Project




Workflow of Project
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Workflow of Project
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Workflow of Project
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N =

Survey

In section 1, how realistic are the manipulated photos?

In section 1, how realistic did the simulation video appear?
Comparing the photograph and video in section 1, which did you
prefer?

Comparing the photograph and video in section 1, which gave you
more understanding of the area?

In section 2 of the video, how realistic did the simulation video
appear?

In sectlon 3 the video simulation had audio. How would you rate the
ess of the audio with video simulation, regarding

u to understand landscape more?
i one must be chosen?



Comparing the photograph and video in section 1, which gave you more
understanding of the area?

0 responses

Comparing the photograph and video in section 1, which did you prefer?

U responses

@ Fhotographs

@ Simulation Video
Both

@ Neither

@ video did not play..

@ FPhotographs

@ Simulation Video
Both

@ Neither

Manipulated

Section 1

Original photo: Peter Kumble




Future Possibilities

Conclusion




