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Pl : Prof. Shih-Chung Kang
Department of Civil Engineering, National Taiwan U.
Experience: Professor, Department of Civil Engineering
Associate Director, Center of Industry-Academic
Cooperation (CIAC)

Market Needs:
Hand-based gestural control makes users manipulate virtual three-dimensional objects
in an intuitive way. However, most existing control interfaces are located in front of the
display. This requires users to imagine that manipulated objects that are actually
behind the display exist in front of the display. The adaptation of this spatial coupling
leads to negative after-effects of eye-hand coordination, which is important in gaming,
design review, etc. Besides, even if virtual objects are in three dimensions, it is still
difficult to present them using stereoscopy due to the limitation of flat displays.

Our Technology:
Rear-Screen Intersection: In contrast to the front-screen setup, a motion control
interface is located behind a display to track user's hand motion, coupling the
actual interactive space with the perceived visual space. Virtual simulated hands
are also constructed in the same dimension and position with real hands behind a
display. Kinesthetic Vision: Kinesthetic Vision provides a dynamic perspective of
virtual environments according to user's sight, by tracking the position of his/her
head, in order to get correct perspective of objects and obtain depth perception
using the motion parallax effect.

Strength:
Using a simple physical setup with a laptop, a webcam and a motion control
interface, users are able to enter their hands into the virtuality behind a display and
interact with virtual objects intuitively and efficiently, enhancing user experience
for gaming and design review.

Competing Products:

The patent is a new technique in the market of the USA.
Intellectual Properties:

Patent applying
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Center for Industry-Academia Cooperation, NTU
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