
 

  
 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

The VR Hackathon is a community-driven event created to bring together 
people interested in developing VR/AR solutions through the use of 

cutting edge technologies. 
 

It has quickly become a global community of innovators that include all 
elements of the immersive technologies ecosystem. 

 

The VR Hackathon in Poznań brings together the brightest minds 
interested in virtual and augmented reality to develop innovative 

hardware and software solutions. 
 



 

  
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

The VR Hackathon provides an 
exploratory environment where 
disruption, innovation, and creative ideas 
are brought to life. 
 
The focus of the event is to bring together 
crowd sourced knowledge for the 
advancement of virtual reality & 
complementary technologies. 

 VR & AR developers 

 Gaming software developers 

 Web developers 

 Cloud software developers 

 User interface experts 

 Mobile app developers 

 Designers 

 Artists 

 Big Data developers 

 Mechanical engineers 

 Hardware makers 

 Venture capitalists 

 AND MORE… 
 
Check out the previous VR hackathons! 

 

Venue 
Poznań University of Economics  
and Business (PUEB) 
al. Niepodległości 10, Poznań, Poland 
 
Sunday, June 17 
17:00 Hackathon Mixer at PUEB 
 
Monday, June 18 
8:00 Hackathon starts, full-day coding 
 
Tuesday, June 19 
9:00 – 16:00 Coding 
16:00 Team presentations and assessment 
 
Wednesday, June 20 
Presentation of winner projects  
at the Web3D 2018 conference 
 

More information 



 

  
 

 

 

 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

 

 Virtual Reality, Augmented Reality, Human Computer Interface, Wearables, Cloud Services, 
Web, Mobile, Gaming, Simulation, Digital Fabrication, Robotics, Drones, and Internet  
of Things are the types of the technologies hackers are encouraged to work with. 

 The event highlights new technologies from the immersive, augmented, and virtual reality 
communities, including open source and open standards initiatives. 

 A great way to engage with top designers & developers in augmented and virtual reality. 

 Event proceeds go towards event costs, prizes, and related hackathons to help grow the 
global VR/AR communities. No money will be kept by the organizers for use on non-VR 
Hackathon related items. 

 

17:00 Registration / Mixer 
18:30 Welcome / Introductions 
18:45 Presentations 
19:30 Hackathon kickoff 
19:45 Team formations 
20:45 Team introductions  
and goals for the hackathon 
21:00 Adjourn 

8:00 Team Check In/Breakfast 
8:30 Morning Welcome 
8:45 Hackathon Kickoff  
Brainstorming / Design / Code 
13:00 Working Lunch 
19:00 Dinner 
22:00 Adjourn 
*venue permitting, teams can 
stay & work overnight 

9:00 Working Breakfast 
12:00 Working Lunch 
16:00 Coding Concludes /  
Team Presentation 
18:45 Awards & Recognitions 
19:00 Closing Remarks 
19:15 Adjourn 



 

  
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

Attendance & Participation 

 Indication of a specific exclusive competition and award category 

 Attendance for 15 people (participants, mentors, observers, audience) 

 Guaranteed opportunity to present a case study or selected topic 

Brand Visibility 

 Exclusive sponsor of one of the following events: Sunday Kick-off or Tuesday Party 

 Continuous logo placement on hackathon website 

 Logo displayed on printed material, videos, and official emails 

 Space provided for poster stand and large table display 

Attendance & Participation 

 Indication of a competition and award category 

 Attendance for 7 people (participants, mentors, observers, audience) 

 Guaranteed opportunity to present a case study or selected topic 

Brand Visibility 

 Exclusive sponsor of one of selected working events or VR Hackathon gadgets 

 Continuous logo placement on hackathon website 

 Logo displayed on printed material, videos, and official emails 

 Space provided for poster stand and small table display 



 

 
  
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 
 
 
 

 

Attendance & Participation 

 Attendance for 3 people 

 Official recognition as an award sponsor 

Brand Visibility 

 Continuous logo placement on hackathon website 

 Logo displayed on printed material, videos, and official emails 

 Space provided for poster stand 

Attendance & Participation 

 Attendance for 1 person 

Brand Visibility 

 Continuous logo placement on hackathon website 

 Logo displayed on printed material, videos, and official emails 

Brand visibility,  logo placement on hackathon website, logo displayed on printed material, 
videos, and official emails 



 

 
 

 
  
 

 

 
 
 
 
 
 
 
 
 
 
 
 
 
 

 
 
 
 
 
 
 
 
 
 
 
 

 


