[owvemiotnuLo MNMeAotovvricou
Tunpo Emiotnung kat TeyvoAoytag YTOAOYLOTWVY

MeBoodot Atoyeiplong EtkoviKwy AVTIKELLEVWV

[poypappa METATTUYLOKWY 2TIOVOWY 2009 — 2011
AtmAwpatikn Epyaoia

Nikoc¢ Zkiadag

EriBAenwy KaBnyntig
[. Aémoupag




[lepleyopeva
3DUI Contest 201 |
> XEOLAOLOG
YAotoinon

[MopatnPNOELS KOl ZUUTIEPAC LT



3DUI Contest 201 |




BBV @ontest 201 |

To {ntoupevo: Eva cuoTn o Tov Oa
ETILTPETIEL OTO XPT)OTN VA AUCEL EVQ
ELKOVIKO puzzle

O okoTOG: va peAetnBouv
OLAPOPETLKEG TIPOOEYYIOELG OTLG
neBodoug aAANAeTiOpEQONG

ATIOK TN OO LE EVA TIPAYATIKO
puzzle...
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Fapers and Technotes
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° Registration
* Accommodations

= call for

IEEE Symposium on 3D User Interfaces 2011

Call for 2DUI Contest
Description
For the s=cond y=ar, 3DUT is holding the 30UT Grand Contest. Tt is op=n to anyons
T - il Sl s

Problem Description

Build an appiication that aliows mmmwmpmmumm-n
Figur= 1. The system =hould messum time of complation, and it should provide = way to
inclutle new puzzies [i. mewm)muzm{mﬁm“ﬁ,m
2). Tnzuw-umvmt =how sometiing like 2 Tablelop, where all pieces ar= equally

Overvizn & Dates
Papers and Technotes
Fosters
Demonstrations

30UT Contest

Double Submission

* Past Conferences

* IEEE VR 2011
* ISVRI 2011

* Email Us

e able to s=lect any piece and move it ts 8 warking ares.
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the player nesded.
A0 tearns showld perform o Besic user sty with the falowing metfod and messares.
{For the wser stuly. use he puzze in Figure 1.) Hovices recsive = shot
l.d:,w ' practice se=zion of 1
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Rules

Teams of upto 5 people can submit solutions, We expect from you the following
matenial:




Context

ElKOVIKA aVTLKE(PEVQ:

AVOTIOPOOTAOELG AVTIKELMEVWY TIPAYUATIKOU KOGLOU
OxtL apnpnHEVA [ N TIPAY O TIKA QVTLKELEVA

‘OxL avTiKe(peva TTov OV eival «OLOYELPIOLLO» GTOV TIPOLYLOTLKO
kKoouo (ueyebog [ Bapog)

AvaTtpAOTOOT) TOU XPNOTN

Virtual Assembly
‘OxLavatar

M&vo oL AANAETILOPAOTIKEG «LOVADESH (TQ XEPLA)
‘Oxt amopaitnTn 1 PEAALOTIKT) ATIELKOVLION



2 XEOLOTOG




2UMMETPLKT) XPTNOT XEPLWV

OTOLOONTIOTE AELTOVPYIO GTOV ELKOVLKO
KOOMO €(val OUVOTT) KAl UE Ta OUO YEPLA

AVOLEVOUEVT) 1] XPTIOT OpOoLwV controllers
(0AAG OxL aTtapaitnTa eTLRERANUEVN)

O xpniotng mpocapuolel «OLoLoONTIKO» TOV
TPOTIO EPYOCiOG TOV



M1 CUMETPLKT) XPT)ON XEPLWV

AapBavetal €€'apyng umoynn
OLaPOoPOTIOINCT TWV POAWY TWV XEPLWV
(dominant — non dominant hand)

KataAAnAdtepog controller yia kaBe epyaoia

ATIOULTEL KATTIOLO EK TWV TIPOTEPWV YVWOT) TOU
XPNOTN VLA TLG (OYETIKEG) OUVOTOTNTEG TWV
controllers kat tn popdn aAANAeTOpAONG [UE

NV epappoyn



MW «KPATAUE» EVA KOUUATL (1)

«KpaTAPE» EVO KOUMATL KPOTWVTOG
TIOTNLEVO EVOL OLAKOTITN

‘Exel vonpa o€ haptic feedback kot yevika oe
KaTAAANAouG controllers

ATt00(0€L TNV aloBnomn Tou 0TL 0 XP1]OTNG KPATAEL
«KEVEPYO» EVOL OVTLKEIMEVO...

...0AAG OTTOOELKVUETOL KOUPOOTLKO YL TOUG
«KAOLOOLKOUG» controllers (mouse, 3D mouse —n OLkN
HaG TiepITTWOoN)



[TWG «KPATAUE» EVO KOUUATL (2)

[otape Kot aprVOUE EVa OLOKOTITN VLA VA
«TILAOOUME» KOL EQVA YL VAL «LPTICOUUE

OuuiCel TN Aoylkn AAANAeTIIOPOOTG UE UTIOAOYLOTN
QAN O)L HE QUOLKA OVTLKELEVOL
16 EeKOVPAOTO YL «TUTILKOUG» controllers

>TOTLOTIKA TIEPVAE TIOAU Alyn wpa oTo TiEPLBAAAOV
LE «AOEL XEPLO»



<tvnon xepwov (1)

O controller ypnoluomoleital yiox
LETATOTIIOELG KOL TIEPLOTPODEG

2TNV TIPAYMATIKOTNTO: LETATOTILON UE TO
Bpayiova, teploTpodr] LE TOV KAPTIO

AVOELC:
AAAQYT] KOTAOTOOTG TOV input 1)
PUOuLon tou threshold



<lvnon xeptlov (2)
AkoAouvBnoape tn 2" Avon

ALYOTEPEC KATACTACELG =2 ALYOTEPOL OLAKOTITEG =2
ATTAOUCTEPO interaction

Aev 610pOPOTIOLOUHE VOEPA TLG OUO KLVT|OELG OTOV
XPTOLUOTIOLOUE TA XEPLA MO ..



2UO0KEVEC Eloooou (1)

>UOoKeVEC euBUBLoNG (immersive controllers)



http://www.youtube.com/watch?v=5aRJJfR01tM&feature=player_embedded

>VoKevec Elooodov (2)

Ertpanelieg cuokeveg (desktop controllers)




>U0KEeVEC Elooodou (3)

MNelpapatikeg pebodol

Color glove
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bool Puzzle3D: :CompareToSolutionSta (:DTT_EEKZD-l-T w K;Dqﬁfw

I
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for (list<GridSlot>::const_itera
i
if(=sol[=i-»x] [5i->vy] [=si->=
Kl
3

return false;

ic bool FlEyEd = fal=e;

PlaySolwved (cameraPos.x, cameraPos. vy, came
played = true:;

Color =c({l1,0.8f£,0):
for(list<Piece*>::iterator
Kl

i

(*pi) —>»5etDiffuseColor (=sc) s




YAoTmolnon

¢ PANDA3D

¥ Information =% Gallery .Downluad

WORLD'Y VIZ &

H uAottoinon dev €ylve o€ katolo e€sldLlkevEVo toolkit

SDL ; i

high level 2D and 3D sound library
Simple Directmedia Layer

ooooo = | ]

BV BULLET

PHYSICS LIBRARY




[leplypadr) 0EOOUEVWV

Baoikn amaitnon to eukoAo editing
No UTtopOUE VO OPIOOUPE EVKOAQ TOL KO ATLO
No pmopoupe va eplypaPoupe eVKoAQ To puzzle
‘Ox1 3D editing

Text files
MNeplypadr) Koppoatiwy MNeptypadr] Puzzle
PIECE Piecel 3 PIECE Piecel

PIECE Piece2
PIECE Piece3
ENDPUZZLE
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Amielkovion — Koppatia tou puzzle

® H emiAoyn yla «peOALOTIKI» LOPDT] TWV KOUUOTLWV
1TOV KUPLWG aloOnTikn)

® H emiAoyn Opwg va dlakpivovTtal ol kKUBol aro Toug
OTIOLOUG ATIOTEAOUVTAL ATIOOELY TNKE TIPAKTLKT] KOLL
BonbBael otV ailoBnon evBuypapuLong Twy
KOUOTLWV :




Amtelkovion - Cursors

To «xeplam Tou xprjotn amelkoviCovtal oav odaipeg pe
OLAPOPETIKO YPWHA

A€ pag evOLadEPEL O TIPOCAVATOALGHOG OTAV O XPOTNG
OEV «KPATAEL» KATIOLO KOLUATL

Otav kpatael, n odaipa avtikabiotatal ano 1o
KOMUATL LE KATAAANAO X PO

’ﬂl |\
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ATIELKOVIOT) — KOUEPO KO TIPOOTITLKN

® Meplkwg eAeVBepn KAUEPQ
AuvvototnTa Vo aAAAEOUE OTITIKT] YWVI

«YTokaBLota» TN Aettoupyia TG AEOTG OLOYELPLONG TOU
KOTOOKEVAOLEVOU UEPOUG TOU puzzle

® Yo e6adoug yla kaAvutepn aicBnon faBoug
F‘N\




ATIELKOVLOT - 2KLEG

® PEQALOTLKT) OTIELKOVLOT)

® KaAUtepn avtiAnym
OXETIKWVY Beoewv Kal
ATIOTACEWV TWV
KOMMOTLWV

® ANyOpLBpuog shadow
mapping




[Toocopoiwon GUOLKNG

PeaAloTIKY] cUUTIEPLPOPA TOU «KOTLOU» TOU
puzzle

[eplopioale TO YAPAKTNPLOTIKA TNG
TIPOCOMOLWAONG YLot AOYOUG EVYPNOTLAG
[pogkuPav evoladEpovTa TopiopaTa

Oa pavei oto demo...



Kataypadn Kot eAEyyoG Tou puzzle

3 EVAAAAKTIKEG TIPOCEYYLOELG
Kataypadr] OXETIKWY PETATYTMUATIOUWY

Kataypadr onueiwv emadrig

Grid matching



Katoypoadn OYETIKWV
LETOOYTUOTIO LWV

Av A Kkal B 4x4 TIIVOKEG LETAOY T UOATIOUWY TOTE
AX=B > X=A"'B

MpoPAnpa: SLadOPETIKOL LETAOYNUATIONOL UTIOPEL VAL
TIAPAYOUV LOOOUVOO ATIOTEAEC AT

SUMMETPLEG...



Kataypadn onpeiwyv emtadng (1)

['VwpiCoupue To KavoViKO dlavuoua KAOe
TTIAEVUPAG KUPBOU 0To EAeVBEPO KEAUDOG TOU
KOMMOTLOU

AUVO KOVOVIKA OLAVUCLOTO LE KKOVTLVT» QLPXT)
ko ovtiBetn katevBuvon onuatodotouyv dVO

TIAEVPEG O€ eTTOdT)

nd1 nA2 nC1

ne nD2
HI nD1 lﬂl
o] e [a} =2 wieJALB[RT -2



Katoaypadn onpeiwy emtadng (2)

[MpOBANO: TIPETIEL TO KAVOVIKA OLOVUOOTA VO
«onuatodotnBouv» KATdAANAd WoTE va AauBavouy

UTT'OYN TIG CUMETPLEG TOU KOUUOTLOU

O qUTOPATOG EVIOTILOMOG TWV CUMMETPLWYV OEV Elval
g£UKOAN uTtoBeon...




Grid matching (1)

KaBe kUBog exel eva id TTOU TIPOKUTITEL ATIO TOV
TUTIO TOU KO OTLOU TIOU OVT]KEL

To puzzle amoBnkevetal cav eva cuVoOAo Ao id
KOlL TLG OKEPOLEG CUVTETAYEVEG TOUG OTLG BETELS
IOV Kataypadovtal oo AVon

MNopayovTol aUTOPATO OAEG OL TIAPAAAAYES TNG
AUOTG

> € kB¢ frame cuykpiveTal n TpEYovoQ
KOTOOTOON TOU puzzle e OAEG TIG AVOELG



Ta dtoBEoipa KoppdTLa

Kataypadr Avong kal
Lol EVOANOKTLKT)

Bounding Box

Mtia amtodekTr] Avon

Grid matching (2)




JUMTIEPOOUOTO




[Tapa TOAAN TTPOCOUOLWON;

H Puoikd «peaAloTikr» CUNTIEPLHOPA TWV

KOMMOTLWV OE TIOAAEG TIEPLTITWOELG OUOKOAEVE
NV 0AANAeTLOpOOT

Mn mipoBAePIpOTNTA
Ta KopUATLa KaTteANyav o€ «aBoAec» Beoelg

APaLPECAE OTOLYEID TNG TIPOCGOMOIWONG (TT.X.
POTIEG)

H eukoAia ot xpnon kaBlotd To peAALOUO
OEVUTEPEVOVTA



EéeAlooopevn aAnAemiopaon

ATIO TN AELTOUPYLKT]) LOOOUVALI TWV YEPLWV
TIPOKUTITOUV emergent CUUTIEPLPOPEG:

O xprioTNG aELOTIOLEL TAUTOYPOVA TA YEPLA TOU OTN)
OLOYELPLOT) TWV KOUMATLWV

O xpNoTNG XPNOLUOTIOLEL EVAAAGE TA YEPLA TOU YLO VAL
aAANAeTILOPACEL [UE TO TILO «BOAIKO» (KOVTLVO;)
KOMMATL KOTA TTEPLTITWON

O xpnoIng «avaBeTeL» TN XPrioN NG KAUEPOG OTO EVA
XEPL KOL TN XPT)ON TWV KOUMATLWY GTO AAAO

OL poAol elvat petaAntol kot SUVOULKA EVAAAGELUOL



ATto\Un TOU KOO0V

Baolkn amaitnon va UTIOpEL 0 Y pnoTng va
£XEL OUVALLLKT] ATTOYN TNG KATOOKEUTIG

H duvatotnta va epLoTPEPETAL N KAPEPQ
ATIOOELYTNKE AELTOUPYLKA ETIAPKTG, OVTL TNG
TEPLOTPOPTC TNG KATACKEUNG

(?) H duvatoTtnta va IEPLOTPEDOUIE TO AVTLKELEVO
«KPATWVTAG» TO OEV E(VAL OTUOVTLKT) AELTOUPYLKN

TIUPAETPOG YL TNV AVTIANYM Hag yl'auTto



/AELTOVPYLIKOTNTA VS. OLKELOTN T

To 3D mouse mpoodepel 6 Babuovc eAcuBepiag
— OPKETOUG YLO ATIELKOVIOT TWV KIVIIOEWV TOU
XEPLOU

H xprion Tou Opwg Ogv 1TV AuEsa
«QVAYVWPLOLUN», OL XPTIOTEG OOVAEYAV OPXLKAL
TILO ATIOOOTLKA LE TO KAAOGLKO mouse

To ouvnBEeoTEPO ATIOOEIYTNKE (APXLIKA)
KOAUTEPO OTIO TO AELTOUPYLIKOTEPO

MaAAov Bepa xpovou [ Tpocapuoyng



Hands On...

Demo
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