Human Perception
Meets Computer Algorithms for 3D

The Role of 2-D and 3-D Task
Performance in the Design
and Use of Visual Displays

The distinction between 2-D and 3-D is viewpoint depend-
ent with no privileged or a priori optimal camera position
(we have a product)

ViewTracks

e Meta-viewpoint to show camera position on the scene in
parallel with the scene when viewed from that camera posi-
tion.

e The basic unit for seeing and controlling viewpoint is a
Viewtrack

e Movement along track is automated until and unless the
observer intervenes.

e The user can bumplessly take over and delegate control
over movement along track.

e Sets of tracks are available to explore a scene; the user can
select among the set to find a track or custom set of tracks
well suited to the task and scene at hand.

e The user can compose tracks constrained by properties and
regularities in the Perspective Sphere.

The Perspective
Sphere

Any single image from any single static virtual
camera position presents a limited view of any real scene.

Relationship of observer to world is critical part of under-
standing human perception and designing 3D virtual percep-
tual worlds.

New Directions:
The Remote Vision Problem

2002

innovations at the intersection of people,

technology, and work.

Point of view or camera position and track needs to be an
explicit part of the design and interface of 3D representa-
tions.

ViewTracks a set of design concepts that provide multiple
viewpoints as a camera track, smooth tracking across these
camera tracks, and user control over camera location and
movement patterns.
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