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Real Examples for 3D UI s
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2D & 3D Touch

stereo glasses with IR marker
optical tracking system

finger tip marker

stereoscopic multi-touch table
‘
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New Ideas for 3D UI' s (3)
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(Basic) Sliding technique
>
Find contact behind area of moving object ggfé‘
Draw background (z-buffer)
Draw back-faces of moving object E
Identify min distance

Use geometry to position object J 2

Collision detection (GPU)
If collision, go to 2.

Puzzle Task Video
wm

Demo

3D Rotations

Enhanced Sliding
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SHOcam: Enhanced Navigation

3D U s Wolfgng Surdings

Camera Speed Control

TIVS - 8°x6’, 7° high

V4-Space — 8x85” 4K w. Stereo

6-camera owatency wide-
FOV.optical racking system

et inigal conburation: Panoranic isplay

Hexagonal configuration: Hexa-
CAVE-iike flly immersive display
(360 x 75deg FOV, 2.2m diameter)

Future 3D User Interfaces
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