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Wed Sept 10 135
Thu Sept 11 102
Mon Sept 15 80
Thu Sept 18 102
Wed Sept 24 146
Thu Sept 25 120

Mon Sept 29 8.0
Wed Oct 8 1315
Mon Oct 13 810
Wed Oct 15 135
Wed Oct 29 123

Tue Nov 4 142
Wed Nov 5 1.2
Fri Nov 7 1519
Tue Nov 11 142
Tue Nov 18 142
Tue Nov 25 142
Tue Dec 2 102
Thu Dec 4 188

Course Schedule

Lecture 4
Lecture 5
Lecture 6
Lecture 7
Lecture 8
Debaser Invation

Lecture 9

Lecture 10

Lecture 11

Lecture 12
Kistamassan Invation

Lecture 13
Lecture 14
Lectures 1516
Lecture 17
Lecture 18
Lecture 19
Lecture 20
VIC Invation

AGIl14

Feedback on proposals
Hello World! Demos
ForskarFredag Preparation

Setupl16:00¢ 20:00

Reflections of ForskarFredag
Agile Developmen#, ComiCon
Agile Development 2

Aglie Development 3

Setup 16:0Q; 23:59

Reflections on ComiCon
New groups
Epson Moverio Workshop

Feedback on proposals. Early hello world dem os
Hello world !demos

Prepare Open House



Agenda

A Format (starting at 13:15 sharp)
i Presentation (10 minutes)Template Slides
T Discussion (10 minutes)
T Context Switch (1 minute)
1. Michelangelo (13:1913:40)
T Stefan
T Johan B.
T Oscar
2. Leonardo (13:4014:00)
T Carl
T Anton
T Johan S.
A Break
3. Donatello (14:15 14:35)
Sgren
Philip
Daniel
Axel
4. Megatron(14:36- 14:56)
T Christoffer
i Mattias
T Ludwig
T Linnea
A Next Lecture (14:5715:00)
T Assignment2
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https://www.kth.se/social/upload/540d5c29f2765477f428f53a/AGI14_Proposal_Project1_2014_09_10.pptx
https://www.kth.se/social/course/DH2413/proxy/mod/assign/view.php?id=200
https://www.kth.se/social/course/DH2413/proxy/mod/assign/view.php?id=200

Michelangelo

A Stefan
A Johan B
A Oscar
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SpaceSurvival
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Stetankton scarFriberg JohanBackman
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SpaceSurvival
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Motivation

A Further development opportunities

A Challenge to combine multiple interactive devices

A Cool immersive experience

A Experience outer space!

A Save dollars and make space training easier and better
A Space is fun.
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Goals and Challenges

A Avatar arms corresponding to physical
movements

A Achieving realistic physics
A Believable graphics & an immersive world
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RelatedWork

Virtual Reality: Osterlund J. 2011 ActaAstronautica
Avatars in human Lawrence, B. 71 (2012) 13950
spaceflight training

Creating NextGen PlemmonsD.Holz 2014 SIGGRAPH 2014
3D Interactive Apps D. Workshop

With Motion

Control in Unity 3D

VRSimulation Liu,Yuqging et. al. 2010 AIAA SPACE 2010
System for EVA Conference &
Astronaut Training Exposition

9/12/2014



Control VR (Control VR)

A https://www.youtube.com/watch?v=KkPjLBxY
goQ&feature=youtu.be&tfm1l0s
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https://www.youtube.com/watch?v=KkPjLBxYqoQ&feature=youtu.be&t=1m10s
https://www.youtube.com/watch?v=KkPjLBxYqoQ&feature=youtu.be&t=1m10s
https://www.youtube.com/watch?v=KkPjLBxYqoQ&feature=youtu.be&t=1m10s

SpacewalkRicharcemms

A https://www.youtube.com/watch?vbg7Sm6f
F8vg
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https://www.youtube.com/watch?v=bg7Sm6fF8vg
https://www.youtube.com/watch?v=bg7Sm6fF8vg
https://www.youtube.com/watch?v=bg7Sm6fF8vg

ChillingSpace RiftAway

A https://www.youtube.com/watch?vevd9HwZ
fleU
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https://www.youtube.com/watch?v=vvd9HwZfl6U
https://www.youtube.com/watch?v=vvd9HwZfl6U
https://www.youtube.com/watch?v=vvd9HwZfl6U

Methods and Techniques

A Wii Remotesand Nunchucksg UniWiiplugin
A Oculus Rift

A Blender

A Unity 3D (C#)

9/12/2014 AGIl14
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Wil Remotes& Nunchucks
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Oculus RIft

AGI14
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Blender
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Thank you!

Questions?

StefanEtoh IMT £toh@Kkth.sé
Oscalfriberg IMT pfri@kth.sé
Johan Backman, IMbhba@kth.sé&

Mario Romero fharior@kth.sé

AGIl14
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mailto:{etoh@kth.se
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mailto:{johba@kth.se
mailto:{marior@kth.se

FEEDBACK TO SPACE SURVIVAL
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A Carl
A Anton
A Johan S
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| eonardo
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ProjectProposal
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Dual Engine VR Racing

-
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https://www.youtube.com/watch?v=_krCKECpzrU&t=3m0s

Motivation

A Why is thisprojectinteresting?

A Whatdo we want to learn by doing this
project?

A Why does the world neethis projectand
how doesit make theworld a better place?

20140910 AGIl14
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Goals and Challenges

A Goals
I Immersive first personview experienceof VR racing atighspeed
I Rendering daugeworld/trackfor racingaroundin/on

I Afun steeringmethodwith two éenginegs Na¥IntFalconsprovidinguseful

hapticfeedback
I Fireparticlesystem
A Challenges
I Realtime rendering as/ouracethroughthe world/track
I Makingthe hapticfeedbackrealisticand useful
I To notburn out the motorsof the Falcon agou getcaughtup in the game
I Developmentsupport for the Falcorcanbe hardto find

20140910 AGI14 25



RelatedWork

A InteractiveRacing Gamwith Graphicand HapticFeedback
I SangYounKim,KyuYoung Kim
I 2007
A Dust Storm
i Tarandj Nellaker, Backstrom
I 2012
A RadialG
I Geoff Cullen
I 2014

20140910 AGI14 26



InteractiveRacing Gamwith Graphic
and HaptlcFeedback

Vi (L)= Zh [u(L-p,)—u(L-gq,)]

Where,
u : a unit step function, and
L : the distance from starting point to the current position of a car

20140910 27
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Dust Storm

AGIl14

28


https://www.youtube.com/watch?v=hJqL5EmP-xo

201409-10

RadialG

~g: 1:3555
AANK: 2
wA: 1:22.99

AGI14
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https://share.oculusvr.com/app/radial-g--single-player-demo

Methods and Techniques

A General approach

A OculusRift andtwo NovIntFalcon (oiRazer
Hydraif not possiblg

A NovIntSDK
A Connectingvia FalconUnity
A Algorithmsand Interaction

20140910 AGIl14
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Oculus RiftNovintFalconRazemiHydra
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